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Description

BACKGROUND OF THE INVENTION

1. Field of the Invention

[0001] The present invention relates to a gaming ma-
chine, and in particular, relates to a gaming machine
such as a slot machine, a Japanese pachi-slot machine,
a video poker gaming machine, the gaming machine
having a variable display device for displaying a plural
kinds of symbols necessary for a game and a controller
such as a microcomputer for conducting stop control of
the variable display device.

2. Description of Related Art

[0002] Conventionally, as the gaming machines men-
tioned above, there exists, for example the slot machine.
Game in the slot machine is started by inserting medals
therein or betting medals within the number of medals
credited in the slot machine, and thereafter by operating
a start lever or spin button by a player. When the game
in the slot machine is started, reels on which a plurality
of symbols are described start to rotate and thereafter
each of the reels is stopped in a predetermined order.
And if the winning combination is won according to the
symbol combination displayed by the reels, medals are
paid out to the player. And one game is terminated.
[0003] The slot machines in current at present have
plural modes of winning combinations. In particular,
when the predetermined winning combination is won, a
gaming state more beneficial for the player than the
base game is obtained for a predetermined time, in ad-
dition to one time of medal payout. As such winning
combination, there is a bonus game in which games giv-
ing a relatively large award to the player can be done.
And the gaming machine such as the slot machine has
decoration parts and display devices to joyfully effect the
above award. These decoration parts or the display de-
vices are generally designed so as to reflect the image
of theme set in every gaming machine. And characters
or things or background pictures according to the theme
are displayed on the cabinet of display panel to exercise
the machine's ingenuity. Further, as shown in Japanese
Unexamined Patent Publication No. 2003-62177, it is
known the gaming machine in which these pictures are
displayed on the reels as the symbols.
[0004] However, the symbols described on the reels
has function to inform the winning combination including
the bonus of the player, the winning combination being
determined when the reels are stopped. Therefore, if the
symbols are designed by reflecting the image of the ma-
chine's own theme, there is a case that it is difficult for
the player not accustomed to the gaming machine to
recognize whether the winning combination is realized
or not. Further, if a plurality of bonuses capable of being
won are set and the symbols based on the characteristic

theme are described on the reels, there will be fear that
it takes long time for the player to learn the symbol cor-
responding to the bonus and to be accustomed to the
game. And if each of the symbol combinations corre-
sponding to plural bonuses is constructed from the sym-
bols reflecting the machine's own image, it can be pre-
dicted which bonus among plural bonuses will be won
at the time that the first reel is stopped. Thus, it lacks in
interest and the player loses interest for the game.

SUMMARY OF THE INVENTION

[0005] The present invention has been done to dis-
solve the above problems and has an object to provide
a gaming machine in which it can be easily judged that
the bonus is won even if the symbols displayed on the
variable display device such as reels are designed so
as to reflect an image of theme concerning with the gam-
ing machine.
[0006] In order to accomplish the above object, ac-
cording to one aspect of the present invention, it is pro-
vided a gaming machine comprising:

a plurality of variable display devices for variably
displaying plural kinds of symbols utilized in a
game;
a stop symbol determination device for determining
the symbols stopped along a pay line every each of
the variable display devices based on a random
number value sampled every game; and
a stop controller for conducting stop control of var-
iable display in the variable display devices based
on a determination result determined by the stop
symbol determination device;

wherein symbol combinations each of which is
constructed from the symbols determined by the stop
symbol determination device include a plurality of spe-
cific display modes each of which corresponds to a spe-
cific award, and

wherein at least two of the specific display modes
form one picture and at least one of the symbols is com-
monly utilized in the specific display mode.
[0007] According to the gaming machine, at least two
of the specific display modes, which are included in the
symbol combinations and each of which corresponds to
a specific award, form one picture and at least one sym-
bol is commonly utilized in the specific display mode.
Thereby, the specific award is easily indicated to the
player through the method that the symbol combination
displays one picture. Further, plural symbol combina-
tions corresponding to plural bonuses are constructed
from at least one symbol which is commonly utilized.
Therefore, even in the complexed gaming machine in
which it is designed so that the image of the theme con-
cerning with the gaming machine is reflected on the
symbols described on the reels and a plural kinds of bo-
nuses are set, if the symbol is commonly utilized, it can
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be shown to the player that any specific display mode
can be realized. Thereby, even in a case that the player
is not accustomed to the gaming machine, the player
can easily judge whether or not the specific display
mode is determined.
[0008] And in a case that the symbol which is com-
monly utilized is first displayed when the variable display
device is stopped, it can be judged whether or not the
specific display mode is realized. However, it cannot be
judged the kind of the specific display mode till the other
reels are stopped. Therefore, interest for games can be
raised if the gaming machine is constructed so that the
kind of the specific display mode cannot be predicted at
early stage of the game.
[0009] And according to another aspect of the present
invention, it is provided a gaming machine comprising:

a plurality of variable display devices for variably
displaying a plurality of symbols utilized in a base
game;
a stop symbol determination device for determining
the symbols variably displayed on the variable dis-
play devices based on a random number value
sampled every game;
a bonus game execution device for executing a bo-
nus game corresponding to specific symbols
among a plurality of bonus games when variable
display of the variable display devices is stopped
while the specific symbols are stopped and dis-
played through the variable display devices;

wherein at least one bonus game is executed
when the variable display devices are stopped with the
specific symbols or when a specific result is obtained in
another bonus game.
[0010] According to the gaming machine, at least one
bonus game among a plurality of bonus games execut-
ed in the gaming machine is executed when the variable
display devices are stopped with the specific symbols
or when a specific result is obtained in another bonus
game by the player's selection. Thereby, in the bonus
game in which the player participates while conducting
various selection, if the predetermined condition is sat-
isfied, it is determined whether or not game condition
shifts to another bonus game. Therefore, the player can
enjoy the bonus game while expecting to continuously
conduct another bonus game, thus interest for games
can be raised.
[0011] Further, according to another aspect of the
present invention, it is provided a gaming machine com-
prising:

a plurality of variable display devices for variably
displaying a plurality of symbols utilized in a game;
a stop symbol determination device for determining
a symbol combination stopped at a predetermined
position in the variable display devices based on a
random number value sampled every game;

a stop control device for conducting stop control of
the variable display devices based on a result de-
termined by the stop symbol determination device;
and
a blank bonus determination device for determining
winning of the bonus with a predetermined proba-
bility when blank symbols are stopped at the prede-
termined positions.

[0012] According to the gaming machine, the blank
bonus determination device determines winning of the
bonus with a predetermined probability when blank
symbols are stopped at the predetermined positions.
Thereby, even if the blank symbols are displayed on the
variable display devices, not only the game is merely
terminated but also there remains a probability to occur
the bonus game. Therefore, the player has unexpected
feeling and interest for games can be raised.
[0013] According to further another aspect of the
present invention, it is provided a gaming machine com-
prising:

a plurality of variable display devices for variably
displaying a plurality of symbols utilized in a game;
a stop symbol determination device for determining
symbols stopped at predetermined positions in the
variable display devices based on a random
number value sampled every game;
a bonus game start device for starting a bonus
game when the variable display devices are
stopped with specific symbols;
a measurement device for determining a score ac-
cumulated according to progress of the bonus game
and for increasing or decreasing an upper limit of
the score; and
a bonus game termination device for terminating
the bonus game when the score exceeds the upper
limit.

[0014] According to the gaming machine, in the bonus
game activated when the variable display devices of the
gaming machine stop variable display with the specific
symbols, the measurement device determines the score
while accumulating according to progress of the bonus
game and the bonus game determination device termi-
nates the bonus game when the score exceeds the up-
per limit. That is to say, the bonus game is progressed
till the score reaches to the upper limit. Thereby, it can
roughly indicate to the player when the bonus game is
terminated. Therefore, the player can predict the termi-
nation of the bonus game to some extent. Thus, there
scarcely occurs a case that the bonus game is suddenly
terminated contrary to the player's expectation. Accord-
ingly, the bonus game can be done while retaining inter-
est of the player and the base game which is restarted
continuous to the bonus game can be conducted.
[0015] The above and further objects and novel fea-
tures of the invention will more fully appear from the fol-

3 4



EP 1 510 982 A2

4

5

10

15

20

25

30

35

40

45

50

55

lowing detailed description when the same is read in
connection with the accompanying drawings. It is to be
expressly understood, however, that the drawings are
for purpose of illustration only and not intended as a def-
inition of the limits of the invention.

BRIEF DESCRIPTION OF THE DRAWINGS

[0016] The accompanying drawings, which are incor-
porated in and constitute a part of this specification il-
lustrate embodiments of the invention and, together with
the description, serve to explain the objects, advantages
and principles of the invention.
[0017] In the drawings,

Fig. 1 is a perspective view showing a slot machine
according to the embodiment,
Fig. 2 is a sectional view of a main display in the
slot machine according to the embodiment,
Fig. 3 is a sectional view of a sub-display in the slot
machine according to the embodiment,
Fig. 4 is an explanatory view showing symbol rows
each of which is described on each reel in the slot
machine according to the embodiment,
Fig. 5 is an explanatory view of a payout table uti-
lized in the slot machine according to the embodi-
ment,
Fig. 6 is an explanatory view showing one example
of symbol combination utilized in the slot machine
according to the embodiment,
Fig. 7 is an explanatory view showing one example
of symbol combination utilized in the slot machine
according to the embodiment,
Fig. 8 is an explanatory view showing one example
of probability lottery table corresponding to each of
the reels, the probability lottery table being utilized
in the slot machine according to the embodiment,
Fig. 9 is an explanatory view showing a block dia-
gram of electric circuits utilized in the slot machine
according to the embodiment,
Fig. 10 is an explanatory view showing one example
of variable display motion of the reels conducted in
the slot machine according to the embodiment,
Fig. 11 is an explanatory view showing one example
of variable display motion of the reels conducted in
the slot machine according to the embodiment,
Fig. 12 is an explanatory view showing one example
of variable display motion of the reels conducted in
the slot machine according to the embodiment,
Fig. 13 is an explanatory view showing one example
of variable display motion of the reels conducted in
the slot machine according to the embodiment,
Fig. 14 is an explanatory view showing one example
of variable display motion of the reels conducted in
the slot machine according to the embodiment,
Fig. 15 is an explanatory view showing a lottery ta-
ble to determined whether a bonus game is realized
or not, the lottery table being utilized in the slot ma-

chine according to the embodiment,
Fig. 16 is an explanatory view showing a block dia-
gram of electric circuits in a sub-control circuit uti-
lized in the slot machine according to the embodi-
ment,
Fig. 17 is an explanatory view showing an image of
the bonus game utilized in the slot machine accord-
ing to the embodiment,
Fig. 18 is an explanatory view showing an image of
the bonus game utilized in the slot machine accord-
ing to the embodiment,
Fig. 19 is an explanatory view showing an image of
the bonus game utilized in the slot machine accord-
ing to the embodiment,
Fig. 20 is an explanatory view showing an image of
the bonus game utilized in the slot machine accord-
ing to the embodiment,
Fig. 21 is an explanatory view showing an image of
the bonus game utilized in the slot machine accord-
ing to the embodiment,
Fig. 22 is an explanatory view showing an image of
the bonus game utilized in the slot machine accord-
ing to the embodiment,
Fig. 23 is an explanatory view showing an image of
the bonus game utilized in the slot machine accord-
ing to the embodiment,
Fig. 24 is an explanatory view showing an image of
the bonus game utilized in the slot machine accord-
ing to the embodiment,
Fig. 25 is an explanatory view showing an image of
the bonus game utilized in the slot machine accord-
ing to the embodiment,
Fig. 26 is an explanatory view showing an image of
the bonus game utilized in the slot machine accord-
ing to the embodiment,
Fig. 27 is an explanatory view showing an image of
the bonus game utilized in the slot machine accord-
ing to the embodiment,
Fig. 28 is an explanatory view showing an image of
the bonus game utilized in the slot machine accord-
ing to the embodiment,
Fig. 29 is an explanatory view showing an image of
the bonus game utilized in the slot machine accord-
ing to the embodiment,
Fig. 30 is an explanatory view showing an image of
the bonus game utilized in the slot machine accord-
ing to the embodiment,
Fig. 31 is an explanatory view showing an image of
the bonus game utilized in the slot machine accord-
ing to the embodiment,
Fig. 32 is an explanatory view showing an image of
the bonus game utilized in the slot machine accord-
ing to the embodiment,
Fig. 33 is an explanatory view showing an image of
the bonus game utilized in the slot machine accord-
ing to the embodiment,
Fig. 34 is a flowchart executed in a main control cir-
cuit in the slot machine according to the embodi-
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ment,
Fig. 35 is a flowchart executed in the main control
circuit in the slot machine according to the embod-
iment,
Fig. 36 is a flowchart executed in the sub-control
circuit in the slot machine according to the embod-
iment,
Fig. 37 is a flowchart executed in the sub-control
circuit in the slot machine according to the embod-
iment,
Fig. 38 is a flowchart executed in the sub-control
circuit in the slot machine according to the embod-
iment, and
Fig. 39 is a flowchart executed in the sub-control
circuit in the slot machine according to the embod-
iment.

DETAILED DESCRIPTION OF THE PREFERRED
EMBODIMENTS

[0018] Hereinafter, one example of the preferred em-
bodiment according to the present invention will be de-
scribed with reference to the drawings. As game media
utilized in the gaming machine, coins, medals, tokens
are generally used. Here, explanation of the gaming ma-
chine in which coins are utilized will be done.

[construction of the gaming machine]

[0019] The slot machine 1 according to one embodi-
ment is shown in Fig. 1, which is a perspective view of
the slot machine 1.
[0020] In front of a cabinet 2 which wholly constructs
the gaming machine 1, a main display 5 is arranged at
the center of which rectangular display windows 4L, 4C,
4R are formed. At the center of each of the windows 4L,
4C, 4R, one pay line 8 is described.
[0021] At the front side of the slot machine 1 in the
cabinet 2, three reels 3L 3C, 3R are rotatably supported.
On an outer periphery of each of the reels 3L 3C, 3R, a
symbol row constructed from a plural kinds of symbols
is described. The reels 3L, 3C, 3R are arranged along
a horizontal line and each reel functions as a variable
display device.
[0022] In the cabinet 2, the main display 5 is provided
in front of the reels 3L 3C, 3R, the main display 5 being
utilized for displaying images of slot games and bonus
games. In the main display 5, three display windows 4L,
4C, 4R are formed. Here, the main display 5 is arranged
so that the symbols of each of the reels can be observed
through the display windows 4L, 4C, 4R formed in the
main display 5. The variable display device has the reels
3L, 3C, 3R as the first display portion and a liquid crystal
display as the second display portion. And at an upper
side of the cabinet 2, a sub-display 6 for displaying the
image of the bonus game is provided as the third display
portion.
[0023] On a display area 5a of the main display 5,

there are formed two display areas, one of which is a
PAID meter 7 for indicating payouts paid out when win-
ning combinations are got in the slot game which is a
base game in the slot machine 1, and the other of which
is a BET meter 9 for indicating coin numbers which can
be betted in one game. And on the display area 5a of
the main display 5 and at the upper of the display win-
dow 4R, a CREDIT meter 10 indicating coin number
presently stored in the slot machine 1 is displayed.
[0024] In a control panel 11 arranged under the main
display 5, it is formed a coin insertion slot 12 into which
a player inserts coins.
[0025] And on the control panel 11, a spin switch 15
for starting rotation of the reels 3L, 3C, 3R is arranged.
Further, on the control panel 11, there are provided an
error switch 13, a help switch 14, a cash-out switch 16,
a BET switch 17, a maximum BET switch 18 and a re-
peat BET spin switch 19.
[0026] Here, the error switch 13 is a switch pressed
when troubles occur in the slot machine 1, thereby an
error lamp 23 arranged on a ceiling portion of the cabinet
2 is turned on. Thus, an attendant in a game arcade is
called.
[0027] The help switch 14 is pressed when the player
cannot understand gaming method in the slot machine
1 or game contents of the bonus game, thereby expla-
nation thereof is displayed on the sub-display 6.
[0028] The cash-out switch 16 is a switch which is uti-
lized to pay out coins stored in the slot machine 1 to a
coin tray 21 from a payout chute 20.
[0029] The BET switch 17 is a switch which is utilized
when coins stored in the slot machine 1 are betted for
the game. Every the BET switch 17 is pressed one time,
one coin is betted. Here, the coin number betted for one
game is called the "BET number".
[0030] The maximum BET switch 18 is a switch to bet
a maximum number of coins which can be betted for one
game, for example, four coins for the game. When the
maximum BET switch 18 is pressed, the reels 3L, 3C,
3R are started to rotate.
[0031] The repeat BET spin switch 19 is a switch to
bet for the game the same number of coins as the BET
number in the previous game and to start rotation of the
reels 3L, 3C, 3R.
[0032] And at the upper side of the coin tray 21, which
becomes a receiving dish for coins paid out from the
payout chute 20, there are formed speaker grills 22 to
output toward outside of the cabinet 2 sounds emitted
from speakers 43 (see Fig. 9) installed in the cabinet 2.

[main display and sub-display]

[0033] With reference to Fig. 2, construction of the
main display 5 will be described.
[0034] Fig. 2 is a sectional view showing the main dis-
play 5 and the reel 3C. The main display 5 is constructed
from a picture sheet 53 formed from the transparent film
material on which various pictures are printed, the pic-

7 8



EP 1 510 982 A2

6

5

10

15

20

25

30

35

40

45

50

55

ture sheet 53 being arranged inside of an acrylic resin
plate 52 functioning as a protect cover, a liquid crystal
display device 54 formed from a transparent liquid crys-
tal display device in which transparent electrodes are
arranged and a light guiding plate 36. The picture sheet
53, the liquid crystal display device 54 and the light guid-
ing plate 36 are stacked with each other. And in front of
the main display 5, it is arranged a touch panel 51 which
detects coordinates corresponding to the contact area
on which the player contacts.
[0035] And at the upper side and the lower side of the
liquid crystal display device 54, liquid crystal backlights
292, 293 as illumination of the liquid crystal display de-
vice 54 are arranged. By turning on the liquid crystal
backlights 292, 293, the player can clearly seen and rec-
ognize the image displayed on the liquid crystal display
device 54.
[0036] At the inner upper side and the lower side of
the main display 5, symbol illumination lamps 57, 58 for
illuminating the symbols on the reels 3L, 3C, 3R are ar-
ranged. The symbol illumination lamps 57, 58 are con-
trolled so as to turn on when electric power is supplied,
thereby the symbols on the reels 3L, 3C, 3R can be
clearly seen and recognized. As the symbol illumination
lamps 57, 58, although cold cathode ray tubes are gen-
erally utilized, the present invention is not limited to this.
[0037] The pictures described on the picture sheet 53
are always seen and recognized by the player, in spite
of effect control state in the slot machine 1. The liquid
crystal display device 54 constructs the effect area of
image not only in the slot game mentioned later but also
in the bonus game.
[0038] Near the front inner side of the reels 3L, 3C,
3R, it is provided a lamp housing 62 in which reel back
lamps (not shown) turned on to easily see and recognize
the symbols are installed.
[0039] In Fig. 3, the sectional of the sub-display 6 is
shown. Similar to the main display 5, the sub-display 6
is constructed from a picture sheet 63, a liquid crystal
display device 64 and a light guiding plate 67, which are
stacked with each other at the inner side of a transparent
acrylic resin plate 65. And at the upper side and the low-
er side of the liquid crystal display device 64, liquid crys-
tal backlights 296, 297 are provided. Since the reels are
not arranged behind the sub-display 6, symbol illumina-
tion lamps are not arranged.
[0040] Although the main display 5 and the sub-dis-
play 6 in the slot machine 1 of the embodiment are con-
structed from the liquid crystal display device (LCD), the
present invention is not limited to this. For example, CRT
or plasma display may be utilized. And although the
main display 5 and the sub-display 6 are constructed
from one display device, the main display 5 and the sub-
display 6 may be constructed from a plurality of display
devices which mutually belong to different kinds.

[symbol rows]

[0041] In Fig. 4, it is shown symbol rows in each of
which different kinds of symbols are arranged, the sym-
bols being formed on the outer periphery of each reel
3L, 3C, 3R. The symbol row is constructed from plural
kinds of symbols which are positioned at odd positions
and plural blank symbols 92 positioned at even posi-
tions. To each symbol, a code number among 1 to 22 is
attached and these code numbers are stored in a ROM
122 (see Fig. 9 mentioned later) as a data table. On each
of the reels 3L, 3C, 3R, the "WILD" symbol 91 repre-
sented by the word "WILD", the "1BAR" symbol 100 rep-
resented by one "BAR", the "2BAR" symbol 93 repre-
sented by two "BAR"s, the "3BAR" symbol 94 represent-
ed by three "BAR"s and the "RED7" symbol 95 repre-
sented by the red numeral "7" are described. And on the
reel 3L, the "map 1" symbol 96 which shows a part of
the map is described. On the reel 3C, the "map 2" sym-
bol 97 which shows another part of the map is described.
Further, on the reel 3R, the "map 3" symbol 98, which
includes a condor in a part of the map and completes
one map picture with the "map 1" symbol 96 and the
"map 2" symbol 97, is described. Further, on the reel
3R, the "map 4" symbol 99, which includes a gate in a
part of the map and completes one map picture with the
"map 1" symbol 96 and the "map 2" symbol 97, is de-
scribed. Here, the map picture represents a treasure
map and an item appearing in a treasure-hunting which
is a theme of the slot machine 1. Thus, by representing
things concerning with the theme as the symbols of the
reels, the image of the theme is strongly effected, there-
by interest of the player for games can be highly raised.
[0042] Fig. 5 shows a payout table displayed on the
sub-display 6 when the slot game, which is the base
game in the slot machine 1, is conducted. The payout
table indicates how many coins are paid out correspond-
ing to each of the winning combinations.
[0043] As game state in the embodiment, there are
tow states, one of which is the slot game and the other
of which is the bonus game as the secondary game. In
the slot game, after coins are betted by pressing the BET
switch 17, the reels 3L, 3C, 3R are started to rotate by
depressing the maximum BST spin switch 18 or the re-
peat BET spin switch 19. And after a predetermined time
is elapsed, the reels 3L, 3C, 3R are stopped in a prede-
termined order. At that time, if the symbol combination
stopped along the pay line 8 corresponds to the prede-
termined symbol combination, that is, the winning com-
binations is won, coins are paid out to the player.
[0044] The bonus game is a game which occurs when
the specific symbol combination, for example, the com-
bination of the "map 1" symbol 96, the "map 2" symbol
97 and the "map 3" symbol 98 is stopped along the pay
line 8. In the bonus game, more coins than coins ob-
tained in the slot game are paid out to the player as the
specific award. Hereinafter, the description "map 1-map
2-map 3" means a case that the "map 1" symbol, the
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"map 2" symbol and the "map 3" symbol are stopped
along the pay line 8 which positions in the center of each
of the display windows 4L, 4C, 4R.
[0045] In the slot game, the payouts will be described
according to Fig. 5 when the symbol combinations
stopped along the pay line 8 become the predetermined
combinations. Here, when the reels 3L, 3C, 3R are
stopped in the slot game, the symbol combination
stopped along the pay line 8 is determined based on the
probability lottery table (mentioned later) by utilizing the
random number sampled every the game.
[0046] As shown in Fig. 5, in spite of kind of the "BAR,
if any "BAR" of the " 1BAR", the "2BAR" and
the "3BAR" lines up along the pay line 8 when all reels
3L, 3C, 3R are stopped, five coins are paid out in a case
that one coins is betted, ten coins are paid out in a case
that two coins are betted and fifteen coins are paid out
in a case that three or four coins are betted. Thus, the
payout is given to the player.
[0047] And if three "1BAR"s are line up along the pay
line 8 when all reels 3L, 3C, 3R are stopped, ten coins
are paid out in a case that one coins is betted, twenty
coins are paid out in a case that two coins are betted
and thirty coins are paid out in a case that three or four
coins are betted. Thus, the payout is given to the player.
[0048] Further, three "2BAR"s are line up along the
pay line 8 when all reels 3L, 3C, 3R are stopped, twenty
coins are paid out in a case that one coins is betted, forty
coins are paid out in a case that two coins are betted
and sixty coins are paid out in a case that three or four
coins are betted. Thus, the payout is given to the player.
[0049] And if three "3BAR"s line up along the pay line
8 when all reels 3L, 3C, 3R are stopped, forty coins are
paid out in a case that one coins is betted, eighty coins
are paid out in a case that two coins are betted and one
hundred and twenty coins are paid out in a case that
three or four coins are betted. Thus, the payout is given
to the player.
[0050] And if three "RED7" line up along the pay line
8 when all reels 3L, 3C, 3R are stopped, fifty coins are
paid out in a case that one coins is betted, one hundred
coins are paid out in a case that two coins are betted
and two hundreds coins are paid out in a case that three
or four coins are betted. Thus, the payout is given to the
player.
[0051] And if three "WILD" line up along the pay line
8 when all reels 3L, 3C, 3R are stopped, one hundred
coins are paid out in a case that one coins is betted, two
hundreds coins are paid out in a case that two coins are
betted and four hundreds coins are paid out in a case
that three or four coins are betted. Thus, the payout is
given to the player. Here, the "WILD" symbol has sub-
stitutional function for each symbol of the "1BAR" sym-
bol, the "2BAR" symbol, the "3BAR" symbol and the
"RED7" symbol, which are mentioned above. For exam-
ple, in the symbol combination "1BAR-1BAR-WILD", the
"WILD" symbol substitutes for the "1BAR" and it con-
cludes that the symbol combination "1BAR-1BAR-

1BAR", that is, the winning combination "1BAR" is won.
[0052] And if the symbol combination "map 1-map
2-map 3" or "map 1-map 2-map 4" lines up along the
pay line 8 when all reels 3L, 3C, 3R are stopped, two
hundreds coins are paid out in a case that one coin is
betted, four hundreds coins are paid out in a case that
two coins are betted and one thousand coins are paid
out in a case that three or four coins are betted. There-
after, game condition shifts to the bonus game from the
slot game, thereby there occurs a chance that the spe-
cific award is given to the player. That is to say, in each
bonus game, there is probability that the player can get
further more coins with high payout than those in the
slot game by conducting the predetermined game play.
Here, the bonus game will be described hereinafter.

[common use of the symbols]

[0053] In Fig. 6, it is shown a line up mode that the
symbol combination "map 1-map 2-map 3" line up along
the pay line 8 in the display windows 4L, 4C, 4R, such
symbol combination forming a chance to shift to one of
bonus games. One picture representing the treasure
map is formed base on that the "map 1" symbol 96, the
"map 2" symbol 97 and the "map 3" symbol 98 line up
along the pay line 8.
[0054] In Fig. 7, it is shown a line up mode that the
symbol combination "map 1-map 2-map 4" line up along
the pay line 8, such symbol combination forming a
chance to shift to another bonus game. In this case, sim-
ilarly to the above, one picture representing the treasure
map is formed based on that the "map 1" symbol 96, the
"map 2" symbol 97 and the "map 4" symbol 99 line up
along the pay line 8. As mentioned, if the symbol com-
bination forms one picture, game condition shifts to the
bonus game by which the specific award is given to the
player. Therefore, for example, if new theme of the
treasure-hunting is introduced in the gaming machine,
the player can easily judge the symbol combination to
shift to the bonus game as the completed one picture if
the player is not accustomed to the gaming machine.
Thus, the player can rapidly learn the symbol combina-
tion and can be accustomed to the game.
[0055] Here, in the symbol combinations shown in
Figs. 6 and 7, the "map 1" symbol 96 and the "map 2"
symbol 97 are commonly used. By commonly using the
symbol (s), if a plurality of symbol combinations giving
a chance to shift to the bonus game are set, the number
of symbols forming such combinations can be reduced,
thereby the player can rapidly learn the symbols and can
be accustomed to the game. And one picture formed by
the symbol combination in which the symbols are com-
monly used can easily form the common image. There-
fore, the player can rapidly learn the common image and
can be accustomed to the game.
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[probability lottery table]

[0056] Next, with reference to Fig. 8, the probability
lottery table for the reels 3L, 3C, 3R will be explained.
The probability lottery table is a table utilized when the
symbols which line up along the pay line 8 are deter-
mined at the time that all reels 3L, 3C, 3R are stopped
in the slot game.
[0057] Fig. 8 shows the probability lottery table for the
reels 3L, 3C, 3R to determine the symbols which line up
along the pay line 8 when all reels 3L, 3C, 3R are
stopped in a case that four coins are betted, that is, the
bet number is four. Here, there exist another probability
lottery tables in a case that the bet number is one ~ three
although such tables are not shown.
[0058] In each of the probability lottery tables, it is in-
dicated the range of the random number every symbol
on each reel 3L, 3C, 3R which line up along the pay line
8. The concrete method to determine the symbol which
line up along the pay line 8 by lottery is as follows. The
CPU 21 (see Fig. 9) refers the random number value
extracted from the predetermined random number
range (for example, the range of 0 ~ 255) every each
reel 3L, 3C, 3R with the probability lottery table shown
in Fig. 6. Further, the CPU 21 judges that the extracted
random number value lies in the random number range
corresponding to which symbol and determines the
symbol which line up along the pay line 8. For example,
if the extracted random number value to determine the
symbol on the left reel 3L lies in a range of 116 ~ 170,
the symbol which line up along the pay line 8 when the
left reel 3L is stopped becomes the "2BAR" symbol.
[0059] Here, in the embodiment, although the lottery
is done every each reel 3L, 3C, 3R and the symbol which
line up along the pay line 8 is determined, the present
invention is not limited to this. For example, at first the
winning combination corresponding to the symbol com-
bination, that is, the internal winning combination may
be determined and the symbol which line up along the
pay line 8 may be determined according to the internal
winning combination. That is to say, the slot machine 1
may have internal winning combination determination
means to determine the winning combination based on
the random number value sampled every game.

[construction of control system in the slot machine]

[0060] Fig. 9 shows circuitry construction including a
main control circuit 71 for controlling game process op-
eration in the slot machine 1, periphery device (actuator)
connected to the main control circuit 71 and a sub-con-
trol circuit 171 for controlling the main display 5 and the
sub-display 6 based on control instruction transmitted
from the main control circuit 71.
[0061] The main control circuit 71 is mainly construct-
ed from a microcomputer 120 arranged on a circuit
board to which a circuit for sampling the random
number. The microcomputer 120 includes the CPU 121

as a control device for conducting control operation ac-
cording to a preset program and a ROM 122 and a RAM
123 which are memory means.
[0062] To the CPU 121, a clock pulse generator 124
for generating standard clock pulses, a frequency divid-
er 125, a random number generator 126 for generating
random numbers sampled and a random number sam-
pling circuit 127 are connected. Here, as the means for
sampling the random number, random number genera-
tion and sampling thereof may be executed by calcula-
tion through the CPU 121 in the microcomputer 120.
[0063] In the ROM 122 of the microcomputer 120, a
program for controlling game in the slot machine 1, a
symbol table referred when the symbols lining up along
the pay line 8 are determined in a case that all reels 3L,
3C, 3R are stopped, a winning symbol combination table
referred after stop control of the reels 3L, 3C, 3R is done
and thereafter the reels are stopped and a probability
lottery table referred when the symbols lining up along
the pay line 8 are determined in a case that all reels 3L,
3C, 3R are stopped, are stored.
[0064] And in the ROM 122 of the microcomputer 120,
various instructions (commands) for transmitting to the
sub-control circuit 171. Among the commands, a dem-
onstration display command, an all reels stop com-
mand, a bonus game start command to start image dis-
play of the bonus game on the sub-display 6 and the like
are included.
[0065] In the circuit of Fig. 9, as the actuator controlled
its operation by a control signal from the microcomputer
120, stepping motors 49L, 49C, 49R for rotating the
reels 3L, 3C, 3R respectively, a hopper 30 including a
drive part to pay out and storing coins therein, the main
display 5 and the sub-display 6, various lamps 60 (error
lamp 23, symbol illumination lamp 57 and the like).
These are connected to the CPU 121 through a motor
drive circuit 31, a hopper drive circuit 32, a sub-control
circuit 171, a lamp drive circuit 45, respectively. These
drive circuits controls operation of each actuator by re-
ceiving control signals such as drive instructions output
from the CPU 121.
[0066] The sub-control circuit 171 conducts display
control of the main display 5 and the sub-display 6 based
on the control command from the microcomputer 120.
The sub-control circuit 171 will be described hereinafter.
[0067] A power amplifier 42 functioning as an ampli-
fier for amplifying sounds output from the speaker 43 is
connected to the output terminal of the CPU 121 through
a sound source IC 41. The sound source IC 41 controls
the power amplifier 42 and the speaker 43 based on the
control signal such as control command output from the
CPU 121.
[0068] As the input signal generation means generat-
ing input signals necessary for the microcomputer 120,
a coin sensor 12S for detecting coins inserted in the coin
insertion slot 12, an error switch 13, a help switch 14, a
spin switch 15, a cash-out switch 16, a BET switch 17,
a maximum BET spin switch 18, a repeat BET spin

13 14



EP 1 510 982 A2

9

5

10

15

20

25

30

35

40

45

50

55

switch 19, a reel position detection circuit 34 supplying
signals to detect positions of the reels 3L, 3C, 3R to the
CPU 121 based on pulse signals output from a reel po-
sition detector (not shown) and a payout completion sig-
nal circuit 36 supplying a signal to detect coin payout
completion to the CPU 121 in a case that the count
number counted by a coin detection portion 35, which
detects coins paid out from the hopper 30, reaches to
the predetermined coin number data.
[0069] And if all reels are stopped and the symbol
combination stopped along the pay line 8 becomes the
stop mode indicating realization of the winning combi-
nation, the CPU 121 supplies the payout command sig-
nal to the hopper drive circuit 32, thereby the hopper 30
pays out the predetermined number of coins. At that
time, the coin detection portion 35 counts the number of
coins paid out from the hopper 30 and when the counted
number of coins reaches to the predetermined number,
the coin payout completion signal is input to the CPU
121. Thereby, the CPU 121 stops drive of the hopper 30
through the hopper drive circuit 32 and coin payout proc-
ess is finished.
[0070] Here, the main control circuit 71, the hopper
30 and the hopper drive circuit 32 constructs award pro-
viding means for providing award to the player when the
symbol combination determined by stop symbol deter-
mination means and stopped along the pay line 8 be-
comes the predetermined display mode.
[0071] In the circuit of Fig. 9, the random number gen-
erator 126 generates random numbers within a prede-
termined value range and the random number sampling
circuit 127 samples the random number at a voluntarily
timing after the spin switch 15, the maximum BET spin
switch 18 and the repeat BET spin switch 19 are
pressed. The sample random number is determined
whether such random number belongs to which range
in the probability lottery table stored in the storing part
in the ROM 122. If the sampled random number belongs
to a predetermined range, the stop symbol signal is gen-
erated, thereby control of the reels 3L, 3C, 3R men-
tioned later is conducted and the determined symbol is
stopped along the pay line 8.
[0072] After the reels 3L, 3C, 3R are started to rotate,
the number of drive pulses supplied to each of the step-
ping motors 49L, 49C, 49R are counted, and the count-
ed number value is written in a predetermined area in
the RAM 123. A reset pulse is obtained from each of the
reels 3L, 3C, 3R every one rotation thereof and such
reset pulses are input to the CPU 121 through the reel
position detection circuit 34. The CPU 121 clears the
counted number of drive pulses stored in the RAM 123
to "0" based on the reset pulses obtained as mentioned.
Thereby, in the RAM 123, the count number value cor-
responding to the rotational position of each of the reels
3L, 3C, 3R within one rotation thereof.
[0073] And in order to correspond the rotational posi-
tion of each of reels 3L, 3C, 3R to the symbol, the symbol
table is stored in the ROM 122. In this symbol table, by

utilizing the rotational position generated on the basis
of the above mentioned reset pulse as the standard,
code number serially given every a predetermined rota-
tion pitch of each of the reels 3L, 3C, 3R and symbol
code representing the symbol provided every each code
number are corresponded with each other.
[0074] And the sub-control circuit 171 is connected to
the main control circuit 71.
[0075] Here, the main control circuit 71 including the
CPU 121, the ROM 122, the clock pulse generator 124,
the frequency divider 125, the random number genera-
tor 126 and the random number sampling circuit 127,
constructs stop symbol determination means for deter-
mining the symbol stopped along the pay line 8 every
the variable display device based on the random
number value sampled every game.
[0076] And the main control circuit 71 including the
CPU 121 and the ROM 122 constructs stop control
means for stopping and controlling variable display op-
eration of a plurality of the variable display devices
based on a determination result by the stop symbol de-
termination means.
[0077] Further, in Th ROM 122, the winning symbol
combination table is also stored. In he winning symbol
combination table, the symbol combinations corre-
sponding to the winning combinations, the coin payout
number corresponding to the winning combinations and
the winning judgement codes representing the winning
combinations are corresponded. The winning symbol
combination table is referred when variable display op-
eration of the left reel 3L, the center reel 3C and the right
reel 3R is controlled to stop and when the winning com-
bination is confirmed after all reels are stopped.

[variable display operation of reels 3L, 3C, 3R]

[0078] Next, variable display operation of the reels 3L,
3C, 3R will be described. As mentioned, in the slot
game, after coins are betted all reels 3L, 3C, 3R start to
rotate based on a predetermined switch operation. Each
of the reels 3L, 3C, 3R is stopped in a predetermined
order after a predetermined time is elapsed.
[0079] Fig. 10 indicates a display state of the main dis-
play 5 while all reels 3L, 3C, 3R are rotating. In the main
display 5, areas for the display windows 4L, 4C, 4R are
formed, and through these areas a part of each of the
reels 3L, 3C, 3R which are rotating can be seen. Under
the display windows 4L, 4C, 4R it is displayed a char-
acter 501 who is riding in a boat and going for the treas-
ure-hunt which is the theme of the slot machine 1.
Thereby, the effect of the image of treasure-hunt is con-
ducted on the main display 5.
[0080] Fig. 11 indicates a state that the reels 3L and
3C are serially stopped after a predetermined time is
elapsed since the reels 3L, 3C, 3R start to rotate. The
sopped reel 3L and 3C display the "map 1" symbol 96
and the "map 2" symbol 97 along the pay line 8, respec-
tively. This state is the state just before game condition
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shifts to the bonus game based on that the remaining
map symbol is displayed by the reel 3R. And under the
display windows 4L, 4C, 4R it is displayed a state that
the an alligator 503 attacks the character 501.
[0081] Fig. 12 indicates a state that the reel 3R is
stopped after a predetermined time is elapsed since the
reels 3L and 3C are serially stopped. The stopped reel
3R displays the "map 3" symbol 98 along the pay line 8
and the treasure map picture is completed by combining
the "map 3" symbol 98 with the "map 2" symbol 96 and
the "map 2" symbol 97. And This state indicates that
game condition shifts to a condor treasure bonus game
which is one of the bonus games. Further, under the dis-
play windows 4L, 4C, 4R it is displayed a state that the
character 501 gets rid of the alligator 503.
[0082] As mentioned, among the symbols construct-
ing the symbol combination which makes a chance to
shift to the bonus game, the reel 3L and 3C, which dis-
plays the "map 1" symbol 96 and the "map 2" symbol
97, respectively, the "map 1" symbol 96 and the "map
2" symbol 97 being commonly used, are first stopped,
and the reel 3R which displays the "map 3" symbol 98
is finally stopped. Thereby, it can make the player rec-
ognize the probability to win the bonus game at the time
that the "map 1" symbol 96 and the "map 2" symbol 97
are displayed. Here, the player cannot know what kind
of bonus is won till the "map 3" symbol 98 or the "map
4" symbol 99 is displayed. Therefore, although the play-
er can easily judge that the bonus is won, the player can-
not predict the kind of the bonus at the time that the "map
1" symbol 96 and the "map 2" symbol 97 which are com-
monly used are stopped. Thereby, interest and expec-
tation of the player can be highly raised.

[blank bonus]

[0083] In addition to the above, a blank bonus which
is realizable based on that blank symbols are stopped
along the pay line 8 will be described.
[0084] Fig. 13 indicates a state that all reels 3L, 3C,
3R are stopped after a predetermined time is elapsed
since the reels 3L 3C, 3R start to rotate. The stopped
reels 3L, 3C, 3R respectively display the symbol com-
bination "blank-blank-blank" by the blank symbols 92. If
the blank symbols 92 line up along the pay line 8, it is
continuously conducted the lottery of mysterious sun
bonus game which is the blank bonus. On the basis of
the lottery result, if this blank bonus is realized, game
condition shifts to the mysterious sun bonus game which
is one of the bonus games.
[0085] Fig. 14 indicates the display when the blank
bonus is realized according to the lottery result. Near
each of the display windows 4L, 4C, 4R in the display
area 5a of the main display 5, symbols 505, 506 and
507 representing the sun are displayed. Thereby, the
blank symbols 92 of the stopped reels 3L, 3C, 3R
change just like to the specific symbols and line up along
the pay line 8. And under the display windows 4L 4C,

4R it is displayed a state that the character 501 is sur-
prised to find anything in the upper direction. Thus, when
the reels 3L, 3C, 3R as the variable display means dis-
play the blank symbols 92, it is determined that game
condition shifts to the bonus game with a predetermined
probability. Thereby, even if the symbol combination of
the blank symbols is displayed, the game is not only
merely terminated but also there remains probability to
occur the bonus game. Therefore, unexpected feeling
occurs in the game and interest for games can be raised.
And among the reels 3L, 3C, 3R as the first display part
constructing the variable display means and the liquid
crystal display device 54 as the second display part, as
mentioned, by displaying the symbols 505, 506, 507 as
the bonus symbols so as to superimpose the blank sym-
bols 92 on the liquid crystal display device 54, the un-
expected feeling can occur as if the blank symbols 92
are suddenly changed to the bonus symbols.

[blank bonus selection lottery table]

[0086] In fig. 15, it is shown a lottery table to shift to
the mysterious sun bonus game. This table is a table to
determine to shift to the mysterious sun bonus game
when the blank symbols 92 of the reels 3L, 3C, 3R are
stopped along the pay line 8.
[0087] The CPU 21 extracts the random number form
the predetermined random number range (for example,
the range of 0 ~ 255) and determines that the extracted
random number belongs to which range in the lottery
table to shift to the mysterious sun bonus game, there-
after the CPU 21 determines to shift to the mysterious
sun bonus game. For example, the random number lies
within the range of 0 ~ 5, shifting to the mysterious sun
bonus game is realized.
[0088] Next, the sub-control circuit 171 shown in Fig.
16 will be explained. The sub-control circuit 171 is con-
structed from the sub-CPU 221, the sub-ROM 222, the
sub-ram 223 and the image display control circuit 224,
225. Here, between the main control circuit 71 and the
sub-control circuit 171 and between the sub-CPU 221
and each of the actuators, IN port and OUT port are vol-
untarily arranged.
[0089] The sub-CPU 221 determines how to make the
main display 5 and the sub-display 6 display based on
a game information command transmitted from the main
control circuit 71 and transmits data of display contents
to the image display control circuits 224 and 225.
[0090] In the sub-ROM 222, a sequence program to
utilized for transmission to the main control circuit 71,
programs necessary for the slot game and the bonus
game and various data are stored.
[0091] The sub-ram 223 is utilized for work area when
these programs are executed.
[0092] The image display control circuit 224 has a vid-
eo RAM (not shown) and controls display contents of
the main display 5. The image display control circuit 225
has a video RAM (not shown) and controls display con-
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tents of the sub-display 6. In particular, the image dis-
play control circuit 225 controls the sub-display 6 so as
to display the image of the bonus game based on a bo-
nus game start command transmitted from the main
control circuit 71.
[0093] And the touch panel 51 is connected to the
sub-CPU 221. The touch panel 51 detects coordinate
position of the portion contacted by the player and trans-
mits information of the coordinate position to the
sub-CPU 221. Thereby, the sub-CPU 221 determines
which one of plural selection buttons displayed on the
main display 5 is selected by the player.
[0094] Here, the main control circuit 71 constructs the
secondary game start means to start the bonus game
as the secondary game to give the specific award to the
player, on condition that the symbol combination
stopped along the predetermined pay line determined
by the stop symbol determination means becomes the
specific display mode.
[0095] Next, with reference to Figs. 17 to 32, the bo-
nus game as the secondary game will be described in
detail. There are three kinds of bonus games, one of
which is the "golden gate bonus game", another of which
is the "condor treasure bonus game" and further another
of which is the "mysterious sun bonus game". When the
bonus game is displayed, the reels 3L, 3C, 3R are not
utilized, and the main display 5 and the liquid crystal dis-
play device of the sub-display 6 are used. By utilizing
the image display device different from the reels as the
variable display device, it can provide the unique game
freely reflecting the image of the theme of the gaming
machine.

[golden gate bonus]

[0096] With reference to Figs. 17 to 21, the golden
gate bonus game will be explained. In the golden gate
bonus game, the character sequentially passes five
passing points while selecting the correct direction con-
tinuous to the next passing point on the basis of selec-
tion by the player.
[0097] In Fig. 17, the display example of the display
area 6a in the sub-display 6 is shown when the golden
gate bonus game is started. At the center position of the
display area 6a, it is displayed a state that the character
501 is running on the corridor toward the gate. And at
the lower position of the display area 6a, a route map
622 indicating five passing points 621a, 621b, 621c,
621d and 621e is displayed. At the upper position of the
display area 6a, the accumulated points 623 obtained
in the game is indicated.
[0098] In Fig. 18, the display example of the display
area 5a of the main display 5 is shown when the golden
gate bonus game is started. At the lower position of the
display area 5a, there are displayed the left direction ar-
row indication button 625, the upper direction arrow in-
dication button 626 and the right direction arrow indica-
tion button 627. At the center of the display area 6a it is

displayed the message "SELECT ESCAPE ROUTE"
628 to suggest the player to conduct select operation of
progress direction of the character.
[0099] Fig. 19 sows a display example in the display
area 5a when the player contacts the right direction ar-
row indication button 627 based on that the player se-
lects the right progress direction. When the player con-
tacts the right direction arrow indication button 627, the
slot machine 1 detects the contacted position on the
touch panel 51 arranged in front of the main display 5,
thereby it can be judged the button contacted by the
player based on the detected position. In Fig. 19, the left
direction arrow indication button 626 and the upper di-
rection arrow indication button 627, both of which are
not selected by the player, are darkly displayed, thereby
it is indicated that the right direction arrow indication but-
ton 627 is selected.
[0100] Fig. 20 sows a display example in the display
area 6a of the sub-display 6 after the player selects the
correct button. If the right direction arrow indication but-
ton 627 selected by the player is the predetermined cor-
rect button, it is displayed a state that the character 501
passes the gate of the passing point and runs on the
corridor toward the next gate of the passing point. At the
upper position of the display area 6a. It is displayed the
score 623, for example as 20, in which the score ob-
tained in the previous game is accumulated. And in the
route map 622 displayed at the lower position of the dis-
play area 6a, the first passing point 621a is darkly dis-
played, thereby it is indicated that the character 501
could safely pass such passing point. When the player
selects the correct button at the second passing point,
the character 501 can safely pass the second passing
point, thereby the score is accumulated. Here, the cor-
rect button switch is the button to clear the passing point
and to progress to the next passing point, is determined
in advance by the lottery before selection thereof is con-
ducted and is made different at each of the passing
points. When the button other than the correct button is
selected by the player, the golden gate bonus is termi-
nated and the score accumulated just before the golden
gate bonus game is terminated is paid out as coins cor-
responding to the bonus payout of the player. If the gold-
en gate bonus game is terminated, game condition
shifts to the slot games the base game.
[0101] Fig. 21 shows a display example of the display
area 6a in the sub-display 6 in a case that the correct
button is not selected at the fourth passing point al-
though the correct button is selected at all of the first
passing point, the second passing point and the third
passing point. At the lower position of the display area
6a, the first passing point 621a, the second passing
point 621b and the third passing point 621c, which are
safely passed, are darkly displayed. And at the center
position of the display area 6a, the score obtained in the
golden gate bonus game by the player is indicated
through the message "BONUS WIN 60" 630.
[0102] Fig. 22 shows a display example of the display
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area 6a in the sub-display 6 when the correct button is
selected at all of the first to the fifth passing points. At
the lower position of the display area 6a, all of the first
passing point 621a, the second passing point 621b, the
third passing point 621c, the fourth passing point 621d
and the fifth passing point 621e, which are safely
passed, are darkly displayed. And at the center of the
display area 6a, the message "SHIFT TO THE CON-
DOR TREASURE BONUS" 632 in addition to the mes-
sage "BONUS WIN 100" 631 is displayed. As shown in
the display area 6a, if the correct button is selected at
all passing points, it concludes that the character cold
reach to the end and the condor treasure bonus game,
which is the other bonus game, is executed. The condor
treasure bonus game which is one of the bonus games
is executed in spite of the game result in the slot game
when the symbol combination "map 1-map 2-map 3" line
up in the slot game and further when all selections by
the player are correctly done in the golden gate bonus
which is the other bonus game. Thereby, since the gold-
en gate bonus game is conducted by the player while
giving to the player probability with expectation to exe-
cute the condor treasure bonus game continuous to the
golden gate bonus game, interest for bonus games can
be raised.

[condor treasure bonus game]

[0103] Next, with reference to Figs. 23 to 26, the con-
dor treasure bonus game will be described. In the con-
dor treasure bonus game, the player selects one treas-
ure among five treasures only one time as the treasure
that the character falling in the well picks up. And the
character climbs the wall of the well according to mag-
nification set to the selected treasure and it is given to
the player coins obtained by magnifying the magnifica-
tion set to the treasure with the score set to the treasure.
[0104] It is shown in Fig. 23 a display example of the
display area 5a in the main display 5 when the condor
treasure bonus is started. Under the display area 5a five
buttons 641a, 641b, 641c, 641d, 641e, which represent
five treasures respectively, are displayed. And at the
center of the display area 5a the message "SELECT
TREASURE" 642 is displayed. This message 642 urges
the player to conduct select operation of the direction
toward which the character 501 goes ahead. Here, at
that time, the display area 6a of the sub-display 6 is en-
tirely changed to black color to indicate that the charac-
ter 501 has fallen in the well.
[0105] In Fig. 24, it is shown a display example of the
display area 5a in a case that the player selects one of
five treasures displayed at the lower position of the dis-
play area 5a and contacts the button 641a displayed at
the most right position. When the player contacts the
button 641a of the display area 5a, the contacted posi-
tion is detected by the touch panel 51 arranged in front
of the main display 5 in the slot machine 1 and it can be
judged which button is contacted based on the contact-

ed position. In this case, the buttons 641b, 641c, 641d,
641e which are not contacted are darkly displayed,
thereby it is indicated that only the button 641a is se-
lected. And to each of all buttons 641a, 641b, 641c,
641d, and 641e, the score preset every button is dis-
played such as 300 (the button 641a), 30 (the button
641b), 150 (the button 641c), 100 (the button 641d) and
50 (the button 641a). Thus, it is informed to the player
that the score corresponding to the selected button 641a
is 50 points.
[0106] In Fig. 25, it is shown a display example of the
display area 6a of the sub-display 6 after the button 641a
is contacted. At the center of the display area 6a it is
displayed a state that the character 501 climbs the well
by means of a rope after the treasure is selected. Here,
the character 501 climbs the well to a predetermined po-
sition. At the right part of the display area 6a it is dis-
played the indicator 644 which indicates the position that
the character 501 climbs. The indicator 644 indicates
height of the well by eleven stages. In Fig. 25, five stages
from the bottom thereof are darkly displayed, thereby it
is indicated that the character 501 climbs to the fifth
stage. And at side of each of stages in the indicator 644
the magnification number which is magnified to the
score is displayed. Finally, the score of the player is cal-
culated by magnifying the magnification number corre-
sponding to the stage to which the character reaches to
the score set to the button selected by the player at the
first of the game. Under the display area 6a the score
equation "WIN 20 x 50" 645 corresponding to the state
that the character 501 reaches is displayed. Further, at
the upper right part of the display area 6a it is displayed
the numeral "10001 as the score 646 at that time, the
score 646 being obtained based on the score equation
645. Here, the stage that the character 501 climbs is
determined corresponding to the button selected at the
first of the game by the player. That is to say, the mag-
nification number of the score determined correspond-
ing to the stage and the player's score determined
based on the magnification number of the score are be-
forehand determined according to the button selected
by the player at the first of the game.
[0107] In Fig. 26, it is shown a display example of the
display area 6a in the sub-display 6 after the character
501 reaches to the fifth state when the stage corre-
sponding to the button selected at the first of the game
is the fifth state. When the character 501 reaches to the
state set beforehand, the character finds out an exit by
kicking and breaking the wall of the well. Thereby, the
condor treasure bonus game is terminated. At that time,
the player's score is paid out by coins. When the condor
treasure bonus game is terminated, game condition
shifts to the slot game which is the base game.
[0108] With reference to Figs. 27 to 33, the mysterious
sun bonus game will be described. In the mysterious bo-
nus game, according to the treasure which the character
takes out from one of the relieves having sun-like
shapes based on the player's selection, the score is in-
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creased, and the character can take out the treasure till
the score of fear degree through the fear item taken out
by the character reaches to a predetermined upper limit.
[0109] In Fig. 27, it is shown a display example of the
display area 6a in the sub-display 6 when the mysterious
sun bonus game is started. In the center of the display
area 6a, it is shown the character 501 who is facing to
three relieves 661 each of which has a sun-like shape.
AT the upper position of the display area 6a, the accu-
mulated score 663 obtained in games is displayed. And
at the right side of the display area 6a, it is displayed a
fear degree meter 664 which indicates a degree of fear
feeling that the character 501 has. And the character's
expression 665 reflecting the fear degree is displayed
at the upper position of the fear degree meter 664. In
this game, the score of the fear degree is accumulated
and when such score reaches to the upper limit, the
game is terminated.
[0110] Fig. 28 shows a display example of the display
area 5a in the main display 5 when the mysterious sun
bonus game is started. Under the display area 5a three
selection buttons 667a, 667b, 667c are displayed. And
in the center of the display area 5a, it is displayed the
message "SELECT RELIEF" 628 which urges the player
to conduct selection operation of the selection buttons
667a, 667b, 667 c.
[0111] In Fig. 29, it is shown a display example of the
display area 5a when the player contacts the most right
selection button 667a. When the player contacts the se-
lection button 667a, the contacted portion is detected by
the touch panel 51 arranged in front of the main display
5 in the slot machine 1, thereby it can be judged the
contacted selection button by the player based on the
detected position. In Fig. 29, the selection buttons 667b
and 667c not selected are darkly displayed, thereby it is
indicated that the selection button 667a is selected. And
to all of the selection buttons 667a, 667b, 667c the
scores 20, 10, 5 set every the selection button are dis-
played. Thus, it is informed to the player that the score
set to the selection button 667a selected by the player
is 5. To each selection button corresponding to each re-
lief, there are set one of snake, spider and specific item
other than treasure, and it is displayed a state that the
character takes out the item from a mouth of the relief.
[0112] In Fig. 30, it is shown a display example of the
display area 6a in the sub-display 6 when the player con-
tacts to the selection button 667a. In the center of the
display area 6a, it is displayed a state that the character
501 who takes out the treasure corresponding to the se-
lection button 667a is standing. At the upper position of
the display area 6a, the numeral 5 corresponding to the
selection button 667a is displayed as the accumulated
score 663. And at the upper position of the display area
6a the expression 665 of the character who is delighted
is effected and displayed. According to the above, the
mysterious sun bonus game is progressed by making
the player repeatedly select.
[0113] In Fig. 31, as the example in a case that the

player conducts next selection, it is shown a display ex-
ample of the display area 6a in the sub-display 6 when
the snake as the fear item is taken out by the character.
In the center of the display area 6a, it is displayed a state
that the character 501 who takes out the snake on the
basis of the selection button 667a is standing. When the
snake which is the fear item is taken out, since the score
to be added is 0 the accumulated score 663 displayed
at the upper position of the display area 6a is held to 5.
And at the upper position of the fear degree meter 664,
stages up to the three stages from the bottom are darkly
displayed corresponding to the snake taken out. There-
by, it is shown that the fear degree becomes 3 points.
Further, the character's expression 665 reflecting the
fear degree is displayed. The point of the fear degree is
accumulated every the fear item is taken out and when
the point reaches to the upper limit the mysterious sun
bonus game is terminated.
[0114] In Fig. 32, as the example in a case that the
player conducts next selection, it is shown a display ex-
ample of the display area 6a in the sub-display 6 when
the specific item is taken out. In the center of the display
area 6a, it is displayed a state that the character 501
who takes out the specific item is standing. When the
specific item is taken out and the score of the fear de-
gree is 0, two points are added to the upper limit at which
the game is terminated and it is displayed in the fear
degree meter 664 that the score of the fear degree be-
comes 7 points.
[0115] In Fig. 33, as the example in a case that the
player conducts next selection, it is shown a display ex-
ample of the display area 6a in the sub-display 6 when
the spider as the fear item is taken out. In the center of
the display area 6a, it is displayed a state that the char-
acter 501 who takes out the spider is standing. In a case
that the spider is taken out and the score of the fear de-
gree is 0, two points are subtracted from the upper limit
at which the game is terminated. As a result, it is dis-
played in the fear degree meter 664 that the score of the
fear degree becomes 3 points.
[0116] As mentioned in the above, addition or sub-
traction of the upper limit of the point in the fear degree
is done on the basis of selection by the player. Thereby,
in a case that the score in the bonus game is reaching
to the upper limit or in a case that the point cannot be
subtracted, there will be a case that the upper limit is
increased according to player's selection. Thus, the bo-
nus game can be made longer or shorter. Accordingly,
the bonus game can be conducted while retaining play-
er's interest.

[operation of the gaming machine]

[0117] Next, with reference to flowcharts shown in
Figs. 34 and 35, operation of the CPU 21 in the main
control circuit 71 will be described.
[0118] As shown in Fig. 34, the CPU 121 at first con-
ducts initialization process of the main control circuit 71
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in step 1 (abbreviated "S1" hereinafter). Concretely, the
CPU 121 writes initial data in the RAM 123 and makes
each of the actuators initial state that game can be start-
ed.
[0119] In S2, the CPU 121 determines whether an in-
put for stating game is done or not. Concretely, the CPU
121 determines whether the start signal from the spin
switch 15, the maximum BET spin switch 18 or the re-
peat BET spin switch 19 is input or not. In S2, when it is
determined "NO", that is, it is determined that the start
signal is not input from the spin switch 15, the maximum
BET spin switch 18 or the repeat BET spin switch 19,
the CPU 121 repeats process in S2. On the other hand,
when it is determined "YES", that is, it is determined that
the start signal is input, the CPU 121 shifts procedure
to S3.
[0120] In S3, the CPU 121 executes rotation process
of the reels 3L, 3C, 3R. Concretely, the CPU 121 sends
the drive signal to the motor drive circuit 31 and drives
the reels 3L, 3C, 3R to rotate.
[0121] In S4, the CPU 121 conducts random number
sampling. The CPU 121 sends the signal to generate
random numbers to the random number generator 126
and makes the random number sampling circuit 127 ex-
tract a random number every each of three reels 3L, 3C,
3R. And the CPU 121 stores the extracted random
number value in a predetermined area of the RAM 123.
[0122] In S5, the CPU 121 executes symbol determi-
nation process. The CPU 121 judges that the random
number value stored in the RAM 123 belongs to which
range of the probability lottery table stored beforehand
in the ROM 122, every each of three reels 3L, 3C, 3R,
and determines the symbols to be stopped along the pay
line 8. And the CPU 121 stores determined symbols.
Here, the symbol determination process is done by S4
and S5.
[0123] Next, in S6, the CPU 121 conducts consump-
tion of wait time, thereafter in S7 the CPU 121 executes
stop process of the left reel 3L. The CPU 121 sends the
signal to stop and control the variable display operation
of the left reel 3L to the motor drive circuit 31, corre-
sponding to the determined stop symbol. And the motor
drive circuit 31 stops the left reel 3L through the stepping
motor 49L.
[0124] Next, in S8 the CPU 121 conducts further con-
sumption of wait time, thereafter in S9 the CPU 121 ex-
ecutes stop process of the center reel 3C, similar to the
left reel 3L.
[0125] Next, in S10 the CPU 121 further conducts
consumption of wait time, thereafter in S11 the CPU 121
executes stop process of the right reel 3R, similar to the
reel 3L. In these S6 to S11, process of the stop control
means is done.
[0126] Next, in S12 the CPU 121 judges whether the
blank symbols line up along the pay line 8. In this step,
in a case that it is judged that the blank symbols line up
along the pay line 8, the CPU 121 shifts procedure to
S13. On the other hand, when it is judged "NO", that is,

it is judged that the blank symbols do not line up along
the pay line 8, he CPU 121 shifts procedure to S15.
[0127] In S13, the CPU 121 conducts random number
sampling to determine start of the mysterious sun bonus
game as the blank bonus. The CPU 121 sends the sig-
nal to generate random number to the random number
generator 126, thereby the CPU 121 makes the random
number sampling circuit 127 extract a random number.
And the CPU 121 stores the extracted random number
value in a predetermined area of the RAM 123.
[0128] In S14, the CPU 121 conducts blank bonus de-
termination process. Concretely, with reference to the
table sown in Fig. 15, the CPU 121 determines whether
the random number value stored in S13 belongs to the
case that the mysterious sun bonus game is activated
or to the case that the mysterious sun bonus game is
not activated.
[0129] In S15, with reference to the payout table
shown in Fig. 5, the CPU 121 pays out coins according
to the winning combination on the basis of the symbol
combination stopped along the pay line 8 when the reels
3L, 3C, 3R are stopped and the bet number betted by
the player.
[0130] In S16 (Fig. 35), the CPU 121 judges whether
the bonus game is executed or not. If the bonus game
is executed, the CPU 121 shifts procedure to S 17. On
the other hand, if the bonus game is not executed, the
CPU 121 shifts procedure to S2 (Fig. 34).
[0131] In S17, the CPU 121 conducts start process of
the bonus game. The CPU 121 sends the bonus start
command with information of kind of the bonus game to
the sub-CPU 221. By the process in S17, function of the
bonus start means is realized.
[0132] In S18, the CPU 121 waits for termination of
the bonus game. Since execution of the bonus game is
mainly done by the sub-CPU 221, the CPU 121 stops
the slot game as the base game till the bonus game is
terminated by the sub-CPU 221.
[0133] Thereafter, the CPU 121 shifts procedure to S2
(Fig. 34) in order to restart the slot game.

[operation of the sub-CPU]

[0134] Next, with reference to the flowcharts shown
in Figs. 36 to 39, operation of the sub-CPU 221 in the
cub-control circuit 171 will be described.
[0135] At first, with reference to Fig. 36, bonus game
start command reception process will be described.
[0136] In S31, the sub-CPU 221 judges whether the
kind of the bonus is the golden gate bonus or not. Con-
cretely, the sub-CPU 221 judges whether the informa-
tion concerning with the kind of the bonus game accom-
panied by the bonus game start command. In this step,
if it is judged "YES", that is, it is judged that the golden
gate bonus game is started, the sub-CPU 221 shifts pro-
cedure to S32. On the other hand, if it is judge "NO",
that is, it is judged that the golden gate bonus game is
not started, the sub-CPU 221 shifts procedure to S34.
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[0137] In S32, the sub-CPU 221 conducts golden gate
bonus game process. As for the process in this step, it
will be described hereafter.
[0138] In S33, the sub-CPU 221 judges whether the
correct selection is done or not by the player in the gold-
en gate bonus game (S32). Concretely, it is judged
whether or not the buttons indicating the predetermined
direction by which the next passing point is led are se-
lected by the player in all of five passing points, and the
character 501 reaches to the goal. In this step, it is
judged "YES", that is, if it is judged that the correct se-
lections are done, the sub-CPU 221 shifts procedure to
S35. On the other hand, if it is judged "NO", that is, it is
judged that at least one correct selection is not done,
the sub-CPU 221 terminates this routine.
[0139] In S34, the sub-CPU 221 judges whether the
kind of the bonus is the condor treasure bonus or not.
In this step, if is judged "YES", that is, it is judged that
the condor treasure bonus game is started, the
sub-CPU 221 shifts procedure to S35. On the other
hand, if it is judged "NO", that is, it is judged that the
condor treasure bonus game is not started, the
sub-CPU 221 shifts procedure to S36.
[0140] In S35, the sub-CPU 221 conducts condor
treasure bonus game process. As for the process in this
step, it will be described hereinafter. After this step, the
sub-CPU 221 terminates this routine.
[0141] By the processes in S32 to S35, the condor
treasure bonus game, which is at least one of plural bo-
nus games, is conducted in any of both cases that plural
reels as the variable display means are stopped with the
specific symbol combination "map 1-map 2-map 3" and
that it can be obtained the specific result in which the
character can reach to the goal in the golden gate bonus
game as the other bonus game Thereby, in the golden
gate bonus game in which the paler takes part in while
conducting various selection, if a predetermined condi-
tion is satisfied, it is determined whether or not game
condition shifts to the condor treasure bonus game
which is the other bonus game. Therefore, since the
player conducts the bonus game while expecting that
the player may continuously enjoy the other bonus
game, interest for games can be raised.
[0142] In S36, the sub-CPU 221 judges whether the
kind of the bonus game is the mysterious sun bonus
game or not. In this step, if it is judged "YES", that is, it
is judged that the mysterious sun bonus game is started,
the sub-CPU 221 shifts procedure to S 37. On the other
hand, if it is judged "NO", that is, it is judged that the
mysterious sun bonus game is not started, the sub-CPU
221 terminates this routine.
[0143] In S37, the sub-CPU 221 executes mysterious
sun bonus game process. As for the process in this step,
it will be described hereinafter. After this step is done,
the sub-CPU 221 terminates this routine.
[0144] Next, with reference to Fig. 37, the golden gate
bonus game process will be described.
[0145] In S41, the sub-CPU 221 conducts image dis-

play process. Concretely, the sub-CPU 221 sends the
image display command to the image display control cir-
cuit 224 in order to display the image shown in Fig. 18
in the display area 5a of the main display 5, and sends
the image display command to the image display control
circuit 225 in order to display the image shown in Fig.
17 in the display area 6a of the sub-display 6.
[0146] In S42, the sub-CPU 221 conducts selection
process according to the correct direction at the present
passing point. Concretely, the sub-CPU 221 generates
random number by calculation and determines based
on the generated random number which is the button
with the predetermined correct direction among the left
direction arrow indication button 625, the upper direction
arrow indication button 626 and the right direction arrow
indication button 627.
[0147] In S43, the sub-CPU 221 judges whether the
touch panel 51 is contacted or not. In this step, if it is
judged "YES", that is, it is judged that the touch panel
51 is contacted by the player, the sub-CPU 221 shifts
procedure to S 44. On the other hand, if is judged "NO",
that is, it is judged that the touch panel 51 is not con-
tacted by the player, S43 is repeated.
[0148] In S44, the sub-CPU 221 conducts button dis-
play process concerning with the selected button. Con-
cretely, the sub-CPU 221 judges the selected button
based on the coordinate position information of the con-
tacted portion output from the touch panel 51, and as
shown in Fig. 19, the sub-CPU 221 sends the image dis-
play command to the image display control circuit 224
in order to darkly display the buttons other than the se-
lected button.
[0149] In S45, the sub-CPU 221 judges whether the
direction selected by the player is correct direction or
not. Concretely, the sub-CPU 221 judges whether not
the selected button in S44 coincides with the button with
the predetermined correct direction determined in S42.
In this step, if it is judged "YES", that is, it is judged that
the button is the button with the predetermined correct
direction, the sub-CPU 221 shifts procedure to S46. On
the other hand, if it is judged "NO", that is, it is judged
the button is not the button with the predetermined cor-
rect direction, the sub-CPU 221 shifts procedure to S 50.
[0150] In S46, the sub-CPU 221 conducts image dis-
play process indicating that the character succeeds to
pass the passing points. For example, the sub-CPU 221
sends the image display command to the image display
control circuit 224 in order to display the image that the
character 501 passes the gates on the sub-display 6.
[0151] In S47, the sub-CPU 221 conducts addition
process of the score. The sub-CPU 221 adds the points
set to the present passing point to the score as the points
obtained by the player.
[0152] In S48, the sub-CPU 221 judges whether or not
the present passing point is the fifth passing point, that
is, the final passing point. In this step, if is judged "YES",
that is, it is judged that the present passing point is the
final passing point, the sub-CPU 221 terminates the
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game and shifts procedure to S 49 in order to shift to the
other bonus game. On the other hand, if it is judged
"NO", that is, it is judged that the present passing point
lies between the first passing point and the fourth pass-
ing point, the sub-CPU 221 shifts procedure to S41 and
game is repeated.
[0153] In S49, the sub-CPU 221 conducts the process
to shift to the condor treasure bonus game. Concretely,
the sub-CPU 221 sends the image display command to
the image display control circuit 225 in order to display
the image shown in Fig, 21. The sub-CPU 221 termi-
nates this routine after the process in this step is done.
[0154] In S50, the sub-CPU 221 conducts the display
process indicating that the ordinal bonus game is termi-
nated. Concretely, the sub-CPU 221 sends the image
display command to the image display control circuit
225 in order to display the image shown in Fig. 21. The
sub-CPU 221 terminates this routine after the process
in this state is done.
[0155] Next, with reference to Fig. 38, the condor
treasure bonus game process will be described.
[0156] In S51, the sub-CPU 221 conducts the image
display process. Concretely, the sub-CPU 221 sends
the image display command to the image display control
circuit 224 in order to display the image shown in Fig.
23 in the display area 5a of the main display 5. And the
sub-CPU 221 sends the image display command to the
image display control circuit 225 in order to display the
image entirely colored with black color in the display ar-
ea 6a of the sub-display 6.
[0157] In S52, the sub-CPU 221 conducts payout de-
termination process for each button displayed on the
display area 5a. Concretely, the sub-CPU 21 generates
random number by calculation and based on the gener-
ated random number the sub-CPU 221 gives, for exam-
ple, 300 points, 30 points, 150 points, 100 points, 50
points for each of five switches 641a, 641b, 641c, 641d,
641 d, 641e, respectively, the switches representing
treasures displayed on the display area 5a. And the
sub-CPU 221 arranges the stages which the character
climbs for each of the buttons.
[0158] In S53, the sub-CPU 221 judges whether the
touch panel 51 is contacted or not. Concretely, in this
step, if it is judged "YES", that is, it is judged that the
button representing portion on the touch panel 51 is con-
tacted by the player, the sub-CPU 221 shifts procedure
to S54. On the other hand, if it is judged "NO", that is, it
is judged that the touch panel 51 is not contacted, the
sub-CPU 221 repeats process in S53.
[0159] In S54, the sub CPU 221 conducts display
process of the selected button. Concretely, the sub-CPU
221 judges the selected button based on the coordinate
position information of the contacted portion output from
the touch panel 51, and as shown in Fig. 24, the
sub-CPU 221 sends the image display command to the
image display control circuit 224 in order to darkly dis-
play the buttons other than the selected button.
[0160] In S55, the sub-CPU 221 conducts display

process of the image so that the character 501 climbs
up one stage, corresponding to the selected button by
the player. Concretely, the sub-CPU 221 displays the
image shown in Fig. 25 on the display area 6a.
[0161] In S56, the sub-CPU 221 judges whether the
character 501 climbs the well by the predetermined
stages. Concretely, the sub-CPU 221 judges whether or
not the process that the character 501 climbs the well
by states as same as the stages arranged correspond-
ing to the button selected in S54 is done. In this step, if
it is judged "YES", that is, it is judged that the character
climbs the well by the predetermined stages, the
sub-CPU 221 shifts procedure to S57. ON the other
hand, if it is judged "NO", that is, it is judged that the
character does not climb the well by the predetermined
stages, the sub-CPU 221 shifts procedure to S55 and
repeats the display that the character climbs the well.
[0162] In S57, the sub-CPU 221 judges whether or not
the character climbs the well by 10 stages, that is,
whether or not the character climbs up the well. In this
step, if it is judged "NO", that is, it is judged that the char-
acter does not climb by 10 stages, the sub-CPU 221
shifts procedure to S 58 in order to terminate the game
by finding out the exit. On the other hand, if is judged
that "YES", that is, it is judged that the character climbs
the well by 10 stages, the sub-CPU 221 shifts procedure
to S59 in order to terminate the game by climbing up the
well.
[0163] In S58, the sub-CPU 221 conducts game ter-
mination display process by finding out the exit. The
sub-CPU 221 sends image display command to the im-
age display control circuit 225 in order to display the im-
age shown in Fig. 26 on the display area 6a. And the
sub-CPU 221 terminates this routine after this step is
done.
[0164] In S59, the sub-CPU 221 game termination
display process by climbing up the well. The sub-CPU
221 sends image display command to the image display
control circuit 225 in order to display the top image of
the well on the display area 6a. The sub-CPU 221 ter-
minates this routine after this step is done
[0165] Next, with reference to Fig. 39, the mysterious
sun bonus game process will be described.
[0166] In S61, the sub CPU 221 conducts image dis-
play process. Concretely, the sub-CPU 221 sends the
image display command to the image display control cir-
cuit 224 in order to display the image shown in Fig. 28
on the display area 5a of the main display 5 and sends
image display command to the image display control cir-
cuit 225 in order to display the image shown in Fig. 27
on the display area 6a of the sub-display 6.
[0167] In S62, the sub-CPU 221 conducts payout de-
termination process of each of the buttons displayed on
the display area 5a. Concretely, the sub-CPU 221 gen-
erates random number by calculation and based on the
generated random number the sub-CPU 221 arranges,
for example, 20 points, 10 points, 5 points correspond-
ing to each of three buttons 667a, 667b, 667c, the but-
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tons representing treasures displayed on the display ar-
ea 5a. And the sub-CPU 221 selects the item to be taken
out among the treasure, the snake, the spider, the spe-
cific item for each button.
[0168] In S63, the sub-CPU 221 judges whether the
touch panel 51 is contacted or not. Concretely, in this
step, if it is judged "YES", that is, it is judged that the
portion where the button of the touch panel 51 is dis-
played is contacted by the player, the sub-CPU 221
shifts procedure to S64. On the other hand, if it is judged
"NO", that is, it is judged that the touch panel 51 is not
contacted, the sub-CPU 221 repeats process in S63.
[0169] In S64, the sub-CPU 221 conducts display
process of the selected button. Concretely, the sub-CPU
221 judges the selected button based on the coordinate
position information of the contacted portion output from
the touch panel 51, and as shown in Fig. 29, the
sub-CPU 221 sends the image display command to the
image display control circuit 224 in order to darkly dis-
play the buttons other than the selected button.
[0170] In S65, the sub-CPU 221 judges whether or not
the item arranged in the relief corresponding to the se-
lected button by the player is the snake. In this step, if
it is judged "YES", that is, it is judged that such item is
the snake, the sub-CPU 221 shifts procedure to S66.
On the other hand, if it is judged "NO", that is, it is judged
that such item is not the snake, the sub-CPU 221 shifts
procedure to S69.
[0171] In S66, the sub-CPU 221 conducts accumula-
tion process to add points corresponding to the snake
to the fear degree score.
[0172] In S67, the sub-CPU 221 judges whether or not
the accumulated score of the fear degree reaches to the
upper limit. In this step, if it is judged "YES", that is, it is
judged that the score of the fear degree reaches to the
upper limit, the sub-CPU 221 shifts procedure to S68.
On the other hand, it is judged "NO", that is, it is judged
that the score of the fear degree does not reach to the
upper limit, the sub-CPU 221 shifts procedure to S 61
in order to continue the bonus game. By S67, function
of the bonus termination judgement means is realized.
Here, although the upper limit of points of the fear de-
gree is changed, the initial value of the fear degree is
set to a constant value, for example 5 points, at the start
of the mysterious sun bonus game.
[0173] In S68, the sub-CPU 221 conducts bonus
game termination display process.
[0174] In S69, the sub-CPU 221 judges whether or not
the item arranged in the relief corresponding to the se-
lected button by the player is the spider. In this step, if
it is judged "YES", that is, it is judged that such item is
the spider, the sub-CPU 221 shifts procedure to S70.
On the other hand, if it is judged "NO", that is, it is judged
that such item is not the spider, the sub-CPU 221 judges
that such item is the specific item and shifts procedure
to S71.
[0175] In S70, the sub-CPU 221 conducts the process
to subtract 2 points from the upper limit of the fear de-

gree. The sub-CPU 221 shifts procedure to S67 after
the process in this step is done.
[0176] In S71, the sub-CPU 221 judges whether or not
the item arranged in the relief corresponding to the se-
lected button by the player is the treasure. In this step,
if it is judged "YES", that is, it is judged that such item
is the treasure, the sub-CPU 221 shifts procedure to
S73. On the other hand, if it is judged "NO", that is, it is
judged that such item is not the treasure, the sub-CPU
221 shifts procedure to S73.
[0177] In S72, the sub-CPU 221 conducts addition
process of the score. The sub-CPU 221 shifts procedure
to S61 after the process in this step is done.
[0178] In S73, the sub-CPU 221 judges whether or not
the score of the present fear degree is 0. In this step, if
it is judged "YES", that is, it is judged that the score of
the fear degree is 0, the sub-CPU 221 shifts procedure
to S75. On the other hand, if it is judged "NO", that is, it
is judged that the score of the fear degree is not 0, the
sub-CPU 221 shifts procedure to S74.
[0179] In S74, the sub-CPU 221 conducts the process
to subtract 2 points of the score of the fear degree. The
sub-CPU 221 terminates this routine after the process
in this step is done.
[0180] In S75, the sub-CPU 221 conducts the process
to add 2 points to the upper limit. By the process in this
step, the accumulated value of the score of the fear de-
gree is added, thereby the time that the bonus game is
terminated is lengthened. The sub-CPU 221 terminates
this routine after the process in this step is done. Ac-
cording to the above mentioned processes in S66, S72,
S74, S75, the score of the fear degree which is accu-
mulated corresponding to progress of the mysterious
sun bonus game is determined and function of the
measurement means to add to or subtract from the up-
per limit is realized
[0181] According to the above mentioned processes
in S41 to S75, function of bonus game execution means
is realized.
[0182] Here, in the embodiment, although description
is done that the variable display device is constructed
from the reels which are rotated, the present invention
is not limited to this. For example, it may be conceivable
to utilized devices that the symbol images are sequen-
tially displayed in the LCD or CRT.
[0183] And in the embodiment, although it is ex-
plained that the symbols which are commonly used are
two, one symbol may be commonly used. And three
symbols may be commonly used according to the
number of reels.
[0184] Further, in a case that there exist more than
three symbol combinations to shift to the bonus game,
the symbol not commonly used may be included accord-
ing to the symbol combination corresponding to the
symbol combination to shift to the bonus game.
[0185] And in the embodiment, in a case that the spe-
cific result is obtained based on the player's selection in
one bonus game, the other bonus game is executed.

31 32



EP 1 510 982 A2

18

5

10

15

20

25

30

35

40

45

50

55

However, the bonus game is not limited to one. And in
a case that the specific result is obtained based on the
player's selection in one of plural bonus games, the oth-
er bonus game may be continuously executed.
[0186] And in the embodiment, when the blank bonus
determination means determined the bonus with a pre-
determined probability, it is utilized the table in which
random numbers are fixed. However, the predetermined
probability may be changed. For example, such proba-
bility may be changed according to the state that the win-
ning combination is realized at the predetermined past
time.
[0187] And in the embodiment, although the upper
limit which becomes the standard to terminate the bonus
game is added or subtracted only when the predeter-
mined item such as the spider or the specific item is se-
lected, the present invention is not limited to this. The
upper limit may be added or subtracted according to the
treasure determining the score.
[0188] Further, although the score of the fear degree
is utilized as the points to judge the termination of the
bonus game, the score obtained by taking out the treas-
ure may be utilized.

Claims

1. A gaming machine comprising:

a plurality of variable display devices for varia-
bly displaying plural kinds of symbols utilized in
a game;
a stop symbol determination device for deter-
mining the symbols stopped along a pay line
every each of the variable display devices
based on a random number value sampled
every game; and
a stop controller for conducting stop control of
variable display in the variable display devices
based on a determination result determined by
the stop symbol determination device;

wherein symbol combinations each of which
is constructed from the symbols determined by the
stop symbol determination device include a plurality
of specific display modes each of which corre-
sponds to a specific award, and

wherein at least two of the specific display
modes form one picture and at least one of the sym-
bols is commonly utilized in the specific display
mode.

2. The gaming machine according to claim 1, wherein
the stop controller conducts stop control of the var-
iable display in the variable display device which
displays the symbol commonly utilized earlier than
the other variable display devices.

3. The gaming machine according to claim 1, wherein
at least one of the specific display modes corre-
sponds to a timing at which a secondary game is
activated, the secondary game being conducted by
utilizing other image display device than the varia-
ble display devices.

4. A gaming machine comprising:

a plurality of variable display devices for varia-
bly displaying a plurality of symbols utilized in
a base game;
a stop symbol determination device for deter-
mining the symbols variably displayed on the
variable display devices based on a random
number value sampled every game;
a bonus game execution device for executing
a bonus game corresponding to specific sym-
bols among a plurality of bonus games when
variable display of the variable display devices
is stopped while the specific symbols are
stopped and displayed through the variable dis-
play devices;

wherein at least one bonus game is executed
when the variable display devices are stopped with
the specific symbols or when a specific result is ob-
tained in other bonus game.

5. The gaming machine according to claim 4, wherein
the bonus game is done by utilizing other image dis-
play device other than the variable display devices.

6. A gaming machine comprising:

a plurality of variable display devices for varia-
bly displaying a plurality of symbols utilized in
a game;
a stop symbol determination device for deter-
mining a symbol combination stopped at a pre-
determined position in the variable display de-
vices based on a random number value sam-
pled every game;
a stop control device for conducting stop control
of the variable display devices based on a result
determined by the stop symbol determination
device; and
a blank bonus determination device for deter-
mining winning of the bonus with a predeter-
mined probability when blank symbols are
stopped at the predetermined positions.

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

a first display portion for displaying a plural
kinds of the symbols;
a second display portion arranged in front of the
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first display portion, the second display portion
being made transparent so as to be able to see
the symbols displayed on the first display por-
tion through the second display portion;

wherein when the first display portion displays
the blank symbols and the blank bonus determina-
tion device determines winning of the bonus, the
second display portion displays bonus symbols so
as to superimpose with the blank symbols.

8. A gaming machine comprising:

a plurality of variable display devices for varia-
bly displaying a plurality of symbols utilized in
a game;
a stop symbol determination device for deter-
mining symbols stopped at predetermined po-
sitions in the variable display devices based on
a random number value sampled every game;
a bonus game start device for starting a bonus
game when the variable display devices are
stopped with specific symbols;
a measurement device for determining a score
accumulated according to progress of the bo-
nus game and for increasing or decreasing an
upper limit of the score; and
a bonus game termination device for terminat-
ing the bonus game when the score exceeds
the upper limit.

9. The gaming machine according to claim 8, wherein
the measurement device increases or decreases
the upper limit based on a selection by a player.

10. The gaming machine according to claim 8, wherein
the variable display device has a first display portion
for displaying a plural kinds of symbols utilized in
the game and a second display portion arranged in
front of the first display portion, the second display
portion being made transparent so as to be able to
see the symbols displayed on the first display por-
tion through the second display portion,

wherein the gaming machine has a third dis-
play portion other than the variable display device,
the third display portion displaying the bonus game,
and

wherein an operation input portion through
which a player conducts selective operation is
formed on the second display portion.
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