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Description
BACKGROUND OF THE INVENTION
1. FIELD OF THE INVENTION:

[0001] The presentinvention relates to a gaming ma-
chine and a method for controlling a gaming machine in
which a game is advanced in accordance with images.

2. DESCRIPTION OF THE RELATED ART:

[0002] Conventionally, a gamingmachine such as a
slotmachine, a slot machine which includes a stopper
unit, a so-called pachi-slo(a Japanese slot machine)
gaming machine and the like is provided with a plurality
of rotatable reels each of which describes a plurality of
patterns thereon as identification information along the
rotating direction, and the rotatable reels are partially
exposed to the outside through a display window formed
in a front surface of a gaming machine. Due to such a
constitution, when the rotatable reels are rotated, a state
in which the identification information is displayed in a
variable mode is observed from the display window. Fur-
ther, when the rotatable reels are stopped, a state in
which the identification information is displayed in a
stopped state is observed from the display window.
[0003] Further, in starting the game, players bet game
mediums such as coins. When the game is started, the
above-mentioned identificationinformation assumes the
variable displaymode or the stopped display state. The
winning or losing of the game is determined due to the
combination of identification information in the stopped
display state and the game medium is paid out as a prize
(see Japanese Patent Laid-open Hei11(1999)-290505,
for example).

[0004] Further, nowadays, there has been proposed
a gaming machine in which a display device formed of
liquid crystal or the like is mounted on a front surface of
the gamingmachine, a rotatable real is displayed as an
image on the display device, and the identification infor-
mation is subjected to variable display or the stopped
display as an image.

[0005] In the gaming machine using this display de-
vice, a game effect is changed depending on an image
which is displayed on the display device. Accordingly,
different from the gaming machine which mechanically
performs the variable display or the stop display of the
identification information using the rotatable reels, the
gaming machine using such a display device receives
no physical restriction with respect to the game effect.

SUMMARY OF THE INVENTION

[0006] However, in the gaming machine using the
above-mentioned display device, in an actual practice,
the game effect which is obtained by the gaming ma-
chine using the conventional rotatable reels is utilized
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as it is. Accordingly, although there exists some differ-
ence in the game effect, the gaming machine using the
above-mentioned display device and the gaming ma-
chine using the conventional rotatable reels are equal
with respect to the flow of the game in which the identi-
fication information is subjected to variable display or
the stop display, the winning or losing of the game is
determined depending on the combination of the iden-
tification informations when the display assumes the
stop display mode, and the payout number of game me-
diums is determined based on a result of the game.
Therefore, irrespective of the high degree of freedom of
the game effect, the gaming machine using the display
device can merely change the display manner of the
identification information from the conventional real ro-
tatable reels to the virtual rotatable reels as an image
and hence, the gaming machine using the display de-
vice fails to provide any novel feeling or impression to
players.

[0007] Accordingly, itis an object of the presentinven-
tion to provide a gaming machine and a method for con-
trolling a gaming machine which can overcome the
above-mentioned drawbacks.

[0008] Accordingto a firstaspect of the presentinven-
tion, there is provided a gaming machine which in-
cludes:

a display which is capable of displaying a predeter-
mined game mode using plural kinds of blocks on
a screen;

a display controller which allows the display to dis-
play the game mode in which when the plural kinds
of blocks are displayed in a stacked manner within
a predetermined region of the screen and the blocks
which are arranged next to each other turn out to
be the same kind, the blocks which are arranged
next to each other are eliminated; and

payout means which awards the predetermined
number of game mediums to a player in accordance
with the number of blocks which are eliminated on
the display.

[0009] According to a second aspect of the present
invention, there is provided a method for controlling a
gaming machine which includes the steps of:

allowing a display to display a game mode in which,
when plural kinds of blocks are displayed in a
stacked manner within a predetermined region of a
screen of the display and the blocks which are ar-
ranged next to each other turn out to be the same
kind, the blocks which are arranged next to each
other are eliminated; and

awarding the predetermined number of game me-
diums to a player in accordance with the number of
blocks which are eliminated on the display.

[0010] According to a third aspect of the present in-
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vention, there is provided a gaming machine which in-
cludes:

a display which is capable of displaying a predeter-
mined game mode on a screen;

a display controller which allows the display to dis-
play a first game mode in which plural kinds of iden-
tification information images are variably displayed
and stopped on the screen of the display, and a sec-
ond game mode in which, if a special identification
information image is stopped on the screen of the
display in the first game mode, plural kinds of blocks
are displayed in a stackedmanner within a prede-
termined region of the screen and the blocks which
are arranged next to each other turn out to be the
same kind, the blocks which are arranged next to
each other are eliminated; and

payout means which awards the predetermined
number of game mediums to a player in accordance
with the number of blocks which are eliminated on
the display.

[0011] According to a fourth aspect of the present in-
vention, there is provided A method for controlling a
gaming machine which includes the steps of:

allowing a display to display a first game mode in
which plural kinds of identification information im-
ages are variably displayed and stopped on the
screen of the display, and

allowing the display to display a second game mode
in which, if a special identification information image
is stopped on the screen of the display in the first
game mode, the plural kinds of blocks are displayed
within a predetermined region of the screen in a
stacked manner and the blocks which are arranged
next to each other turn out to be the same kind, the
blocks which are arranged next to each other are
eliminated; and

awarding the predetermined number of game me-
diums to a player in accordance with the number of
blocks which are eliminated on the display.

[0012] According to the invention, it is possible to al-
low a player to enjoy himself/herself with a new game
in accordance with effects and rules which have neither
been used nor known heretofore. Specially, the number
of game mediums predetermined to the player differs
depending on the number of eliminated blocks and
hence, the player can play the game while looking for a
block whose kind is as same as the kind of the neigh-
boring block among the stacked blocks whereby it is
possible to attract the attention of the player to the game.
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BRIEF EXPLANATION OF DRAWINGS

[0013]

Fig. 1is a perspective view showing an appearance
of a gaming machine of the first embodiment of the
present invention;

Fig. 2 is a block diagram showing the constitution
of an electric circuit of the gaming machine;

Fig. 3 is a flow chart showing a sub routine of a main
processing;

Fig. 4 is a flow chart showing a sub routine of a
game processing;

Fig. 5A to Fig. 5B are explanatory views which spe-
cifically show display modes on a liquid crystal dis-
play device in a main game;

Fig. 6 is an explanatory view which specifically
shows a display mode on the liquid crystal display
device in the main game;

Fig. 7 is an explanatory view which specifically
shows a display mode on the liquid crystal display
device in the main game;

Fig. 8 is an explanatory view which specifically
shows a display mode on the liquid crystal display
device in the main game;

Fig. 9 is an explanatory view which specifically
shows a display mode on the liquid crystal display
device in the main game;

Fig. 10 is an explanatory view which specifically
shows a display mode on the liquid crystal display
device in the main game;

Fig. 11 is an explanatory view which specifically
shows a display mode on the liquid crystal display
device in the main game;

Fig. 12 is an explanatory view which specifically
shows a display mode on the liquid crystal display
device in the main game;

Fig. 13 is an explanatory view which specifically
shows a display mode on the liquid crystal display
device in the main game;

Fig. 14 is an explanatory view which specifically
shows a display mode on the liquid crystal display
device in the main game;

Fig. 15 is an explanatory view which specifically
shows a display mode on the liquid crystal display
device in the main game;

Fig. 16 is an explanatory view which specifically
shows a display mode on the liquid crystal display
device in the main game;

Fig. 17 is an explanatory view which specifically
shows a display mode on the liquid crystal display
device in the main game;

Fig. 18 is an explanatory view which specifically
shows a display mode on the liquid crystal display
device in the main game;

Fig. 19A to Fig. 19B are explanatory views which
specifically show display modes on a liquid crystal
display device in a sub game;
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Fig. 20A to Fig. 20B are explanatory views which
specifically show display modes on a liquid crystal
display device in a sub game;

Fig. 21 is an explanatory view which specifically
shows a display mode on the liquid crystal display
device in the sub game;

Fig. 22 is an explanatory view which specifically
shows a display mode on the liquid crystal display
device in the sub game;

Fig. 23 is an explanatory view which specifically
shows a display mode on the liquid crystal display
device in the sub game;

Fig. 24 is an explanatory view which specifically
shows a display mode on the liquid crystal display
device in the sub game;

Fig. 25 is an explanatory view which specifically
shows a display mode on the liquid crystal display
device in the sub game;

Fig. 26 is a perspective view showing a gaming ma-
chine of the second embodiment of the present in-
vention;

Fig. 27 is a block diagram showing the constitution
of an electric circuit of the gaming machine;

Fig. 28 is a flow chart showing the main processing;
Fig. 29is a flow chart showing the game processing;
Fig. 30 is a flow chart showing usual game process-
ing;

Fig. 31 is a flow chart showing bonus game
processing;

Fig. 32A to Fig. 32C are explanatory views which
specifically show display modes on a liquid crystal
display device in a usual game;

Fig. 33A and Fig. 33B are explanatory views which
specifically show display modes on a liquid crystal
display device in a bonus game;

Fig. 34 is an explanatory view which specifically
shows a display mode on the liquid crystal display
device on the bonus game;

Fig. 35 is an explanatory view which specifically
shows a display mode on the liquid crystal display
device on the bonus game;

Fig. 36 is an explanatory view which specifically
shows a display mode on the liquid crystal display
device on the bonus game;

Fig. 37 is an explanatory view which specifically
shows a display mode on the liquid crystal display
device on the bonus game;

Fig. 38 is an explanatory view which specifically
shows a display mode on the liquid crystal display
device on the bonus game;

Fig. 39 is an explanatory viewwhich specifically
shows a display mode on the liquid crystal display
device on the bonus game;

Fig. 40 is an explanatory view which specifically
shows a display mode on the liquid crystal display
device on the bonus game;

Fig. 41 is an explanatory view which specifically
shows a display mode on the liquid crystal display
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device on the bonus game;

Fig. 42 is an explanatory view which specifically
shows a display mode on the liquid crystal display
device on the bonus game;

Fig. 43 is an explanatory view which specifically
shows a display mode on the liquid crystal display
device on the bonus game;

Fig. 44 is an explanatory view which specifically
shows a display mode on the liquid crystal display
device on the bonus game;

Fig. 45 is an explanatory view which specifically
shows a display mode on the liquid crystal display
device on the bonus game;

Fig. 46 is an explanatory view which specifically
shows a display mode on the liquid crystal display
device on the bonus game;

Fig. 47 is an explanatory view which specifically
shows a display mode on the liquid crystal display
device on the bonus game;

Fig. 48 is an explanatory view which specifically
shows a display mode on the liquid crystal display
device on the bonus game;

Fig. 49 is an explanatory view which specifically
shows a display mode on the liquid crystal display
device on the bonus game;

Fig. 50 is an explanatory view which specifically
shows a display mode on the liquid crystal display
device on the bonus game;

Fig. 51 is an explanatory view which specifically
shows a display mode on the liquid crystal display
device on the bonus game; and

Fig. 52 is an explanatory view which specifically
shows a display mode on the liquid crystal display
device on the bonus game.

PREFERRED EMBODIMENTS OF THE PRESENT
INVENTION

[0014] Preferred embodiments of a gaming machine
according to the present invention are explained in con-
junction with attached drawings.

[First embodiment]

[0015] A gaming machine according to the first em-
bodiment of the present invention includes display
means which is capable of displaying a predetermined
game mode using plural kinds of blocks on a screen;
display controller which allows the display means to dis-
play, as the predetermined game mode, a game mode
in which when the plural kinds of blocks are displayed
in a stacked manner in a predetermined region of a
screen and the blocks which are arranged next to each
other turn out to be the same kind among the stacked
blocks, the blocks which are arranged next to each other
are eliminated; and payout means which gives the pre-
determined number of game mediums in accordance
with the number of blocks which are eliminated on the
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display means.

[0016] Thatis, in the gaming machine of this embod-
iment, a control part in the inside of the gaming machine
functions as the display controller and allows the display
means such as a liquid crystal display device (LCD), a
cathode ray tube (CRT), a plasma display or the like to
display a series of modes consisting of the falling of the
blocks, stacking of the fallen blocks and the elimination
of neighboring blocks of the same kind among the
stacked blocks thereon. Further, the control part in the
inside of the gamingmachine functions as the payout
means subsequently and gives the predetermined
number of game mediums to the player corresponding
to the number of blocks which are eliminated on the dis-
play means.

[0017] As the above-mentioned game mediums, in
addition to coins, medals or tokens, it is possible to use
cards in which the information on game values which
are predetermined to the player or are expected to be
predetermined to the player is stored. The function
which is to be performed by the payout means is sub-
stantially commonly performed, that is, not only by the
control part in the inside of the gaming machine but also
by a payout device of the game mediums and the like
which are driven in accordance with commands from the
control part. Here, when the game mediums are used in
a form of electronic information by displaying images
which imitate coins or medals on the display means
without using the above-mentioned actual game medi-
ums, only the control part of the gaming machine per-
forms the function as the payout means.

[0018] In this manner, according to the gaming ma-
chine of this embodiment, since the game mediums are
given to the player corresponding to the number of the
blocks eliminated on the display means, it is possible to
amuse the player with a new game mode which has not
been known and, at the same time, it is possible to give
a fresh impact to the player. Specially, since the number
of game mediums given to the player is changed corre-
sponding to the number of the eliminated blocks and
hence, the player performs the game while looking for
a block which has the same kind of identification infor-
mation as the neighboring block among the stacked
blocks whereby it is possible to attract the attention of
the player to the game.

[0019] Further, in this gaming machine, the gaming
machine may include a betting means for betting the
game medium. Here, on condition that the player bets
the game medium using the betting means, the display
controller allows the display means to display the above-
mentioned game mode, and the payout means changes
an amount of the game medium which is given to the
player in response to the number of game mediums
which are bet (hereinafter referred to as the number of
betting) . In this case, with a will of the player, it is pos-
sible to increase or decrease the amount of game me-
diums which is given after the game and is determined
based on the number of blocks eliminated on the display
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means in which the player cannot be involved whereby
the player can positively take part in the game. Here, as
the betting means, a bet switch or the like which the play-
er can manipulate is mounted on the gaming machine
and the control part may receive an input from the bet
switch.

[0020] As the timing for eliminating the blocks in the
display means, it is desirable that the whole inside of the
predetermined region is filled with the stacked blocks.
By eliminating the blocks at such timing, a space where
the blocks are not presentis partially formed in the inside
of the predetermined region where the blocks are filled
and hence, it is possible to exhibit the mode in which the
blocks are eliminated in a more explicit manner to the
player whereby itis possible to allow the player to clearly
recognize that each time the blocks are eliminated, the
number of the game mediums to be given after the game
is added. Accordingly, the player's interest in the game
can be enhanced. Here, it is also possible that the in a
stage that whole inside of the predetermined region is
not filled with the stacked blocks, the blocks arranged
next to each other which turn out to be the same kind
can be eliminated.

[0021] Further, as the game mode which the display
controller allows the display means to display, following
the above-mentioned mode in which the blocks are
made to fall, are stacked and ere eliminated, in the
space where the blocks are eliminated, the blocks which
are stacked above the space are made to fall and are
filled in the space, and new blocks are made to fall in
the space which is formed by the fall of the blocks where-
by the whole predetermined region is filled with the
blocks thus updating the block arrangement. According-
ly, itis possible to sequentially display the mode in which
when the neighboring blocks turn out to be the same
kind in the block arrangement after such updating, the
neighboring blocks are further eliminated.

[0022] In this manner, by sequentially updating the
block arrangement, the player cannot understand the
number of blocks which are eliminated until the game is
finished. Accordingly, the player continuously focuses
his/he attention to the display means and hence, the
player is continuously attracted by the game.

[0023] Here, the game may be finished when, in the
above-mentioned display means, the neighboring
blocks in all stacked blocks become different from each
other with respect to the kinds. By setting the point of
time at which there exists no possibility that the blocks
are eliminated as the finishing time of the game, the
player can easily understand the finishing of the game
thus allowing the player to clearly recognize the finishing
of the game.

[0024] Here, with respect to the above-mentioned
blocks, the plurality of blocks are provided by marking
different identification information constituted of charac-
ters including numerals, symbols, patterns and the like
to the blocks or by applying different colors or shapes
to the blocks. Specially, according to the blocks of this
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embodiment, it is sufficient to ensure the recognition of
the difference in kind between the neighboring blocks,
the shape of the blocks is not limited to a rectangular
shape which is generally expected as a shape of the
blocks and may be a circular shape, a triangular shape
or any other shape. Further, the above-mentioned iden-
tification information per se may be directly adopted as
the shape of the blocks.

[0025] Further, it is possible to designate one of the
above-mentioned plural kinds of blocks as a special
block which has a function of eliminating all blocks which
are arranged next to the special block. That s, it is pos-
sible to provide the special block which is considered as
a block which is the same kind as the neighboring
blocks. Here, such a function of eliminating the neigh-
boring blocks may be provided not only with respect to
one kind of blocks but also with respect to the plural
kinds of blocks thus providing the special blocks in the
plural kinds of blocks respectively.

[0026] With the provision of the special block which is
capable of eliminating all blocks which are arranged
next to the special block in this manner, when the special
block falls on the display means, a large number of
blocks are eliminated and hence, the player can acquire
alarge number of game mediums. Accordingly, the play-
er expects the falling of this special block and hence,
the game can attract the player's attention to the falling
blocks and, at the same time, when the special block
actually falls, the expectation of the player to the result
of the game is enhanced thus allowing the player to en-
joy the game.

[0027] Further, also in the conventional gaming ma-
chine such as a slot machine or a pachi-slo(a Japanese
slot machine) machine which affords the winning when
a predetermined number of identification information of
the same kind are arranged in parallel, there exists a
special identification information which is considered as
the identification information equal to the neighboring
identification information different from the identification
information of the gaming machine per se. Since the
above-mentioned special block performs a function sim-
ilar to the function of the special identification informa-
tion. Accordingly, while the game mode developed on
the display means is novel, it is possible to allow the
player to easily understand the function of the above-
mentioned special block and allows the player to feel
familiarity with the game.

[0028] Further, the special block per se can be elimi-
nated together with the blocks which are arranged next
to the special block. By eliminating the special block with
the blocks which are eliminated by the special block, the
special block is eliminated after performing the function
only once and hence, the number of blocks which can
be eliminated at a time by the special block can be lim-
ited to some extent. Accordingly, while providing a gam-
ing state which is advantageous for the player using the
special block, it is possible to prevent the game from
becoming easy due to the elimination of the excessively
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large number of blocks at a time.

[0029] On the other hand, it is possible to provide a
mode in which when the above-mentioned special block
is arranged next to a second special block which is ca-
pable of eliminating the special block, the special block
can be eliminated together with the second special
block. In this case, unless the second special block falls
on the display means, the special block continues to
eliminate the large number of blocks which fall after the
falling of the special block and hence, the number of the
game mediums which the player can obtain can be in-
creased thus providing the gaming state which is ex-
tremely advantageous for the player. Accordingly, the
expectation of the player on a result of the game is fur-
ther enhanced whereby the gaming machine can attract
the player to the game.

[0030] Here, a control part in the inside of the gam-
ingmachine which functions as the above-mentioned re-
spective means includes a CPU, a memory which stores
a gaming program for the whole game and a program
which allows the above-mentioned respective means to
function and the like and controls the whole game in the
gaming machine.

[0031] Further, in the above-mentioned embodiment,
the explanation has been made with respectto the game
which is played using a gaming machine actually in-
stalled in a gaming arcade or the like. However, this em-
bodiment also provides a method for controlling gaming
machine for allowing a computer to realize a display
control function of allowing the display means to display
a game mode in which, when the plural kinds of blocks
fall and are sequentially stacked within a predetermined
region of a screen of the display means and the blocks
which are arranged next to each other among the
stacked blocks turn out to be the same kind, the blocks
which are arranged next to each other are eliminated,
and a game medium giving function of giving the player
the predetermined number of game mediums in accord-
ance with the number of blocks which are eliminated on
the display means.

[0032] Further, by executing this program using suit-
able means, anyone can enjoy the pachinko game
which gives an interest which has been not known with-
out attending to a gaming arcade.

[0033] Further, such a program can be provided in a
form that the program is stored in a recording medium
which a computer can read or in a form that the program
is stored in a predetermined server and the server is
made communicable with terminals which is connected
with the server via the Internet whereby users can enjoy
the game having the interest at the terminals.

[0034] Hereinafter, the firstembodimentis specifically
explained in conjunction with the drawings. Here, the
gaming machine explained hereinafter uses coins as
the game mediums. Further, in the gaming machine ex-
plained hereinafter, the explanation is made in a state
that a series of game modes from the falling of the blocks
to the elimination of the blocks are executed as a main
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game and the special effect and the sub games are ex-
ecuted in addition to the main game.

[Constitution of Gaming Machine]

[0035] Fig. 1 is a perspective view showing an ap-
pearance of the gaming machine 1 which constitutes
one embodiment of the gaming machine according to
the present invention.

[0036] On a front surface of a cabinet 2 which consti-
tutes an overall profile of the gaming machine 1, a liquid
crystal display device 3 which constitutes a display unit
is mounted. It is possible to perform various types of dis-
plays using the whole display region 3a of the liquid crys-
tal display device 3.

[0037] A base portion 4 which projects horizontally is
formed below the above-mentioned liquid crystal dis-
play device 3, wherein a coin insertion slot 5 is formed
in a right side of an upper surface portion of the base
portion 4. Further, on a left side of the above-mentioned
coil insertion opening 5, a 1 bet switch 6, a maximum
bet switch 7, a start switch 8, a second bet start switch
9 and a repeat bet start switch 10 are provided.

[0038] The 1 bet switch 6 is a switch which is used
when coins stored in the gaming machine 1 are betted
to a main game. Each time the 1 bet switch 6 is manip-
ulated by pushing once, 1 coin is betted. Here, the
number of coins which are betted in one main game is
referred to as "first betting number". Further, an opera-
tion to bet the coins (the playing mediums) to the main
game is referred to as "first bet switch".

[0039] The maximum bet switch 7 is a switch which
allows the betting of the maximum number (for example,
3) of coins which can be bet to the main game once to
the game with one pushing operation.

[0040] The start switch 8 is a switch which starts the
display of the main game on the liquid crystal display
device 3 with the pushing manipulation.

[0041] The second bet start switch 9 is a switch which
allows the betting of a preliminarily determined prede-
termined number of (for example, 1) coins to the sub
game once and, at the same time, to start the display of
the main game or the sub game on the liquid crystal dis-
play device 3. Here, when the sub game is executed
before the main game, the display of the sub game is
started with the pushing manipulation of the second bet
start switch 9, while when the sub game is executed af-
ter the main game, the display of the main game is start-
ed with the pushing manipulation of the second bet start
switch 9. Further, in this embodiment, although the
number of coins which can be bet for one sub game is
preliminarily determined. However, in the same manner
as the main game, the number of coins which can be
bet also in the sub game can be arbitrarily selected by
the player. Further, the number of coins which are bet
in one sub game is referred to as "the second betting
number" and the betting of coins (game mediums) to the
sub game is referred to as "second betting".
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[0042] The repeat bet start switch 10 is a switch which
allows the betting of the coins the number of which is
equal to the number of coins betted to the main game
in the preceding time with the pushing manipulation and,
at the same time, allows the betting of the coins to the
sub game in the same manner when the coins are betted
to the sub game besides the main game, and allows the
liquid crystal display device to start the display of the
main game or the sub game.

[0043] In this embodiment, the above-mentioned 1
bet switch 6, the maximum bet switch 7, the second bet
start switch 9 and the repeat bet start switch 10 perform
functions as betting units.

[0044] On a left side of the front portion of the base
portion 4, a stored coin adjustment switch 11 which
changes over the credit/payout of the coin which the
player acquires in the game with the pushing manipula-
tion is provided. Due to the changeover of this stored
coin adjustment switch 11, the coins are paid out from
a coin payout opening 12 formed in a lower portion of
the front surface of the cabinet 2 and, thereafter, the
paid-out coins are reserved in a coin receiving portion
13.

[0045] Further, on left and right side of an upper por-
tion of the front face of the cabinet 2, speakers 14L, 14R
are mounted.

[Electrical Constitution of Gaming Machine]

[0046] Fig. 2 shows the circuit constitution which in-
cludes a main control circuit 20 which constitutes a con-
trol part for controlling game processing operations in
the gaming machine 1 and a peripheral device which is
electrically connected with the main control circuit 20.
[0047] As shown in the drawing, the main control cir-
cuit 20 includes a central processing unit (hereinafter
referred to as CPU) 21, a ROM (read only memory) 22,
a RAM (random access memory) 23, a random number
generating part 24, a group of interface circuits 25, 26,
and an input/output bus 27 which is connected with
these parts and allows inputting and outputting of data
signals or address signals to and from the CPU 21.
[0048] To the above-mentioned group of interface cir-
cuits 25, the 1 bet switch 6, the maximum bet switch 7,
the start switch 8, the second bet start switch 9, the re-
peat bet start switch 10 and the stored coin adjustment
switch 11 described previously are connected. Upon
manipulating the respective switches by pushing, detec-
tion signals are supplied to the group of interface circuits
25.

[0049] Further, to the above-mentioned group of in-
terface circuits 25, a coin insertion sensor 28 which de-
tects the coins inserted into the coin insertion slot 5 and
a payout coin sensor 30 which detects the coins paid
out from the payout device 29 are also connected. When
the coins pass the respective sensors 28, 30, the detec-
tion signals are supplied to the group of interface circuits
25.
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[0050] In this manner, the detection signals which are
supplied to the group of interface circuits 25 are convert-
ed into predetermined signals and, thereafter, are sup-
plied to the CPU 21 through the input/output bus 27.
[0051] The above-mentioned ROM 22 stores follow-
ing tables and control commands in the main game and
the sub game besides programs and data necessary for
controlling the game executed by the gaming machine
1in the main game and the sub game. That is, the ROM
22 stores "a probability lottery table" which is used by
reference in determining the number of blocks a1 to be
eliminated in the main game or the sub game, "image
tables" which are provided corresponding to the number
of eliminated blocks a1 determined using "the probabil-
ity lottery table" by reference and is used by reference
in determining the image to be displayed on the display
region 3a of the liquid crystal display device 3 in the main
game, the sub game or a special effect, "a second bet-
ting table" which is used by reference in determining
which one of the special effect and the sub game is to
be executed with respect to the second betting, and var-
ious control commands to be transmitted to respective
peripheral devices and the like.

[0052] Here, data which is stored in the ROM 22 in-
cludes various image data such as the blocks a1 which
falland are stacked in the display region 3a of the above-
mentioned liquid crystal display device 3 when the main
game or the sub game is executed, background image
data which constitutes a background in the display re-
gion 3a of the liquid crystal display device 3 such as a
container a2 and a mixer a3 described later, character
image data which indicate characters such as a bug a4
described later, image data of a demonstration screen
which is displayed on the display region 3a of the liquid
crystal display device 3 when the game is not performed
in the gamingmachine 1 and the like. Specially, with re-
spect to the image data of the blocks a1, a plural kinds
of data which differ in patterns such as positions on
which the respective blocks a1 fall, positions on which
the respective blocks a1 are stacked, a positions at
which the respective blocks a1 are eliminated and the
like are stored corresponding to the number of blocks
a1 to be eliminated. Further, the above-mentioned data
also includes sound data used in the game, the initial
data for executing a program and the like.

[0053] By executing the above-mentioned program,
the plural kinds of blocks a1 fall in the inside of the pre-
determined region and are sequentially stacked. Simul-
taneously, when the neighboring blocks a1 become the
same kind among the stacked blocks a1, it is possible
to allow the main control circuit 20 to realize a display
control function which displays a mode in which the
neighboring blocks a1 are eliminated on the display re-
gion 3a of the liquid crystal display device 3 and a game
medium giving function which gives a predetermined
number of coins to the player corresponding to the
number of blocks a1 to be eliminated on the display re-
gion 3a of the liquid crystal display device.
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[0054] On the other hand, the RAM 23 is used as a
working area on which the respective programs stored
in the above-mentioned ROM 22 are executed.

[0055] The random number generating part 24 gen-
erates random numbers within a predetermined range
upon receiving a command for generating random num-
bers from the CPU 21 and supplies signals which indi-
cate the random-number values to the input/output bus.
[0056] The CPU 21 performs the arithmetic process-
ing by calling and executing the predetermined pro-
grams from the ROM 22 and performs controls such as
a control to transmit various image data, and the sound
data as electronic data based on a result of the arithme-
tic processing and other controls. In this manner, the
CPU 21 functions not only as the display control unit but
also as a various units such as the game medium giving
unit and the like.

[0057] To the group of interface circuits 26, the image
data processor (hereinafter referred to as VDP) 31, the
speakers 14L, 14R and the payout device 29 are con-
nected. Further, to the group of interface circuits 26,
drive signals and drive powers are supplied for control-
ling the above-mentioned respective devices in re-
sponse to a result of the arithmetic processing in the
CPU 21.

[0058] The above-mentioned VDP 31 is also connect-
ed to a D/A converter 32 which supplies the image data
to the liquid crystal display device 3 after converting the
image data to image signals. The VDP 31 is a device
which includes so-called sprite circuit, screen circuit, a
pallet circuit and the like and can perform various
processing for displaying images on the liquid crystal
display device 3. That is, the VDP 31 performs a display
control with respect to the liquid crystal display device
3. Further, the VDP 31 is provided with a storage medi-
um (for example, a video RAM) which functions as a
buffer for displaying an image on the liquid crystal dis-
play device 3. By allowing a predetermined memory re-
gion of the storage medium to store the image data, the
image is displayed on the display region 3a of the liquid
crystal display device 3 at predetermined timing.
[0059] Thatis, the VDP 31 receives the various image
data supplied from the CPU 21 and generates the image
data to be displayed on the liquid crystal display device
3. Further, the VDP 31 stores the generated image data
in the buffer sequentially in an overlapped manner from
the image data positioned behind and supplies the im-
age data to the D/A converter 32 at predetermined tim-
ing. The D/A converter 32 supplies the video data to the
liquid crystal display device 3 after converting the image
data into the image signal and hence, the image is dis-
played on the liquid crystal display device 3.

[0060] The payout device 29 includes an accommo-
dating part which accommodates coins constituting
game mediums and a drive part which pays out the
coins. In response to a payout command supplied from
CPU 21, the payout device 29 pays out a predetermined
number of coins into a coin receiving part 13. In this
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manner, the payout device 29 functions as a main game
executing unit in cooperation with the above-mentioned
CPU 21 and the like.

[0061] Here, although one arithmetic processing de-
vice which is constituted of the CPU 21 or the like is used
in this embodiment, the number of the arithmetic
processing devices is not limited to one. The arithmetic
processing device may include a main control circuit (a
main control part) which constitutes a main arithmetic
processing device and a sub control circuit (a sub con-
trol part) which constitutes the sub arithmetic processing
unit in charge of the image display. Further, the above-
mentioned ROM 22 and RAM 23 may be provided in
plural numbers respectively.

(Manner of operation of gaming machine)

[0062] The manner of the operation of the gaming ma-
chine 1 according to this embodiment which has the
above-mentioned constitution is explained hereinafter.
[0063] In the gaming machine 1 of this embodiment,
before the game starts, a chance to execute the first bet
or the second bet is given to the player. When the first
bet is performed by the player, the main game can be
executed, while when the second bet is performed, a
special effect can be executed before the main game
starts or a sub game can be executed following the main
game.

[0064] The main game starts when the player bets
coins by manipulating the 1 bet switch 6 or the maximum
bet switch 7 by pushing and, thereafter, manipulates the
start switch 8 or the second bet start switch 9 by pushing.
The main game also starts when the player manipulates
the repeat bet start switch 10 by pushing.

[0065] When the main game starts, the container a2
is displayed in the display region 3a of the liquid crystal
display device 3, and a mode in which the blocks a1 fall
in the inside of the container a2 and are sequentially
stacked is displayed. The blocks a1, assuming the in-
side of the container a2 as a predetermined region, fall
until the whole predetermined region is filled with the
blocks a1. To surfaces of the blocks a1, the identification
information constituted of the characters which include
numerals, symbols and patterns are marked. When the
inside of the container a2 is filled with the blocks a1,
among the blocks a1 stacked in the inside of the con-
tainer a2, the blocks a1 which have the same identifica-
tion information as the neighboring blocks a1 are elimi-
nated each other, while in a space from which the blocks
a1 are eliminated each other, the blocks a1 which are
stacked above the space falls in the space and hence,
the space is filled with the blocks a1. Further, in a space
which is newly formed in the inside of the container a2,
the blocks a1 again fall and hence, the inside of the con-
tainer a2 is again filled with the blocks a1.

[0066] In this manner, the arrangement of the blocks
alin the inside of the container a2 is updated and in the
arrangement of the block a1 after updating, the blocks
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a1 which has the same identification information as the
neighboring blocks a1 are again eliminated. In the main
game, a cycle consisting of falling, stacking and elimi-
nation of the blocks a1 is repeated, and when none of
the blocks a1 which fill the container a2 has the same
identification information as the neighboring block a1,
the main game is finished. Further, corresponding to the
number of eliminated blocks a1 in the main game and
the number of first betting a predetermined number of
coins are paid out.

[0067] The special effect starts when the player, for
playing the main game, bets the coins by pushing the 1
bet switch 6 or the maximum bet switch 7 by pushing
and, thereafter, manipulates the second bet start switch
9 by pushing or when the repeat bet start switch 10 is
manipulated by pushing when the second betting is per-
formed in the preceding game. Then, the main game
starts following this special effect.

[0068] When the special effect starts, the container a2
displayed also in the above-mentioned main game is
displayed in the display region 3a of the liquid crystal
display device 3 in an empty state. Thereafter, an upper
side of the container a2 which is disposed outside a
frame of the display region 3a at the beginning and can
not be observed is displayed, a mixer a3 which is con-
tiguously formed above the container a2 is displayed,
and a mode in which a large number of blocks a1 are
accommodated in the inside of the mixer a3 is displayed.
In this manner, the blocks a1 which fall in the inside of
the container a2 in the main game are displayed in the
mode in which a backstage that the blocks a1 are sup-
plied from the mixer a3 above the container a2 is dis-
played and, thereafter, one or a plurality of new blocks
a1l are charged in the mixer a3 or in the mode in which
one or a plurality of blocks a1 are taken out from the
mixer a3.

[0069] Here, there exists a large possibility that the
blocks a1 charged in the mixer a3 fall in the inside of the
container a2 in the main game, while there exists a small
possibility that the blocks a1 which are removed from
the mixer a3 fall in the inside of the container a2 in the
main game. That is, in this special effect, the player is
informed of a fact that the probability that the predeter-
mined block a1 fall in the inside of the container a2 is
changed. Here, it is also possible to display the mode
in which the predetermined block a1 is charged or re-
moved as an effect without changing the falling proba-
bility of the predetermined block a1.

[0070] The sub game starts following the main game
in the same manner as the special effect. That is, the
sub game starts when the player bets the coins by push-
ing the 1 bet switch 6 or the maximum bet switch 7 by
pushing and, thereafter, manipulates the second bet
start switch 9 by pushing or when the repeat bet start
switch 10 is manipulated by pushing when the second
betting is performed in the preceding game.

[0071] When the sub game starts, from the inside of
the container a2 which is filled with the blocks a1 and is
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displayed on the display region 3a of the liquid crystal
display device 3 when the main game is finished, one
or the plurality of blocks a1 are eliminated and, thereaf-
ter, the cycle of falling, stacking and elimination of the
blocks a1 which is executed in the main game is again
started. Then, in the same manner as the main game,
the sub game is finished when none of blocks a1 which
fill the inside of the container a2 in the predetermined
region has the same identification information as the
neighboring blocks a1. Further, corresponding to the
number of eliminated blocks a1 in the sub game and the
number of second betting, a predetermined number of
coins are paid out.

[0072] Here, in this embodiment, in executing the sub
game, the number of first betting and the number of sec-
ond betting are summed and, at the same time, the
number of eliminated blocks a1 in the main game and
the number of eliminated blocks a1 in the sub game are
summed up so as to collectively perform the payout of
the coins with respect to the main game and the sub
game after the finishing of the sub game.

[0073] Next, the summary of a control operation of the
CPU21 of the main control circuit 20 is explained in con-
junction with flowcharts shown in Fig. 3 and Fig. 4.

(Main processing)

[0074] Fig. 3 shows a main processing routine of the
gaming machine 1, wherein when a power source is
supplied to the gaming machine 1, the main processing
routine is called out and the main processing is executed
by the CPU 21, first of all, in this main processing, the
CPU 21 executes the initial setting such as the admis-
sion of RAM access, the back up restoring processing
and the initialization of a working area (step S1). Next,
the CPU 21 displays a demonstration screen on the dis-
play region 3a of the liquid crystal display device 3 (step
S2), and determines whether the game is to be started
or not (step S3). Here, the CPU 21 determines that the
game is started when the 1 bet switch 6, the maximum
bet switch 7 or the repeat bet start switch 10 is manip-
ulated by pushing in the case that the coins are inserted
in the gaming machine 1 or the coins are credited to the
inside of the gaming machine 1.

[0075] Whenthe CPU 21 does notdetermines thatthe
game is started in the processing of the above-men-
tioned step S3, the flow again returns to the processing
of step S2, while when the CPU 21 determines that the
game is started, the game processing which performs
the special effect, the main game or the sub game is
executed (step S4). This gaming processing is ex-
plained in detail later.

[0076] Next, the CPU 21 determines whether the ma-
nipulation to cut the supply of power source to the gam-
ing machine 1 from the outside is performed or not (step
S5), when the CPU 21 determines that the power-
source-cutting manipulation is performed, the CPU 21
cuts the supply of the power source to the gaming ma-
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chine 1 (step S6) and this sub routine is finished.
(Game processing)

[0077] Fig. 4 shows a game processing routine which
is called out and executed in the game processing in
step S4 in Fig. 3. When the game processing routine is
called out and executed, the CPU 21 determines wheth-
er the first betting is performed or not by the pushing
manipulation of the 1 bet switch 6, the maximum bet
switch 7 or the repeat bet start switch 10 by the player
(step S11).

[0078] The CPU 21 repeats the processing of the step
S11 until the CPU 21 determines that the first betting is
performed. When the CPU 21 determines that the first
betting is performed, the CPU 21 stores the number of
first betting in a predetermined region of the RAM 23
(step S12). Then, the CPU 21 determines whether the
second betting is performed or not by the pushing ma-
nipulation of the second bet start switch 9 or the repeat
bet start switch 10 (step S13) . When the CPU 21 deter-
mines that the second betting is performed, the number
of second betting is added to the number of the first bet-
ting which is set in the predetermined region of the RAM
23 and sets the total number of bets and, at the same
time, sets a second betting execution flag in a predeter-
mined region of the RAM 23 (step S14). Here, when the
second betting is not performed, the above-mentioned
number of the first betting directly becomes the total
number of bets.

[0079] When the processing in step S14 is finished
and the CPU 21 determines that the second betting is
not performed in the processing of the step S13, the
CPU 21 determines whether the game is started or not
by the pushing manipulation of the start switch 8, the
second bet start switch 9 or the repeat bet start switch
10 (step S15).

[0080] The CPU 21 repeats the processing of the step
S15 until the CPU 21 determines that the game is start-
ed. When the CPU 21 determines that the game is start-
ed, the CPU 21 executes the internal lottery processing
(step S16). Inthisinternal lottery processing, the CPU 21
determines whether the second betting execution flag
is set in the predetermined region of the RAM 23 due to
the processing of the step S14. When the CPU 21 de-
termines that the second betting execution flag is set,
the CPU 21 allows the random number generating part
24 to generate the random number and samples an add-
ed-value-determining randomnumber value for deter-
mining which is to be executed between the special ef-
fect and the sub game. Further, by collating the added-
vale-determining random value with a second betting ta-
ble, the CPU 21 determines to execute either one of the
special effect and the sub game with respect to the sec-
ond betting.

[0081] Further, in this internal lottery processing, the
CPU 21 allows the random number generating part 24
to generate the random numbers and samples an elim-
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ination-number-determining random number value
which determines the number of the eliminated blocks
a1l in the main game and the sub game and an image-
determining random number value for determining an
image of the blocks a1 displayed in the display region
3a of the liquid crystal display device 3 in the main game
the sub game and the special effect. Here, although the
elimination-number-determining random number value
and the image-determining random number value for
the main game are always sampled, the elimination-
number-determining random number value and the im-
age-determining random number value for the sub
game are sampled only when the execution of the sub
game is determined, while the image determining ran-
dom number value for the specific effect is sampled only
when the execution of the special effect is determined.
[0082] Further, the CPU 21 determines the number of
blocks a1 to be eliminated in the main game or the sub
game by collating the elimination-number-determining
randomnumber value with a probability lottery table, se-
lects an image table corresponding to the determined
elimination number of blocks a1, and determines the im-
age of the blocks a1 to be displayed by collating the im-
age-determining random number value with the select-
ed image table. Here, in the image table, a background
image or a character image is made to correspond to
the image of the block a1 and hence, when the image
of the blocks a1 is determined, the background image
or the characterimage which is displayed simultaneous-
ly with the image of the blocks a1 is also determined.
[0083] Next, the CPU 21 executes the game execu-
tion processing (step S17). In this game execution
processing, the CPU 21 supplies the data of the image
of the blocks a1 determined in the processing of the step
S16 and the data of the image displayed on the display
region 3a of the liquid crystal display device 3 in the main
game, the sub game or the special effect, and the data
of sound outputted from the speakers 14L, 14R in con-
formity with the image display to the group of the inter-
face circuits 26, and operates the liquid crystal display
device 3 and the speakers 14L, 14R so as to execute
the main game, the sub game or the special effect.
[0084] Then, when a predetermined game execution
time elapses, the CPU 21 executes the prize awarding
processing (step S18). In this prize awarding process-
ing, the CPU 21 reads out the elimination number de-
termined in the internal lottery processing of the step
S16 and the total betting number which is decided by
the processing of the step S12 or the step S14 from the
predetermined region of the RAM 23, multiplies the elim-
ination number and the total betting number, and sets
the multiplied number in a predetermined region of the
RAM 23 as the number of coins to be paid out from the
payout device 29. Further, the CPU 21 outputs a payout
start command signal to the payout device 29 so as to
drive the payout device 29 and the payout device 29
pays out the coins. Thereafter, when the payout number
of coins detected by the payout coin sensor 30 agrees
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with the payout number set in the predetermined region
of the RAM 23, the CPU 21 outputs a payout completion
command signal to the payout device 29 and hence, the
payout device 29 finishes the payout of the coins. Here,
when the elimination number is "0", the payout number
from the payout device 29 also becomes "0". When this
processing is finished, the sub routine is finished.

[Explanation of display screen]

[0085] Here, assuming an actual gaming situation us-
ing the gaming machine 1 of this embodiment, display
modes on the display region 3a of the liquid crystal dis-
play device 3 in the main game, the special effect and
the sub game are explained using Fig. 5A to Fig. 25.

(Main game)

[0086] As shown in Fig. 5A and Fig. 5B, in the main
game, when the game is started, the container a2 which
is capable of accommodating the blocks a1 is displayed
on the center of the display region 3a, and the blocks
a1 fall into the inside of the container a2 from above.
The falling pattern of the blocks a1 may be a pattern
shown in Fig. 5A in which a plurality of blocks a1 which
are arranged in an array fall in the inside of the container
a2 or a pattern shown in Fig. 5B in which one or a plu-
rality of blocks a1 fall in a scattered manner.

[0087] Further, finally the inside of the container a2 is
filled with the blocks a1 with no gap as shown in Fig. 6.
Here, assuming the inside of the container a2 as a pre-
determined region, when the blocks a1 are accommo-
dated in the inside of the predetermined region without
any gap, 35 pieces of blocks a1 in total which are ar-
ranged in five columns vertically and seven rows later-
ally are housed in the predetermined region in an ar-
ranged manner. Further, in such a state that the inside
of the container a2 which constitutes the predetermined
region is filled with the blocks a1, when the blocks a1
which are marked with the same identification informa-
tion are arranged next to each other in the upper and
lower direction or in the left and right direction, the
blocks a1 are displayed in an emphasized manner and,
thereafter, the blocks a1 are eliminated as shown in Fig.
7.

[0088] Here, onrespective blocks a1, any one of sev-
en kinds of identification information consisting of "7",
"A", "B", "C", "BAR", "triangle symbol", "star symbol" is
marked. Further, when the arrangement of the blocks
a1 in the inside of the container a2 is set such that the
rows are referred to as first to seven rows in order from
the bottom and the columns are referred to as first to
fifth columns in order from the left, in Fig. 6 and Fig. 7,
three blocks a1 marked with "7" are arranged in the third
row, two blocks a1 marked with "7" are arranged in the
third column, and two blocks a1 marked with the "BAR"
are arranged in the fifth row. These blocks a1 are elim-
inated after the emphasized display.
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[0089] When the blocks a1 are eliminated in this man-
ner, in the space which becomes empty due to the elim-
ination of the block a1, the blocks a1 arranged above
the empty space fall into the empty space so as to fill
the empty space and a space is formed on an upper
portion side of the container a2. Then, the blocks a1
again fall into the newly formed space from above the
container a2 and, thereafter, as shown in Fig. 9, the in-
side of the container a2 is filled with the blocks a1 with-
out any gap.

[0090] In Fig. 9, two blocks a1 marked with "B" which
are arranged in parallel in the second row and two
blocks a1 marked with "star shape" which are arranged
in parallel in the fourth row are displayed in an empha-
sized manner. Further, in Fig. 9, the blocks a1 marked
with "WILD" are displayed in an emphasized manner on
the second column and the seventh row as well as on
the fifth column and the sixth row, wherein these blocks
a1 marked with "WILD" and the blocks a1 which are ar-
ranged in parallel on the left and right sides as well as
on the upper and lower sides of the these blocks a1
marked with "WILD" are also displayed in an empha-
sized manner. This is because that the block a1 marked
with the identification information "WILD" constitutes a
special block which is considered to have the same
identification information as the blocks a1 which are ar-
ranged next to the special block a1 in the left and right
direction as well as in the upper and lower direction.
[0091] The blocks a1 which are displayed in an em-
phasized manner as described above are, thereafter,
eliminated as shown in Fig. 10. Then, as shown in Fig.
11, in an empty space defined due to the elimination of
the blocks a1, the blocks a1 above the empty space fall
whereby a space is formed above an upper side of the
container a2. The blocks a1 again fall into the newly
formed space from above the container a2 and hence,
the inside of the container a2 is again filled with the
blocks a1 without gaps as shown in Fig.12. In Fig. 12,
in all blocks a1, there exists no block a1 which has the
same identification information on a surface thereof with
the blocks a1 which are arranged next to the former
block a1 in the left and right direction as well as in the
upper and lower direction. In this manner, with respect
to any block a1, when the identification information on
the surface of the block a1 becomes different from the
identification information on the surfaces of the neigh-
boring blocks a1, the main game is finished.

[0092] The above-mentioned main game uses eight
kinds in total of blocks a1 which are constituted of usual
blocks a1 marked with seven kinds of identification in-
formation consisting of "7","A", "B", "C", "BAR", "triangle
symbol", "star symbol" and the special block a1 which
marks the identification information "WILD". Further,
with the use of the blocks a1 which are marked with iden-
tification information "DLIW" as the second special
block, it is possible to execute a main game which differs
from the above-mentioned main game with respect to
the elimination pattern of the blocks a1.
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[0093] That is, in the above-mentioned main game,
the block a1 which is marked with "WILD" is eliminated
simultaneously with the neighboring blocks a1 which are
arranged next to the block 1a in the left and right direc-
tion as well as in the upper and lower direction. In place
of such an elimination pattern, the block a1 which is
marked with "WILD" is not eliminated and only the
neighboring blocks a1 which are arranged next to the
block 1a in the left and right direction as well as in the
upper and lower direction are eliminated. Further, when
the block a1 which is marked with "DLIW" is arranged
next to the block a1 which is marked with "WILD" in any
one of the left and right direction as well as in the upper
and lower direction, the block a1 which is marked with
"WILD" is eliminated together with the block a1 which is
marked with "DLIW".

[0094] For example, Fig. 13 shows a state in which
the game advances from the above-mentioned state
shown in Fig. 10 and the blocks a1 marked with "WILD"
and "DLIW" fall in the inside of the container a2. Here,
the block a1 marked with "WILD" is arranged on the fifth
column, the fourth row and the neighboring blocks a1
which are marked with "WILD" and are arranged next to
the blocks 1a in the left and right direction as well as in
the upper and lower direction are displayed in an em-
phasized manner. Then, as shown in Fig. 14, the blocks
a1l which are displayed in an emphasized manner are
eliminated. Then, in an empty space formed by the elim-
ination of the blocks 1a, the block a1 above the empty
space fall and a space is formed on an upper portion
side of the container a2. In this newly formed space, as
shown in Fig. 15, the blocks 1a again fall from above the
container a2, the inside of the container a2 is again filled
with the blocks 1a without any gap, and the blocks a1
which are newly arranged next to the block 1a on which
the "WILD" is marked in the left direction as well as in
the upper and lower direction are displayed in an em-
phasized manner and, thereafter, the emphasized
blocks a1 are eliminated.

[0095] In this manner, the block a1 marked with
"WILD" eliminates the neighboring blocks a1 which are
arranged next to the block a1 marked with "WILD" each
time the block a1 falls and moves to the first row which
constitutes the lowermost row. Then, after moving to the
first row, the block a1 marked with "WILD" continues to
eliminate the blocks a1 which fall to the left side and
above the block a1 marked with "WILD". Further, as
shown in Fig. 16, when the block a1 marked with "DLIW"
falls to the left side of the block a1 marked with "WILD",
not only the block a1 marked with "DLIW" which is ar-
ranged on the left side of the block a1 marked with
"WILD" and the block a1 marked with "DLIW" which is
arranged above the block a1 marked with "WILD" are
displayed in an emphasized manner but also the block
a1 marked with "WILD" per se is displayed in an empha-
sized manner and, thereafter, as shown in Fig. 17, all
three blocks a1 which are displayed in the emphasized
manner are eliminated.
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[0096] Then, the blocks a1 fall again and hence, the
inside of the container a2 is filled with the blocks a1 with-
out gaps and, as shown in Fig. 18, when the identifica-
tion information expressed on the surface of any block
a1 does not become equal to the identification informa-
tion expressed on the blocks a1 which are arranged
close the block, the main game is finished.

[0097] In this manner, by performing the main game
using the block a1 marked with "WILD" which eliminates
the neighboring blocks a1 in four directions while pre-
venting the elimination thereof and the block a1 marked
with "DLIW" which eliminates not only the block a1 itself
when the block a1 is arranged next to the block a1
marked with "WILD" in any one direction but also the
block a1 marked with "WILD", chances that the blocks
a1l are eliminated in the main game are increased and
hence, the possibility that the player enjoys the advan-
tageous playing state is increased whereby the expec-
tation that the player holds with respect to a result of the
game of the player can be enhanced.

(Special effect)

[0098] In the special effect shown in Fig. 19A, when
the effect is started, a container 2a which is capable of
accommodating the blocks a1 which are also displayed
in the main game is displayed at the center of the display
region 3ain an empty state. Then, as shown in Fig. 19B,
a portion of the container a2 which is displayed in the
display region 3a is gradually moved to an upper side
of the container a2 thus showing a state in which a mixer
a3 is contiguously formed on an upper end of the con-
tainer a2. Then, as shown in Fig.20A, finally, a state in
which the plurality of blocks a1 marked with identifica-
tion information on surfaces thereof are accommodated
in the inside of the mixer a3 and are agitated is dis-
played. In this manner, the player is informed of the fact
that the blocks a1 are supplied to the container 2a from
the mixer 3a. Then, a state in which the blocks a1
marked with "WILD" which constitute the special blocks
are charged in the inside of the mixer a3 is displayed
thus informing the player of the fact that the possibility
that the blocks a1 marked with "WILD" which are advan-
tageous for the player fall in the container 2a is in-
creased.

[0099] Next, as shown in Fig. 20B, a portion displayed
in the display region 3a is moved downwardly to the con-
tainer a2 from the mixer a3 and, finally, the empty con-
tainer a2 shown in Fig. 19A is displayed thus finishing
the special effect. After such a special effect, the game
is shifted to the above-mentioned main game and the
blocks a1 fall from above in the inside of the container
a2 which is empty at a point of time that the special effect
is finished (see Fig. 5).

[0100] In this manner, by displaying that the given
kinds of blocks a1 are newly added to the blocks a1
which fall in the inside of the container a2 as the special
effect before executing the main game, it is possible to
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inform the player of the fact that the possibility that the
newly-added given kinds of blocks a1 fall in the main
game is increased. That s, it is possible to give the new
information which the player cannot obtain when the
player performs only the first betting for simply executing
the main game to the player who performs also the sec-
ond betting as "a value". Specially, as exemplified in Fig.
20A, by adding the special blocks a1 advantageous for
the player, it is possible to provide the gaming state
which is apparently advantageous for the player who
performs the second betting and hence, it is possible to
surely recognize the player that the second betting is
not used wastefully. Accordingly, the special effect gives
animpetus to the player to positively perform the second
betting.

(Sub game)

[0101] The sub game is, as mentioned previously, ex-
ecuted after the finishing of the main game. In the sub
game, some of the blocks a1 which are left in the inside
of the container a2 without being eliminated in the main
game are eliminated so as to change the arrangement
of the blocks a1 which are packed inside the container
a2 and, at the same time, new blocks a1 are allowed to
fall in the container a2 thus reproducing the possibility
that the neighboring blocks a1 turn out to have the same
identification information marked on the surface of the
block a1 among the neighboring blocks a1.

[0102] Fig. 21 shows a state in which the main game
is completely finished and there is no falling of the blocks
a1 in the inside of the container a2. When the game as-
sumes such a state, on the display region 3a of the liquid
crystal display device 3, beside the container a2 which
is already displayed, a bug a4 which eats and eliminates
the special block a1 is displayed. Here, the sub game is
executed such that the blocks a1 marked with "A" are
specifically eliminated by the bug a4. Also in Fig. 21, the
identification information "A" which constitutes the iden-
tification information of the blocks a1 to be eliminated is
displayed on a surface of the bug a4.

[0103] Then, the above-mentioned bug a4 invades
and freely moves in the inside the container a2 and, as
shown in Fig. 22, eats and eliminates the blocks a1
marked with "A" among the blocks a1 which are posi-
tioned on a moving locus of the bug a4. Here, the sub
game may be executed such that the bug a4 moves eve-
ry corner of the container a2 so that all of the blocks a1
marked with "A" which are accommodated in the inside
of the container a2 are eliminated.

[0104] When the blocks a1 are eliminated in this man-
ner, as shown in Fig. 23, in empty spaces formed by the
elimination of the blocks a1, the blocks a1 above the
space fall in the empty space and fill the space, and a
space is formed on the upper side of the container a2.
Then, toward the newly formed space, the blocks a1 fall
again from above the container a2 and hence, the inside
of the container a2 is again filled with the blocks a1 with-



25

out gaps as shown in Fig. 24.

[0105] Here, two blocks a1 marked with "7" are ar-
ranged in parallel in the third row and, at the same time,
two blocks a1 marked with "A" are arranged in parallel
in the seventh row, and these blocks a1 are displayed
in an emphasized manner. In this manner, by allowing
the bug a4 to eat and eliminate the blocks a1, it is pos-
sible to form the space in the upper side of the container
a2 and to allow the new blocks a1 to fall in the inside of
the container a2. Further, the arrangement of the blocks
a1 accommodated in the inside of the container a2 is
changed thus giving rise to the possibility that the neigh-
boring blocks a1 have the same identification informa-
tion.

[0106] In this manner, the blocks a1 which have the
same identification information with the neighboring
blocks a1 and are displayed in an emphasized manner
are eliminated thereafter. Then, the above-mentioned
falling, stacking and elimination of the blocks a1 are re-
peated and, when none of the blocks a1 which are ac-
commodated in the inside of the container a2 has the
same identification information marked on the surface
thereof as the neighboring block a1, the sub game is
finished.

[0107] In this manner, according to the above-men-
tioned sub game, the blocks a1 which are not eliminated
in the main game are again eliminated using the bug a4
and hence, the number of blocks a1 which are eventu-
ally eliminated can be increased thus providing the gam-
ing situation advantageous for the player. Accordingly,
it is possible to allow the player to strongly recognize
that the second betting is not performed wastefully thus
allowing the player to positively perform the second bet-
ting. Further, there arises the possibility that the chain
constituted of falling, stacking and elimination of the
blocks 1a which is once finished in the main game is
again generated in the sub game and hence, it is pos-
sible to further encourage the player to perform the sec-
ond betting.

[0108] Here, in the above-mentioned example shown
in Fig. 21 to Fig. 24, as the blocks a1 to be eliminated
firstly at the beginning of the sub game, only the blocks
a1 of the specified kind (blocks a1 marked with "A") are
eliminated. However, the present invention is not limited
to such an example and all blocks a1 can be eliminated
in a randommanner.

[0109] For example, as shown in Fig. 25, when the
sub game is started, the bug a4 which eats and elimi-
nates any blocks a1 marked with any identification in-
formation is displayed on the display region 3a of the
liquid crystal display device 3, the bug a4 invades and
freely moves in the inside of the container a2 which is
already displayed in the display region 3a, and the bug
a4 eats and eliminates all blocks a1 positioned on the
moving locus thereof and hence, the blocks a1 accom-
modated in the inside of the container a2 can be elimi-
nated in a random manner.

[0110] Although the first embodiment of the present
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invention has been explained heretofore, only the spe-
cific example is illustrated and the embodiment does not
limit the presentinvention. That s, although this embod-
iment is mainly characterized by the gaming machine
which includes: display means which is capable of dis-
playing a predetermined game mode using plural kinds
of blocks on a screen; display controller which allows
the display means to display, as the predetermined
game mode, a game mode in which when the plural
kinds of blocks are displayed in a stacked manner within
a predetermined region of the screen and the blocks
which are arranged next to each other turn out to be the
same kind, the blocks which are arranged next to each
other are eliminated; and payout means which gives a
player the predetermined number of game mediums in
accordance with the number of blocks which are elimi-
nated on the display means, the designing of the specific
constitution and the control of the display means, the
display controller and the payout means can be suitably
changed.

[0111] Further, the first embodiment of the present in-
vention is also directed to the method for controlling
gaming machine for allowing a computer to realize the
display control function of allowing the display means to
display the game mode in which, when the plural kinds
of blocks are fallen in a stacked manner within a given
range of the screen of the display means and the blocks
which are arranged next to each other turn out to be the
same kind among the stacked blocks, the blocks which
are arranged next to each other are eliminated, and the
game medium giving function of giving a player the pre-
determined number of game mediums in accordance
with the number of blocks which are eliminated on the
display means. However, this program can be provided
in a form that the program is recorded in a recording
medium which the computer can read the program from
the recording medium. Alternatively, the program may
be stored in a predetermined server and is made com-
municable with a terminal via the Internet thus allowing
the terminal to realize the above-mentioned functions.

[0112] Further, the advantageous effects obtained by
the first embodiment of the present invention are merely
listed as the most preferable advantageous effects ob-
tained by the present invention and the advantageous
effects of the present invention are not limited by the first
embodiment of the present invention.

[Second Embodiment]

[0113] The gaming machine according to this embod-
iment includes: display means which is capable of dis-
playing a predetermined game mode on a screen; dis-
play controller which allows the display means to dis-
play, as the predetermined game mode, a first game
mode in which plural kinds of identification information
images are changeably displayed on the screen of the
display means and, thereafter, the identification infor-
mation images are stopped and displayed on the screen
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of the display means, and a second game mode in
which, provided that special identification information
image among the identification information images is
displayed in a stopped state on the screen of the display
means, when the plural kinds of blocks are displayed in
a stacked manner within a predetermined region of the
screen and when the blocks which are arranged next to
each other turn out to be the same kind, the blocks which
are arranged next to each other are eliminated; and pay-
out means which gives a player the predetermined
number of game mediums in accordance with the
number of blocks which are eliminated on the display
means to a player.

[0114] Further, the gaming machine may be config-
ured such that a control part in the inside of the gaming
machine functions as the display controller and allows
the display means which is constituted of a liquid crystal
display device (LCD), a CRT, a plasma display device
or the like to changeably display the plural kinds of iden-
tification information image with the manipulation of ma-
nipulation means. Further, the gaming machine is also
configure to perform a control to stop and display the
plural kinds of identification information image which are
changeably displayed based on the control performed
by the display controller.

[0115] Further, the display controller is configured to
perform a control such that in the case that the special
identification information image is displayed in a
stopped state on the display means or in the case that
the special identification information image is displayed
in a stopped state in a specified combination on the dis-
play means, when the neighboring blocks become the
same kind among the plural kinds of stacked blocks
which are displayed on the display region of the display
means, a special game mode in which the neighboring
blocks are eliminated is displayed.

[0116] Thatis, the gaming machine, in a usual gaming
state before allowing the display means to perform the
display of the special identification information image in
a stopped state, performs the game in a gaming state
which is performed using a conventional slot machine
or a conventional slot machine which includes stop
means for stopping the changeable display of the iden-
tification information.

[0117] Then, when the special identification informa-
tion image is displayed in a stopped state on the display
means or when the special identification information im-
age is displayed in a special combination in a stopped
state on the display means, the gaming state is shifted
to a special gaming state which is advantageous for the
player.

[0118] Further, in this special gaming state, the game
is performed in a gaming state which is completely dif-
ferent from the gaming state which is performed using
the conventional slot machine or the conventional slot
machine which includes stop means. That s, in this spe-
cial gaming state, the blocks which are displayed on the
display means are eliminated and the number of game
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mediums corresponding to the number of the eliminated
blocks are given to the player.

[0119] Further, the control part in the inside of the
gaming machine also functions as the payout means
and, in the usual gaming state, when the given identifi-
cation information image is displayed in a stopped state
on the display means in a given combination, performs
a control such that the number of game mediums cor-
responding to the identification information image dis-
played in a stop state are given to the player. Further,
the control part performs a control which gives the pre-
determined number of game mediums corresponding to
the number of eliminatedblock on the display means.
[0120] As the above-mentioned game mediums, in
addition to coins, medals or tokens, it is possible to use
cards in which the information on game values which
are given to the player or are expected to be given to
the player is stored. The function which is to be per-
formed by the payout means is substantially commonly
performed, that is, not only by the control part in the in-
side of the gaming machine but also by a payout device
of the game mediums and the like which are driven in
accordance with commands from the control part. Here,
when the game mediums are used in a form of electronic
information by displaying images which imitate coins or
medals on the display means without using the above-
mentioned actual game mediums, only the control part
of the gaming machine performs the function as the pay-
out means.

[0121] In this manner, according to the gaming ma-
chine of this embodiment, the rules to be observed in
playing the game completely differ between the usual
gaming state and the special gaming state and hence,
the game can allow the player to enjoy the game with
the novel gaming mode which has not been known here-
tofore and, at the same time, the game can imparts the
freshness thus enhancing the desire of the player to play
the game.

[0122] Further, the gaming mode displayed on the dis-
playmeans also differs between the usual gaming state
and the special gaming state and hence, the player nev-
er gets bored with the game using the gaming machine
and involves himself/herself in the game for a long time.
[0123] Further, in a special gaming state, since the
number of game mediums given to the player is
changed corresponding to the number of the eliminated
blocks and hence, the player performs the game while
looking for a block which has the same kind of identifi-
cation information as the neighboring block among the
stacked blocks whereby it is possible to attract the at-
tention of the player to the game.

[0124] Further, in the above-mentioned gaming ma-
chine, the gaming machine may include a betting means
for betting the gaming medium. Here, an amount of the
gaming mediums which is given to the player by the pay-
out means can be changed in response to the number
of game mediums which the player bets (hereinafter re-
ferred to as the number of betting) using the payout
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means.
[0125] In this case, with a will of the player, it is pos-
sible to increase or decrease the number of game me-
diums which is given to the player after the game and is
determined based on the number of blocks eliminated
on the display means in which the player cannot be in-
volved whereby the player can positively take partin the
game. Here, as the betting means, a bet switch or the
like which the player can manipulate is mounted on the
gaming machine and the control part may receive an
input from a bet switch .

[0126] As the timing for eliminating the blocks in the
display means, it is possible to adopt a point of time at
which the whole inside of the predetermined region is
filled with the stacked blocks or a point of time that the
block to be eliminated first is selected by the block se-
lection means described later after the whole inside of
the predetermined region is filled with the stacked
blocks.

[0127] By eliminating the blocks at such timing, a
space where the blocks are not present is partially
formed in the inside of the predetermined region where
the blocks are filled and hence, it is possible to exhibit
the mode in which the blocks are eliminated in a more
explicit manner to the player.

[0128] Further, it is possible to allow the player to
clearly recognize that each time the blocks are eliminat-
ed, the number of the game mediums to be given after
the game is added. Accordingly, the player's interest in
the game can be enhanced. Here, it is also possible that
the in a stage that whole inside of the predetermined
region is not filled with the stacked blocks, the blocks
arranged next to each other which turn out to be the
same kind are eliminated.

[0129] Further, in the special gaming state, as the
game mode which the display controller allows the dis-
play means to display, following the above-mentioned
mode in which the blocks are made to fall, are stacked
and are eliminated, in the space where the blocks are
eliminated, the blocks which are stacked above the
space are made to fall and are filled in the space, and
new blocks are made to fall in the space which is formed
by the fall of the blocks whereby the whole predeter-
mined region is filled with the blocks thus updating the
block arrangement. Accordingly, it is possible to se-
quentially display the mode in which when the neighbor-
ing blocks turn out to be the same kind in the block ar-
rangement after such updating, the neighboring blocks
are again eliminated.

[0130] In this manner, by sequentially updating the
block arrangement, the player cannot understand the
number of blocks which are eliminated until the game is
finished. Accordingly, the player continuously focuses
his/her attention to the display means and hence, the
player is continuously attracted by the game.

[0131] Further, the gaming machine is provided with
block selection means which, in the special gaming
state, selects given kinds of the blocks among the plural
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kinds of stacked blocks when the whole inside of the
predetermined region is filled with the stacked blocks
and eliminates the selected blocks. Here, as the block
selection means, a block selection switch which can be
manipulated by the player or the like may be mounted
on the gaming machine and an input from the block se-
lection switch may be received by the control part.
[0132] Here, the block selection means is not limited
to the above-mentioned block selection switch. For ex-
ample, the display means may be provided with a touch
panel function and the kind of the block to be eliminated
first maybe selected when the player touches the dis-
play means.

[0133] When the block selectionmeans has such a
configuration, the fact that the player touches the display
means is detected by the control part.

[0134] Due to such a constitution, in starting the spe-
cial gaming state, the player can freely select the kind
of the block to be eliminated first and hence, the player
can strongly perceive the sense of participation to the
game.

[0135] Further, depending on the kind of the blocks
selected here, the number of blocks to be eliminated in
series thereafter differs. Accordingly, the player selects
the kind of the block to be eliminated first while taking
the elimination of the blocks to be eliminated in series
hereinafter into consideration and hence, the player is
attracted to the game in the special gaming state.
[0136] The finishing of the game is set to a point of
time that, in the display means, when each one of all
stacked blocks becomes different from the neighboring
blocks in kind. In this manner, by setting the finishing of
the game to the point of time that there exists no possi-
bility that the blocks are eliminated, the player can also
easily understand the finishing of the game and hence,
the gaming machine can allow the player to clearly rec-
ognize the finishing of the game.

[0137] In this embodiment, with respect to the above-
mentioned blocks, the plural kinds of blocks are provid-
ed by marking different identification information consti-
tuted of characters including numerals, symbols, pat-
terns and the like to the blocks or by applying different
colors or shapes to the blocks.

[0138] Specially, according to the blocks of this em-
bodiment, it is sufficient to ensure the recognition of the
difference between the neighboring blocks, the shape
of the blocks is not limited a rectangular shape which is
generally expected as a shape of the blocks and may
be a circular shape, a triangular shape or any other
shape. Further, the above-mentioned identification in-
formation per se may be directly adopted as the shape
of the blocks.

[0139] As the identification information marked on the
blocks, it is preferable to use plural kinds of characters
or patterns which are equal to the identification informa-
tion images which are displayed changeably or in a
stopped state on the display means in the usual gaming
state.
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[0140] Due to such a constitution, it is possible to pro-
vide the relevancy between the gaming mode in the usu-
al gaming state and the gaming mode in the special
gaming state and hence, it is possible to allow the player
to enjoy the game without feeling discomfort in playing
the game.

[0141] Further, it is possible to adopt one of the
above-mentioned plural kinds of blocks as a special
block which has a function of eliminating all blocks which
are arranged next to the special block. That is, it is pos-
sible to provide the special block which is considered as
a block which is the same kind as the neighboring
blocks. Here, such a function of eliminating all the neigh-
boring blocks may be provided not only with respect to
one kind of blocks but also with respect to the plural
kinds of blocks thus providing the special blocks in the
plural kinds of blocks respectively.

[0142] With the provision of the special block which is
capable of eliminating all blocks which are arranged
next to the special block in this manner, when the special
block falls on the display means, a large number of
blocks are eliminated and hence, the player can acquire
alarge number of game mediums. Accordingly, the play-
er expects the falling of this special block and hence,
the game can attract the player's attention to the falling
blocks and, at the same time, when the special block
actually falls, the expectation of the player to the result
of the game is enhanced thus allowing the player to en-
joy the game.

[0143] Further, also in the conventional gaming ma-
chine such as a conventional slot machine or a conven-
tional slot machine which includes the above-mentioned
stop means which affords the winning when a predeter-
mined number of identification information of the same
kind are arranged in parallel, there exists the special
identification information which is considered as the
identification information equal to the neighboring iden-
tification information different from the identification in-
formation of the gaming machine per se. Since the
above-mentioned special block performs a function sim-
ilar to the function of the special identification informa-
tion. Accordingly, while the game mode developed on
the display means is novel, it is possible to allow the
player to easily understand the function of the above-
mentioned special block and allows the player to feel
familiarity with the game.

[0144] Further, the special block per se can be elimi-
nated together with the blocks which are arranged next
to the special block. By eliminating the special block with
the blocks which are eliminated by the special block, the
special block is eliminated after performing the function
only once and hence, the number of blocks which can
be eliminated at a time can be limited to some extent
using the special block. Accordingly, while providing a
gaming state which is advantageous for the player using
the special block, it is possible to prevent the game from
becoming easy due to the elimination of the excessively
large number of blocks at a time.
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[0145] On the other hand, it is possible to provide a
mode in which when the above-mentioned special block
is arranged next to a second special block which is ca-
pable of eliminating the special block, the special block
can be eliminated together with the second special
block. [0141]

[0146] In this case, unless the second special block
falls on the displaymeans, the special block continues
to eliminate the large number of blocks which fall there-
after and hence, the number of the game mediums
which the player can obtain can be increased thus pro-
viding the gaming state which is extremely advanta-
geous for the player.

[0147] Accordingly, the expectation of the player on a
result of the game is further enhanced whereby the gam-
ing machine can attract the player to the game.

[0148] Here, a control part in the inside of the gam-
ingmachine which functions as the above-mentioned re-
spective means includes a CPU, a memory which stores
a gaming program for the whole game and a program
which allows the above-mentioned respective means to
function and the like and controls the whole game in the
gaming machine.

[0149] Further, in the above-mentioned embodiment,
the explanation has been made with respectto the game
which is played using a gaming machine actually in-
stalled in a gaming arcade or the like. However, the
present invention may be directed to a method for con-
trolling gaming machine for allowing a computer to re-
alize a display control function inwhichdisplaymeans is
allowed to changeably display plural kinds of identifica-
tion information images and, and in the case that a spe-
cial identification information image is displayed in a
stopped state, when the neighboring blocks become the
same kind among the plural kinds of stacked blocks dis-
played on a display region of the display means, the dis-
play means is allowed to display a special game mode
which eliminates the neighboring blocks, a block selec-
tion function in which upon receiving a manipulation of
a player, given kinds of blocks are selected among the
stacked blocks and the selected blocks are eliminated,
and a gaming medium giving function which gives a pre-
determined number of game mediums to the player cor-
responding to the number of blocks which are eliminated
on the display screen.

[0150] Further, by executing this program using suit-
able means, anyone can enjoy the game which gives an
interest which has been not known without attending to
a gaming arcade.

[0151] Further, such a program can be provided in a
form that the program is stored in a recording medium
which a computer can read or in a form that the program
is stored in a given server and the server is made com-
municable with terminals via the Internet whereby users
can enjoy the game having the interest at the terminals.
[0152] Hereinafter, the second embodiment is specif-
ically explained in conjunction with the drawings. Here,
thegaming machine explained hereinafter uses coins as
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the game mediums.

[0153] Further, in the gaming machine explained
hereinafter, the explanation is made on the understand-
ing that the game which is played in the usual gaming
state is referred to as a usual game, a series of gaming
modes from the falling of blocks to the elimination of
blocks in the special gaming state is referred to as a
bonus game, and games which are played in the special
gaming state besides the bonus game are referred to
as sub games.

[Constitution of Gaming Machine]

[0154] Fig. 26 is a perspective view showing an ap-
pearance of the gaming machine 101 which constitutes
the second embodiment of the gaming machine accord-
ing to the present invention.

[0155] On a front surface of a cabinet 102 which con-
stitutes an overall profile of the gaming machine 101, a
liquid crystal display device 103 which constitutes a dis-
play unit is mounted. It is possible to perform various
types of displays using the whole display region 103a of
the liquid crystal display device 103.

[0156] A pedestal portion 104 which projects horizon-
tally is formed below the above-mentioned liquid crystal
display device 103, wherein a coin insertion opening
105 is formed in a right side of an upper surface portion
of the pedestal portion 104. Further, on a left side of the
above-mentioned coin insertion opening 105, a 1 bet
switch 106, a maximum bet switch 107, a start switch
108, a second bet start switch 109 and a repeat bet start
switch 110, a block selection switch 115 are provided.
[0157] The 1 bet switch 106 is a switch which is used
for betting the coins when the player plays the usual
game or the bonus game.

[0158] Each time the 1 bet switch 106 is manipulated
when the player pushes once, 1 coin is betted. Here, the
number of coins which are betted in one game is re-
ferred to as "first betting number". Further, an operation
to bet the coins (the playing mediums) to the game is
referred to as "first betting".

[0159] The maximum bet switch 107 is a switch which
allows the betting of the maximum number (for example,
3) of coins which can be bet to the game once to the
game with one pushing operation.

[0160] The start switch 108 is a switch which starts
the changeable display of the gaming mode on the liquid
crystal display device 103 with the pushing manipula-
tion.

[0161] Thatis, with the manipulation of the start switch
108 by pushing, in the usual gaming state, the display
of the gamingmode of the usual game is started, while
the display of the gaming mode of the bonus game is
started in the special gaming mode.

[0162] The second bet start switch 109 is a switch
which allows the betting of a predetermined number of
(for example, 1) coins to the sub game once with the
pushing manipulation and, at the same time, to start the
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display of the usual game, the bonus game or the sub
game on the liquid crystal display device 103. Here,
when the sub game is executed before the bonus game,
the display of the sub game is started with the pushing
manipulation of the second bet start switch 109, while
when the sub game is executed after the bonus game,
the display of the bonus game is started with the pushing
manipulation of the second bet start switch 109.
[0163] Further, in this embodiment, although the
number of coins which can be bet for one sub game is
preliminarily determined. However, in the same manner
as the usual game or the bonus game, the number of
coins which can be bet also in the sub game can be ar-
bitrarily selected by the player.

[0164] Further, the number of coins which are bet in
one sub game is referred to as "the second betting
number" and the betting of coins (game mediums) to the
sub game is referred to as "second betting".

[0165] The repeat bet start switch 110 is a switch
which allows the betting of the coins the number of which
is equal to the number of coins betted to the usual game
or the bonus game in the preceding time to the following
game with the pushing manipulation and, at the same
time, allows the betting of the coins to the sub game in
the same manner when the coins are betted to the sub
game besides the usual game or the bonus game, and
to allow the liquid crystal display device to start the dis-
play of the usual game, the bonus game or the sub
game.

[0166] The block selection switch 115 is a cruciform
switch which functions as block selection means for se-
lecting the block to be eliminated first among the plural
kinds of blocks displayed on the liquid crystal display
device 103 when the bonus game is started in the spe-
cial gaming state.

[0167] Then, in selecting the block which the player
wants to eliminate first in the bonus game, when the
stacked blocks fill the whole inside of the predetermined
region of the liquid crystal display device 103, the player
manipulates the block selection switch 115 so as to align
a block selection cursor 103c in the inside of the liquid
crystal display device 103 with the desired kind of block.
[0168] Further, in this embodiment, the 1 bet switch
106, the maximum bet switch 107, the second bet start
switch 109 and the repeat bet start switch 110 perform
functions as betting units, while the start switch 108, the
second bet start switch 109, the repeat bet start switch
110 perform functions as manipulation means which is
manipulated for starting the game.

[0169] On aleft side of the front portion of the pedestal
portion 104, a stored coin adjustment switch 111 which
changes over the credit/payout of the coin which the
player acquires in the game is provided. Due to the
changeover of this stored coin adjustment switch 111,
the coins are paid out from a coin payout opening 112
formed in a lower portion of the front surface of the cab-
inet 102 and, thereafter, the paid-out coins are reserved
in a coin receiving portion 113.
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[0170] Further, on the left and right side of an upper
portion of the front face of the cabinet 102, speakers
114L, 114R are mounted.

[Electrical Constitution of Gaming Machine]

[0171] Fig. 27 is a block diagram showing the circuit
constitution which includes a main control circuit 120
which functions as a control part for controlling game
processing operations in the gaming machine 101 and
a peripheral device which is electrically connected with
the main control circuit 120.

[0172] As shown in the drawing, the main control cir-
cuit 120 includes a central processing unit (hereinafter
referred to as CPU) 121, a ROM (read only memory)
122, a RAM (random access memory) 123, a random
number generating part 124, groups of interface circuits
125, 126, and an input/output bus 127 which allows in-
putting and outputting of data signals or address signals
to and from the CPU 121.

[0173] To the above-mentioned group of interface cir-
cuits 125, the 1 bet switch 106, the maximum bet switch
107, the start switch 108, the second bet start switch
109, the repeat bet start switch 110, the stored coin ad-
justment switch 111 and the block selection switch 115
described previously are connected. Upon manipulating
the respective switches by pushing, detection signals
are supplied to the group of interface circuits 125.
[0174] Further, to the above-mentioned group of in-
terface circuits 125, a coin insertion sensor 128 which
detects the number of coins inserted into the coin inser-
tion opening 105 and a payout coin sensor 130 which
detects the_number of the coins paid out from the pay-
outdevice 129 are also connected. When the coins pass
the respective sensors 128, 130, the detection signals
are supplied to the group of interface circuits 125.
[0175] In this manner, the detection signals which are
supplied to the group of interface circuits 125 are con-
verted into given signals and, thereafter, are supplied to
the CPU 121 through the input/output bus 127.

[0176] The above-mentioned ROM 122 stores follow-
ing tables and control commands in the usual game, the
bonus game and the sub game besides programs and
data necessary for controlling the game executed by the
gaming machine 1 in the usual game, the bonus game
and the sub game. That is, the ROM 122 stores a usual
game probability lottery table which is used by reference
at drawing a lottery of win/lose of the game in he usual
game, "a probability lottery table" which is used by ref-
erence in determining the number of blocks a1 to be
eliminated in the bonus game or the sub game, "image
tables" which are provided corresponding to the number
of eliminated blocks a1 determined using "the probabil-
ity lottery table" by reference and is used by reference
in determining the image to be displayed on the display
region 103a of the liquid crystal display device 103 in
the bonus game, the sub game or a special effect, "a
second betting table" which is used by reference in de-
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termining which one of the special effect and the sub
game is to be executed with respect to the second bet-
ting, and various control commands to be transmitted to
respective peripheral devices and the like.

[0177] Here, data which is stored in the ROM 122 in-
cludes various image data such as the data of the sym-
bol image which shows a plural kinds of identification
information which are changeably displayed and are
displayed in a stopped state on the display region 103a
of the above-mentioned liquid crystal display device 103
when the usual game is executed, when the bonus
game or the sub game is executed, the image data of
the blocks a1 which fall and are stacked in the display
region 103a of the above-mentioned liquid crystal dis-
play device 103 when the bonus game or the sub game
is executed, the background image data which consti-
tutes a background in the display region 103a of the lig-
uid crystal display device 103 such as a container a2
and a mixer a3 described later, the characterimage data
which indicate characters such as a worm a4 described
later, the image data of a demonstration screen which
is displayed on the display region 103a of the liquid crys-
tal display device 103 when the game is not performed
in the gaming machine 101 and the like.

[0178] Specially, with respect to the image data of the
blocks a1, a plural kinds of data which differ in patterns
such as positions on which the respective blocks a1 fall,
positions on which the respective blocks a1 are stacked,
a positions at which the respective blocks a1 are elimi-
nated and the like are stored corresponding to the
number of blocks a1 to be eliminated.

[0179] Further, the above-mentioned data also in-
cludes sound data used in the game, the command data
for executing a program and the like.

[0180] By executing the above-mentioned program,
when the plurality of kinds of identification information
are changeably displayed on the display region 103a of
the liquid crystal display device 103 and the special
identification information is displayed in a stopped state,
the plural kinds of blocks a1 fall in the inside of the dis-
play region 103a and are sequentially stacked. Simul-
taneously, when the neighboring blocks a1 become the
same kind among the stacked blocks a1, it is possible
to allow the main control circuit 120 to realize a display
control function which displays a mode in which the
neighboring blocks a1 are eliminated on the display re-
gion 103a of the liquid crystal display device 103 and a
gaming medium giving function which supplies a prede-
termined number of coins to the player corresponding
to the number of blocks a1 to be eliminated on the dis-
play region 103a of the liquid crystal display device 103.
[0181] On the other hand, the RAM 123 is used as a
working area on which the respective programs stored
in the above-mentioned ROM 122 are executed.
[0182] The random number generating part 124 gen-
erates random numbers within a given range upon re-
ceiving a command for generating random numbers
from the CPU 121 and supplies signals which indicate
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the random-number values to the input/output bus.
[0183] The CPU 121 performs the arithmetic process-
ing by calling and executing the given programs from
the ROM 122 and performs controls such as a control
to transmit various image data, and the sound data as
electronic data based on a result of the arithmetic
processing and other controls.

[0184] In this manner, the CPU 121 functions not only
as the display control unit but also as a various units
such as the payout means and the like.

[0185] To the group of interface circuits 126, the im-
age data processor (hereinafter referred to as VDP)
131, the speakers 114L, 114R and the payout device
129 are connected.

[0186] Further, to the group of interface circuits 126,
drive signals and drive powers are supplied for control-
ling the above-mentioned respective devices in re-
sponse to a result of the arithmetic processing in the
CPU 21.

[0187] The above-mentioned VDP 131 is also con-
nected to a D/A converter 132 which supplies the image
data to the liquid crystal display device 103 after con-
verting the image data to image signals. The VDP 131
is a device which includes so-called sprite circuit, screen
circuit, a pallet circuit and the like and can perform var-
ious processing for displaying images on the liquid crys-
tal display device 103. That is, the VDP 131 performs a
display control with respect to the liquid crystal display
device 103.

[0188] Further,the VDP 131 is provided with a storage
medium (for example, a video RAM) which functions as
a buffer for displaying an image on the liquid crystal dis-
play device 103.

[0189] Here, by allowing a given memory region of the
storage medium to store the image data, the image is
displayed on the display region 103a of the liquid crystal
display device 103 at given timing.

[0190] That is, when the VDP 131 receives the vari-
ous image data supplied from the ROM 122, based on
this image data, the VDP 131 generates the digital im-
age signal for allowing the liquid crystal display device
103 to display the image.

[0191] Further, the VDP 131 stores the generated dig-
ital image signal in the buffer sequentially and supplies
the image signal to the D/A converter 132 at given tim-
ing.

[0192] The D/A converter 132 supplies the digital im-
age signal to the liquid crystal display device 103 after
converting the image data into the analogue image sig-
nal and hence, the image is displayed on the liquid crys-
tal display device 103.

[0193] The payout device 129 includes an accommo-
dating part which accommodates coins constituting
game mediums and a drive part which pays out the
coins. In response to a payout command supplied from
the CPU 121, the payout device 129 pays out a prede-
termined number of coins into a coin receiving part 113.
In this manner, the payout device 129 functions as the
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payout means in cooperation with the above-mentioned
CPU 121 and the like.

[0194] Here, although one arithmetic processing de-
vice which is constituted of the CPU 121 or the like is
used in this embodiment, the number of the arithmetic
processing devices is not limited to one. The arithmetic
processing device may include a main control circuit (a
main control part) which constitutes a main arithmetic
processing device and a sub control circuit (a sub con-
trol part) which constitutes the sub arithmetic processing
unit in charge of the display image. Further, the above-
mentioned ROM 122 and RAM 123 may be provided in
plural numbers respectively.

(Manner of operation of gaming machine)

[0195] The manner of the operation of the gaming ma-
chine 101 according to the second embodiment which
has the above-mentioned constitution is explained here-
inafter.

[0196] In the gaming machine 101 of this embodi-
ment, first of all, in the usual gaming state, the player
bets the coins by manipulating the 1 bet switch 106 or
the maximum bet switch 107 by pushing and hence, the
usual game becomes ready for execution.

[0197] Here, when the player manipulates the start
switch 108 by pushing, the usual game is started. Alter-
natively, when the player manipulates the repeat bet
start switch 110 by pushing, the usual game is started.
[0198] When the usual game is started, based on the
control performed by the CPU 121, an image having
nine display windows 103b which are arranged in a
3-row x 3-column matrix array is displayed on the dis-
play region 103a of the liquid crystal display device 103
and the plural kinds of identification information are re-
spectively changeably displayed in these respective dis-
play windows 103b.

[0199] Then, when a giventime elapses, based on the
control performed by the CPU121, the identification in-
formation which are changeably displayed in the re-
spective display windows 103b are displayed in a
stopped state.

[0200] Here, when the identification information are
displayed in a stopped state that three same identifica-
tion information are arranged in parallel on any one line
out of eight lines which extend in the longitudinal, lateral
and oblique directions and are displayed in the display
region 103a of the liquid crystal display device 103, the
player receives "winning", while when three same iden-
tification information are not displayed in a stopped state
in which the identification information are arranged in
parallel on any one line, the player receives "losing" and
one usual game is finished.

[0201] Then, when the player receives "winning" in
this usual game, the number of coins corresponding to
the kinds of three identification information arranged in
parallel in a stopped state are paid out.

[0202] Further, when three identification information
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which are displayed in a stopped state where the iden-
tification information are arranged in parallel turn out to
be the special identification information or when at least
one special identification information is displayed in a
stopped state among the identification information dis-
played in a stopped state, the gaming state is shifted
from the usual gaming state to the special gaming state
which is a gaming state advantageous for the player.
[0203] In the special gaming state, a chance to per-
form the first betting and the second betting before start-
ing the game is given to the player and when the player
performs the first betting, the bonus game becomes
ready for execution. Then, when the player performs the
secondbetting, the special effect is executed before the
bonus game is started or the sub game becomes ready
for execution following the above-mentioned bonus
game.

[0204] In the bonus game, first of all, the container a2
is displayed on the display region 103a of the liquid crys-
tal display device 103 and the mode in which the blocks
a1 fall in the inside of the container a2 and are sequen-
tially stacked is displayed.

[0205] The blocks a1, assuming the inside of the con-
tainer a2 as the predetermined region, fall until the
whole predetermined region is filled with the blocks a1.
[0206] Here, although the image in which the blocks
a1 fall sequentially in the inside of the container a2 and
fully fill the container a2 is displayed, in place of such a
display, itis possible to display an image of the container
a2 which is already fully filled with plural kinds of blocks
a can be also displayed.

[0207] On surfaces the blocks a1, identification infor-
mation constituted of characters, symbols or patterns
which respectively include numerals are marked and the
inside of the container a2 is fully filled with the blocks a1.
[0208] As an initial state, the block selection cursor
103c is displayed in a state that the block selection cur-
sor 103c surrounds only one block a1 out of the blocks
a1 which fully fill the inside of the container a2.

[0209] Then, with the manipulation of the block selec-
tion switch 115, the player can move the block selection
cursor 103c on the kind of block a1 which the player de-
sires thus selecting one block a1.

[0210] Thereafter, the bonus game is started when
the player manipulates the start switch 108 or the sec-
ond bet start switch 109 by pushing or, alternatively, the
bonus game is also started when the player manipulates
the repeat bet start switch 110 by pushing.

[0211] When the bonus game is started, first of all, all
blocks a1 which are same kind as the block a1 selected
by the manipulation of the block selection switch 115 are
simultaneously eliminated.

[0212] Further, in the bonus game, as another initial
state when the inside of the container a2 is fully filled
with the blocks a1, it is possible to display selectable
frames 103d which respectively surround seven blocks
a1 which are arbitrarily determined among the blocks
a1 which fully fill the inside of the container a2. In this
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case, the block selection cursor 103c is also displayed.
[0213] When the selectable frames 103d and the
block selection cursors 103c are displayed, the player
can move the block selection cursor 103c to the desired
selectable frame 103d by manipulating the block selec-
tion switch 115 and, thereafter, the player can select one
block a1 surrounded by the selectable frame 103d by
manipulating the start switch 108.

[0214] Then, the player can move the block selection
cursor 103c to another desired selectable frame
103dbymanipulating the block selection switch 115 and,
thereafter, the player can select the second block a1 by
manipulating the start switch 108 again.

[0215] Thereafter, the player continuously moves the
block selection cursor 103c and manipulates any one of
the start switch 108, the second bet start switch 109, the
repeat bet start switch 110 by pushing so as to select
the third block a1.

[0216] Then, the bonus game is started with such a
switching operation.

[0217] In this manner, the player is entitled to freely
select three desired blocks a1 among the blocks a1 sur-
rounded by seven arbitrarily determined selectable
frames 103d and, when the third block a1 is selected,
three selected blocks a1 are simultaneously eliminated.
[0218] Here, in the space from which the blocks a1
are eliminated, the blocks a1 stacked above the space
fall and hence, the space is filled with the fallen blocks
al. Thereafter, in a space which is newly formed in the
inside of the container a2, the blocks a1 fall again thus
allowing the inside of the container a2 to be fully filled
with the blocks a1 again.

[0219] Inthis manner, among the blocks a1 which fully
fill the inside of the container a2, the blocks a1 which
have the same identification information as the neigh-
boring blocks a1 are eliminated and, in the space formed
by the elimination of the blocks a1, the blocks a1 which
are stacked above the space again fall and fill the con-
tainer a2.

[0220] Thereafter, in a space which is newly formed
in the inside of the container a2, the blocks a1 fall again
and the inside of the container a2 is again fully filled with
the blocks a1.

[0221] In this manner, the arrangement of the blocks
a1l in the inside of the container a2 is updated succes-
sively. With respect to the arrangement of the blocks a1
after updating, when the identification information of the
block a1 becomes equal to the identification information
of the neighboring blocks a1, the block a1 is eliminated
each time.

[0222] Inthe bonus game, a cycle consisting of falling,
stacking and elimination of the blocks a1 is repeated,
and when none of the blocks a1 which fill the container
a2 has the same identification information as the neigh-
boring block a1, the bonus game is finished.

[0223] Further, corresponding to the number of elim-
inated blocks a1 in the bonus game and the number of
first betting a predetermined number of coins are paid
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out.

[0224] The special effect starts when the player, for
playing the bonus game, bets the coins by pushing the
1 bet switch 106 or themaximumbet switch 107 by push-
ing and, thereafter, manipulates the second bet start
switch 109 by pushing or when the repeat bet start
switch 110 is manipulated by pushing when the second
betting is performed in the preceding game. Then, the
bonus game starts following this special effect.

[0225] When the special effect starts, the container a2
which is displayed also in the above-mentioned bonus
game is displayed in an empty state on the display re-
gion 103a of the liquid crystal display device 103. There-
after, an upper side of the container a2 which is disposed
outside a frame of the display region 103a at the begin-
ning and can not be observed is displayed, a mixer a3
which is contiguously formed above the container a2 is
displayed, and a mode in which a large number of blocks
alis accommodated in the inside of the mixer a3 is dis-
played.

[0226] In this manner, the blocks a1 which fall in the
inside of the container a2 in the bonus game are dis-
played in the mode in which a backstage that the blocks
a1l are supplied from the mixer a3 above the container
a2 is displayed and, thereafter, one or a plurality of new
blocks a1 are charged in the mixer a3 or the mode in
which one or a plurality of blocks a1 are taken out from
the mixer a3.

[0227] Here, there exists a large possibility that the
blocks a1 charged in the mixer a3 fall in the inside of the
container a2 in the bonus game, while there exists a
small possibility that the blocks a1 which are removed
from the mixer a3 fall in the inside of the container a2 in
the bonus game.

[0228] That is, in this special effect, the player is in-
formed of a fact that the probability that the given blocks
a1 fall in the inside of the container a2 is changed. Here,
it is also possible to display the mode in which the given
block a1 is charged or removed as an effect without
changing the falling probability of the given block a1.
[0229] The sub game starts, in the same manner as
the special effect, when the player bets the coins by
pushing the 1 bet switch 6 or the maximum bet switch
107 by pushing and, thereafter, manipulates the second
bet start switch 109 by pushing or when the repeat bet
start switch 110 is manipulated by pushing when the
second betting is performed in the preceding game. The
sub game starts following the main game.

[0230] When the sub game starts, from the inside of
the container a2 which is filled with the blocks a1 and is
displayed on the display region 103a of the liquid crystal
display device 103 when the bonus game is finished,
one or the plurality of blocks a1 are eliminated and,
thereafter, the cycle of falling, stacking and elimination
of the blocks a1 which is executed in the bonus game
is again started.

[0231] Then, in the same manner as the bonus game,
the sub game is finished when none of blocks a1 which
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fill the inside of the container a2 in the predetermined
region has the same identification information as the
neighboring blocks a1.

[0232] Thereafter, corresponding to the number of
eliminated blocks a1 in the sub game and the number
of second betting, a predetermined number of coins are
paid out.

[0233] Here, in this embodiment, in executing the sub
game, the number of first betting and the number of sec-
ond betting are summed and, at the same time, the
number of eliminated blocks a1 in the bonus game and
the number of eliminated blocks a1 in the sub game are
summed up so as to collectively perform the payout of
the coins with respect to the bonus game and the sub
game after the finishing of the sub game.

[0234] Next, the summary of a control operation of the
CPU 121 of the main control circuit 120 is explained in
conjunction with flowcharts shown in Fig. 28 and Fig. 31.

(Main processing)

[0235] Fig. 28 shows a main processing routine of the
gaming machine 101, wherein when a power source is
supplied to the gaming machine 101, the main process-
ing routine is called out and the main processing is ex-
ecuted by the CPU 121.

[0236] First of all, in this main processing, the CPU
121 executes the initial setting such as the admission of
RAM access, the back up restoring processing and the
initialization of a working area (step S101).

[0237] Next, the CPU 121 executes processing which
allows the display region 103a of the liquid crystal dis-
play device 103 to display a demonstration screen ther-
eon (step S102).

[0238] Next, the CPU 121 determines whether the
game is to be started or not (step S103).

[0239] Here, in this step S103, the CPU 121 deter-
mines that the game is started when the 1 bet switch
106, the maximum bet switch 107 or the repeat bet
switch 110 is manipulated by pushing in the case that
the coins are inserted in the gaming machine 101 or the
coins are credited to the inside of the gaming machine
101 and advances the processing to step S104 and,
when the CPU 121 determines that the game is not to
be started, the processing returns to the step S102 and
the display processing of the demonstration screen is
continued.

[0240] In step S104, the CPU 121 performs the fol-
lowing game processing.

[0241] After the game processing is executed, the
CPU 121 determines whether the manipulation to cut
the supply of power source to the gaming machine 101
from the outside is performed or not (step S105), when
the CPU 121 determines that the power-source-cutting
manipulation is performed, the CPU 121 cuts the supply
of the power source to the gaming machine 101 (step
S106) and this main routine is finished.

[0242] On the other hand, when the CPU 121 deter-
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mines that the power-source-cutting manipulation is not
performed, the processing returns to step S102 and the
processing for the demonstration screen display is per-
formed.

[Game processing]

[0243] Fig. 29 is a flow chart showing a sub routine of
the game processing (step S104) in the main process-
ing.

[0244] In this game processing, the CPU 121 deter-

mines whether the start switch 108 is manipulated or not
(step S107).

[0245] Here, when the CPU 121 determines that the
start switch 108 is manipulated, the CPU 121 performs
the usual game processing described later (S108), while
when the CPU 121 determines that the start switch 108
is not manipulated, the CPU 121 repeats the processing
in step S107 until the start switch 108 is manipulated so
as to maintain the standby state.

[0246] Next, the CPU 121 determines whether the
player receives the winning or not as a result of the usual
game processing.

[0247] Here, when the CPU 121 determines that the
player receives the winning as the result of the usual
game processing, the CPU 121 advances the process-
ing to step S110, while when the CPU 121 determines
that the player does not receive the winning, the CPU
121 finishes this sub routine and returns the processing
to step S105 in the main processing flow.

[0248] Instep S110,the CPU 121 determines whether
the winning in step S109 is the winning of the bonus
game or not.

[0249] Here, when the CPU 121 determines that the
winning in step S109 is the winning of the bonus game,
that is, when the CPU 121 determines that the special
identification information is displayed in a stopped state
in a specified combination in the display region 103a of
the liquid crystal display device 103, the CPU 121 per-
forms the bonus game processing described later.
[0250] On the other hand, when the CPU 121 deter-
mines that the winning in step S109 is not the winning
of the bonus game, that is, when the CPU 121 deter-
mines that the identification information other than the
special identification information is displayed in a
stopped state in a specified combination in the display
region 103a of the liquid crystal display device 103, the
CPU 121 performs the award giving processing which
pays out the number of coins corresponding to the win-
ning (step S112).

[0251] Further, in the award giving processing which
is performed after the bonus game processing is fin-
ished, the CPU 121 performs the processing to pay out
the number of coins corresponding to the number of the
blocks a1 eliminated in the bonus game.

[0252] Further, after the award giving processing is
finished, the CPU 121 finishes the sub routine and ad-
vances the processing to step S105 in the main process-
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ing flow.
[Usual game processing]

[0253] Fig. 30 is a flow chart showing the sub routine
of the usual game processing (S108) in the game
processing.

[0254] In this usual game processing, the CPU 121,
first of all, performs the lottery processing (S113).
[0255] Here, the CPU 121 transmits an instruction
command which allows the random number generating
device 124 to generate an arbitrary random number.
[0256] The random number generating device 124
generates the arbitrary random number in accordance
with the instruction command and stores the random
number in the RAM 123.

[0257] Thereafter, the CPU 121 refers to a usual
game probability lottery table stored in the ROM 122 and
collates the random number value stored in the RAM
123 and numerical values in the usual game probability
lottery table thus determining the winning or losing of
the usual game and identification information image da-
ta which is displayed on the liquid crystal display device
103 in this game.

[0258] Next, the CPU 121 changeably displays the
plural kinds of identification information on the display
region 103a of the liquid crystal display device 103
based on the identification information image data de-
termined in step S113 (step S114).

[0259] After performing this valuable display process-
ing for a given time, the CPU 121 performs the process-
ing for displaying the identification information corre-
sponding to the random number value generated in step
S113 on the display region 103a of the liquid crystal dis-
play device 103 in a stopped state (step S115). Then,
the sub routine is finished and the processing returns to
step S109 in the game processing flow.

[Bonus game processing]

[0260] Fig. 31 is a flow chart showing the sub routine
of the bonus game processing in the game processing.
[0261] In this bonus game processing, the CPU 121
determines whether the first betting is performed due to
the pushing manipulation of the 1 bet switch 106, the
maximum bet switch 107 or the repeat bet start switch
110 by the player (step S116).

[0262] The CPU 121 repeats the processing of the
step S111 until the CPU 121 determines that the first
betting is performed. When the CPU 121 determines
that the first betting is performed, the CPU 121 stores
the number of first betting in a predetermined region of
the RAM 123 (step S117) .

[0263] Then, the CPU 121 determines whether the
second betting is performed or not, by the pushing ma-
nipulation of the second bet start switch 109 or the re-
peat bet start switch 109 (step S118).

[0264] When the CPU 121 determines that the sec-
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ond betting is performed, the number of second betting
is added to the number of the first betting which is set
in the predetermined region of the RAM 123 and the
CPU 121 sets the total number of bets and, at the same
time, sets a second betting execution flag in a predeter-
mined region of the RAM 123 (step S119). Here, when
the second betting is not performed, the above-men-
tioned number of the first betting directly becomes the
total number of bets.

[0265] When the processing in step S119 is finished
or the CPU 121 determines that the second betting is
not performed in the processing of step S118, the CPU
121 executes the internal lottery processing (step
S$120).

[0266] Further, in this internal lottery processing, the
CPU 121 allows the random number generating part
124 to generate the random numbers and samples an
elimination-number-determining random number value
which determines the number of the eliminated blocks
a1l in the bonus game and the sub game and an image-
determining random number value for determining an
image of the blocks a1 displayed in the display region
103a of the liquid crystal display device 103 in the bonus
game and the sub game. Here, although the elimination-
number-determining random number value and the im-
age determining random number value for the main
game are always sampled, the elimination-number-de-
termining random number value and the image deter-
mining random number value for the sub game are sam-
pled only when the execution of the sub game is deter-
mined, while the image determining random number
value for the specific effect is sampled only when the
execution of the special effect is determined.

[0267] Further, the CPU 121 determines the number
of blocks a1 to be eliminated in the bonus game or the
sub game by collating the elimination-number-determin-
ing random number value with a probability lottery table,
selects an image table corresponding to the determined
elimination number of blocks a1, and determines the im-
age of the blocks a1 to be displayed by collating the im-
age-determining random number value with the select-
ed image table.

[0268] Further, in the image table which is selected at
this point of time, a background image or a character
image is made to correspond to the image of the block
a1l and hence, when the image of the blocks a1 is de-
termined, the background image or the character image
which is displayed simultaneously with the image of the
blocks a1 is also determined.

[0269] Here, the number of eliminated blocks a1 de-
termined at this point of time is changed depending on
the kind of the blocks a1 selected in the block selection
receiving processing described later and hence, the
numbers of elimination are determined respectively with
respect to all kinds of blocks a1 which can be selected,
and image tables corresponding to all numbers of elim-
ination are selected.

[0270] Next, the CPU 121 performs the block selec-

EP 1 600 905 A1

10

15

20

25

30

35

40

45

50

55

24

46

tion receiving processing (step S122).

[0271] In this block selection receiving processing,
the CPU 121 displays the cursor which surrounds one
block a1 on the liquid crystal display device 103 and,
when the player manipulates the block selection switch
15 within a given period (for example, five seconds), the
CPU 121 performs the processing to move the cursor
to other block a1 corresponding to the manipulation and,
thereafter, the CPU 121 advances the processing to
step S123.

[0272] On the other hand, when the block selection
switch 115 is not manipulated within the given period,
the CPU 121 advances the processing to step S123
without performing the processing to move the cursor.
[0273] In step S123, the CPU 121 determines wheth-
er the game is started or not by determining whether the
start switch 108, the second bet start switch 109 or the
repeat bet start switch 110 is manipulated by pushing or
not.

[0274] The CPU 121 repeats the processing in the
above-mentioned step S123 until the CPU 121 deter-
mines that the game is started. When the CPU 121 de-
termines that the game is started, the CPU 121 deter-
mines whether a second betting execution flag is set in
a predetermined region of the RAM 123 by the process-
ing in the above-mentioned step S119 or not. When the
CPU 121 determines that the second betting execution
flag is set, the CPU 121 allows the random number gen-
erating part 124 to generate the random number and
samples an added-value-determining random number
value for determining which game is to be executed be-
tween the special effect and the sub game. Further, the
CPU 121 collates the added-value-determining random
number value with the second betting table and deter-
mines which one is to be executed between the special
effect and the sub game with respect to the second bet-
ting.

[0275] Next, the CPU 121 executes the game execu-
tion processing (step S124). In this game execution
processing, the CPU 121 supplies the data of the image
of the blocks a1 determined in the processing of the step
S120 as well as the data of the image displayed on the
display region 103a of the liquid crystal display device
103 in the bonus game, the sub game or the special ef-
fect, and the data of sound outputted from the speakers
114L, 114R in conformity with the image display to the
group of the interface circuits 126 sequentially, and op-
erates the liquid crystal display device 103 and the
speakers 114L, 114R so as to execute the bonus game,
the sub game or the special effect.

[0276] Then, when a predetermined game execution
time elapses, the CPU 121 finishes the sub routine and
advances the processing to the step S112 in the game
processing flow.

[0277] In the award giving processing which is per-
formed after the bonus game processing is finished, the
CPU 121 reads out the number of eliminated blocks in
the bonus game and the total betting number which is
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determined in the above-mentioned step S116 or step
S118 from the predetermined region of the RAM 123,
and multiplies the number of eliminated blocks and the
total betting number, and sets the multiplied number to
a predetermined region of the RAM 123 as the number
of coins which can be paid out from the payout device
129.

[0278] Thereafter, the CPU 121 performs a control to
payout the number of coins set by the RAM 123 by out-
putting a payout start command signal thus driving the
payout device 129.

[0279] Thereafter, the CPU 121, when the payout
number of the coins detected by a payout coin sensor
130 agrees with the payout number of coins set in the
predetermined region of the RAM 123, outputs a payout
finishing command signal thus finishing the payout of
the coins from the payout device 129.

[Explanation of display screen]

[0280] Here, assuming an actual gaming situation us-
ing the gaming machine 1 of this embodiment, display
modes on the display region 103a of the liquid crystal
display device 103 in the bonus game, the special effect
and the sub game are explained using Fig. 32A to Fig.
52.

(Usual game)

[0281] As shown in Fig. 32A, in the usual game, im-
ages of nine display windows 103b which are arranged
in a 3-rowx3-column matrix are displayed on the display
region 103a and the plural kinds of identification infor-
mation are respectively changeably displayed in the re-
spective display windows 103b.

[0282] Then, when a predetermined time elapses, the
identification information which are changeably dis-
played in the respective display windows 103b are dis-
played in a stopped state in accordance with the control
performed by the CPU 121.

[0283] Here, as shown in Fig. 32B, when the identifi-
cation information are not displayed in a stopped state
in a state that three identification information having the
same kind are arranged on any one of eight lines which
are displayed in the inside of the display regions 103a
and extend in the vertical, lateral and oblique directions,
the player loses "loosing" and one usual game is fin-
ished.

[0284] On the other hand, when the identification in-
formation are displayed in a stepped manner in a state
that three identification information having the same
kind are arranged on at least one line out of the above-
mentioned eight lines, the player receives "winning" and
the number of coins corresponding to the kind of three
arranged identification information in a stopped state.
[0285] Here, as shown in Fig. 32C, when three iden-
tification information which are displayed in parallel in a
stopped state are special identification information
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(WILD), the player receives "big winning" and the gam-
ing state is shifted from the usual gaming state to the
special gaming state which is advantageous for the
player.

[0286] In this special gaming state, the bonus game
which is completely different from the usual game with
respect to the gaming mode is executed.

(Bonus Game)

[0287] As shown in Fig. 33A and Fig. 33B, in the bo-
nus game, when the game is started, the container a2
which is capable of accommodating the blocks a1 is dis-
played on the center of the display region 103a, and the
blocks a1 fall into the inside of the container a2 from
above. The falling pattern of the blocks a1 may be a pat-
tern shown in Fig. 33A in which the blocks a1 which can
be accommodated in the inside of the container a2 fall
in a collective manner at a time in the inside of the con-
tainer a2 or a pattern shown in Fig. 33B in which one or
a plurality of blocks a1 fall in a scattered manner.
[0288] Further, finally, the inside of the container a2 is
filled with the blocks a1 with no gap as shown in Fig. 34.
Here, assuming the inside of the container a2 as a pre-
determined region, when the blocks a1 are accommo-
dated in the inside of the predetermined region without
any gap, 35 pieces of blocks a1 in total which are ar-
ranged in five columns vertically and seven rows later-
ally are housed in the predetermined region in an ar-
ranged manner.

[0289] Here, the image in which the blocks a1 which
can be accommodated in the inside of the container a2
collectively fall and the container a2 is fully filled with the
blocks a1 as shown in Fig. 33A or the image in which
the blocks a1 sequentially fall in the inside of the con-
tainer a2 and the container a2 is fully filled with the
blocks a1 shown in Fig. 33B are displayed. However, in
place of such displays, it is possible to display an image
of the container a2 which is already filled with the plural
kinds of blocks a as shown in Fig. 34 at the time of start-
ing the bonus game.

[0290] Here, on respective blocks a1, any one of sev-
en kinds of identification information consisting of "7",
"A", "B", "C", "BAR", "triangle symbol", "star symbol" is
marked.

[0291] Further, in the explanation made hereinafter,
when the arrangement of the blocks a1 in the inside of
the container a2 is set such that the rows are referred
to as first to seven rows in order from the bottom and
the columns are referred to as first to fifth columns in
order from the left to the right.

[0292] Further, the block selection cursor 103c is dis-
played simultaneously.

[0293] Here, the block selection cursor 103c is dis-
played in a state that the block selection cursor 103c
selects the block a1 marked with "A" which is positioned
in the third column and the seventh row of the container
a2 as an initial state.
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[0294] Next, when the player manipulates the block
selection switch 115, as shown in Fig. 35, the block se-
lection cursor 103c is moved in response to such a ma-
nipulation.

[0295] Thereafter, when the player manipulates the
start switch 108, the second bet start switch 109 or the
repeat bet start switch 110 by pushing, the bonus game
is started.

[0296] Here, all blocks a1 marked with "B" which are
the same kind as the block a1 marked with "B" selected
by the block selection cursor 103c are displayed in an
emphasized manner and, thereafter, as shown in Fig.
36, all blocks a1 marked with "B" in the inside of the con-
tainer a2 are simultaneously eliminated.

[0297] Further, in the bonus game, as another initial
state in which the inside of the container a2 is fully filled
with the blocks a1, as shown in Fig. 37, among the
blocks a1 which fully fill the inside of the container a2,
the selectable frames 103dwhich respectively surround
seven blocks a1 which are arbitrary determined can be
displayed.

[0298] Here, seven blocks a1 consisting of the block
a1 marked with "C" which is arranged at the first column
and the first row of the container a2, the block a1 marked
with "B" which is arranged at the first column and the
fourth row of the container a2, the block a1 marked with
"C"which is arranged at the second column and the sec-
ond row of the container a2, the block a1 marked with
"BAR" which is arranged at the third column and the fifth
row of the container a2, the block a1 marked with "B"
which is arranged at the fourth column and the first row
of the container a2, the block a1 marked with "star sym-
bol" which is arranged at the fourth column and the third
row of the container a2 and the block a1 marked with
"star symbol" which is arranged at the fifth column and
the sixth row of the container a2 are displayed, in the
initial state, such that these seven blocks are respec-
tively surrounded by the selectable frames 103d.
[0299] Here, the block selection cursor 103c is also
displayed in a state that the block selection cursor 103c
selects the block a1 marked with "A" arranged at the
third column and the seventh row of the container a2.
[0300] Next, when the player manipulates the block
selection switch 115, as shown in Fig. 38, the block se-
lection cursor 103c is moved corresponding to the ma-
nipulation thereof.

[0301] Here,firstof all, the block selection cursor 103¢
moves to the block a1 marked with "star symbol" ar-
ranged at the fourth column and the third row.

[0302] Here, when the player manipulates the start
switch 108, the block a1 marked with "star symbol" at
the fourth column and the third row which is surrounded
by the selectable frame 103d is selected and displayed
in an emphasized manner.

[0303] Thereafter, when the player manipulates the
block selection switch 115 so as to allow block selection
cursor 103c to move to the block a1 marked with "C" at
the second column and the second row and, thereafter,
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the player again manipulates the start switch 108, the
block a1 marked with "C" arranged at the second col-
umn and the second row is selected and displayed in
an emphasized manner.

[0304] Further, when the player manipulates the block
selection switch 115 again so as to allow block selection
cursor 103c to move to the block a1 marked with "B" at
the fourth column and the first row and, thereafter, the
player manipulates any one of the start switch 108, the
second bet start switch 109 and the repeat bet start
switch 110 by pushing, the block a1 marked with "B" at
the fourth column and the first row is selected and dis-
played in an emphasized manner.

[0305] Then, the bonus game is started due to such
a switching manipulation and, at the same time, three
blocks a1 which are displayed in an emphasized man-
ner are simultaneously eliminated as shown in Fig. 39.
[0306] In this manner, when the blocks a1 are elimi-
nated, in the empty space which is formed by eliminating
the blocks a1, the blocks a1 arranged above the space
fall in the empty space to fill the space, while a space is
formed on the upper-side of the container a2. Then, the
blocks a1 again fall toward the newly formed space from
above the container a2 and the inside of the container
a2 is again filled with the blocks a1 without any gaps.
[0307] Further, in a state that, the inside of the con-
tainer a2 which constitutes a predetermined region is
filled with the blocks a1, when the blocks a1 marked with
the same identification information are arranged in par-
allel in the upper and lower direction or in the left and
right direction, these blocks a1 are displayed in an em-
phasized manner and, thereafter, are eliminated.
[0308] For example, when the inside of the container
a2 is fully filled with the blocks a1 in a display mode
shown in Fig. 40, three blocks a1 marked with "7" are
arranged in parallel in the third row, two blocks a1
marked with "7" are arranged in parallel in the third col-
umn, and two blocks a1 marked with "BAR" are ar-
ranged in parallel in the fifth column and hence, as
shown in Fig. 41, these blocks a1 are eliminated after
being displayed in an emphasized manner.

[0309] When the blocks a1 are eliminated in this man-
ner, as shown in Fig. 42, in the space which becomes
empty due to the elimination of the block a1, the blocks
a1l arranged above the empty space fall into the empty
space so as to fill the empty space and a space is formed
on an upper portion side of the container a2. Then, the
blocks a1 again fall into the newly formed space from
above the container a2 and, thereafter, as shown in Fig.
43, the inside of the container a2 is filled with the blocks
a1 without any gap.

[0310] Further, in Fig. 43, two blocks a1 marked with
"B" which are arranged in parallel in the second row and
two blocks a1 marked with "star shape" which are ar-
ranged in parallel in the fourth row are displayed in an
emphasized manner. Further, in Fig. 43, the blocks a1
marked with "WILD" are arranged on the second column
and the seventh row as well as on the fifth column and
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the sixth row, wherein these blocks a1 marked with
"WILD" and the blocks a1 which are arranged in parallel
on the left and right sides as well as on the upper and
lower sides of the block a1 are also displayed in an em-
phasized manner.

[0311] This is because that the block a1 marked with
the identification information "WILD" constitutes a spe-
cial block which is considered to have the same identi-
fication information as the blocks a1 which are arranged
next to the special block a1 in the left and right direction
as well as in the upper and left direction.

[0312] The blocks a1 which are displayed in an em-
phasized manner as described above are, thereafter,
eliminated as shown in Fig. 44. Then, as shown in Fig.
45, in an empty space defined due to the elimination of
the blocks a1, the blocks a1 above the empty space fall
in the empty space whereby a space is formed above
an upper side of the container a2. The blocks a1 again
fall into the newly formed space from above the contain-
er a2 and hence, as shown in Fig. 46, the inside of the
container a2 is again filled with the blocks a1 without
gaps.

[0313] InFig. 46, in all blocks a1, there exists no block
a1 which has the same identification information on a
surface thereof with the blocks a1 which are arranged
next to the former block a1 in the left and right direction
as well as in the upper and lower direction. In this man-
ner, with respect to any block a1, when the identification
information on the surface of the block a1 becomes dif-
ferent from the identification information on the surfaces
of the neighboring blocks, the bonus game is finished.
[0314] The above-mentioned bonus game uses eight
kinds in total of blocks a1 which are constituted of usual
blocks a1 which are marked with any one of seven kinds
of identification information consisting of "7", "A", "B",
"C","BAR", "triangle symbol", "star symbol" and the spe-
cial block a1 which marks the identification information
"WILD". Further, with the use of the block a1 which is
marked with identification information "DLIW" as the
second special block, it is possible to execute a bonus
game which differs from the above-mentioned bonus
game with respect to the elimination pattern of the
blocks a1.

[0315] That s, in the above-mentioned bonus game,
the block a1 which is marked with "WILD" is eliminated
simultaneously with the neighboring blocks a1 which are
arranged next to the block 1a in the left and right direc-
tion as well as in the upper and lower direction. In place
of such an elimination pattern, the block a1 which is
marked with "WILD" is not eliminated and only the
neighboring blocks a1 which are arranged next to the
block 1a in the left and right direction as well as in the
upper and lower direction are eliminated. Further, when
the block a1 which is marked with "DLIW" is arranged
next to the block a1 which is marked with "WILD" in any
one of the left and right direction as well as in the upper
and lower direction, the block a1 which is marked with
"WILD" is eliminated together with the block a1 which is
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marked with "DLIW".

[0316] For example, Fig. 47 shows a state in which
the game advances from the above-mentioned state
shown in Fig. 44 and the blocks a1 marked with "WILD"
and "DLIW" fall in the inside of the container a2.
[0317] Here, the block a1 marked with "WILD" is ar-
ranged on the fifth column, the fourth row and the neigh-
boring blocks a1 which are arranged next to the blocks
1a marked with "WILD" in the left and right direction as
well as in the upper and lower direction are displayed in
an emphasized manner.

[0318] Then, as shown in Fig. 48, the blocks a1 which
are displayed in an emphasized manner are eliminated.
Then, in an empty space formed by the elimination of
the blocks 1a, the block a1 above the empty space fall
and a space is formed on an upper portion side of the
container a2. In this newly formed space, as shown in
Fig. 49, the blocks 1a again fall from above the container
a2, the inside of the container a2 is again filled with the
blocks 1a without any gap, and the blocks a1 which are
newly arranged next to the block 1a on which the "WILD"
is marked in the left direction as well as in the upper and
lower direction are displayed in an emphasized manner
and, thereafter, the emphasized blocks are eliminated.
[0319] In this manner, the block a1 marked with
"WILD" eliminates the neighboring blocks a1 which are
arranged next to the block a1 marked with "WILD" each
time the block a1 falls and moves to the first row which
constitutes the lowermost row. Then, after moving to the
first row, the block a1 marked with "WILD" continues to
eliminate the blocks a1 which fall to the left side and
above the block a1 marked with "WILD".

[0320] Further, as shown in Fig. 50, when the block
a1l marked with "DLIW" falls to the left side of the block
a1 marked with "WILD", not only the block a1 marked
with "DLIW" which is arranged on the left side of the
block a1 marked with "WILD" and the block a1 marked
with "DLIW" which is arranged above the block a1
marked with "WILD" are displayed in an emphasized
manner but also the block a1 marked with "WILD" per
se is displayed in an emphasized manner and, thereaf-
ter, as shown in Fig. 51, all three blocks a1 which are
displayed in the emphasized manner are eliminated.
[0321] Then, the blocks a1 fall again and hence, the
inside of the container a2 is filled with the blocks a1 with-
out gaps and, as shown in Fig. 52, when the identifica-
tion information expressed on the surface of any block
a1l does not becomes equal to the identification infor-
mation expressed on the blocks a1 which are arranged
around the block, the bonus game is finished.

[0322] In this manner, by performing the bonus game
using the block a1 marked with "WILD" which eliminates
the neighboring blocks a1 in four directions while pre-
venting the elimination thereof and the block a1 marked
with "DLIW" which eliminates not only the block a1 itself
but also the block a1 marked with "WILD" when the
block a1 is arranged next to the block a1 marked with
"WILD" in any one direction, chances that the blocks a1
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are eliminated are increased in the bonus game and
hence, the possibility that the player enjoys the advan-
tageous playing state is increased whereby the expec-
tation that the player holds with respect to a result of the
game of the player can be enhanced.

[0323] Further, although not shown in the drawing, al-
so in this embodiment, it is possible to perform the spe-
cial effect and the sub effect which are explained in de-
tail in the first embodiment in conjunction with Fig. 20A
to Fig. 25B.

[0324] Although the second embodiment of the
present invention has been explained heretofore, only
the specific example is illustrated here and the embod-
iment does not limit the present invention. That is, al-
though the present invention is mainly characterized by
the gaming machine which includes: display means
which is capable of displaying the predetermined game
mode; display controller which allows the display means
to display, as the predetermined game mode, the first
game mode in which plural kinds of identification infor-
mation images are changeably displayed on the screen
of the display means and, thereafter, the identification
information images are stopped and displayed on the
screen of the display means, and the second game
mode in which, provided that special identification infor-
mation image among the identification information im-
ages is displayed in a stopped state on the screen of the
display means, when the plural kinds of blocks are dis-
played in the stacked manner within the predetermined
region of the screen and the blocks which are arranged
next to each other turn out to be the same kind, the
blocks which are arranged next to each other are elim-
inated; and the payout means which gives the predeter-
mined number of game mediums in accordance with the
number of blocks which are eliminated on the display
means, the designing of the specific constitution and the
control of the display means, the display controller and
payout means can be suitably changed.

[0325] Further, the second embodiment of the present
invention is also directed to the method for controlling
gaming machine for allowing the computer to realize: a
display control function of allowing the display means to
display a first game mode in which plural kinds of iden-
tification information images are changeably displayed
on the screen of the display means and, thereafter, the
identification information images are displayed in a
stopped state on the screen of the display means, and
a second game mode in which, provided that special
identification information image among the identification
information images is displayed in a stopped state on
the screen of the display means, when the plural kinds
of blocks are displayed within a predetermined region
of the screen in a stacked manner and the blocks which
are arranged next to each other turn out to be the same
kind, the blocks which are arranged next to each other
are eliminated; and a game medium giving function of
giving a player the predetermined number of game me-
diums in accordance with the number of blocks which
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are eliminated on the display means. However, this pro-
gram can be provided in a form that the program is re-
corded in a recording medium which the computer can
read the program. Alternatively, the program may be
stored in a predetermined server and is made commu-
nicable with a terminal via the Internet thus allowing the
terminal to realize the above-mentioned functions.
[0326] Further, the advantageous effects obtained by
the second embodiment of the present invention are
merely listed as the most preferable advantageous ef-
fects obtained by the present invention and the advan-
tageous effects of the present invention are not limited
by the first embodiment of the present invention.

Claims
1. A gaming machine comprising:

a display which is capable of displaying a pre-
determined game mode using plural kinds of
blocks on a screen;

a display controller which allows the display to
display the game mode in which when the plural
kinds of blocks are displayed in a stacked man-
ner within a predetermined region of the screen
and the blocks which are arranged next to each
other turn out to be the same kind, the blocks
which are arranged next to each other are elim-
inated; and

payout means which awards the predeter-
mined number of game mediums to a player in
accordance with the number of blocks which
are eliminated on the display.

2. A gaming machine according to claim 1, further
comprising, betting means for betting the game me-
diums, wherein the payout means changes an
amount of the game mediums awarded to the player
in response to the number of bets.

3. A gaming machine according to claim 1, wherein
the display controller sets the timing that the blocks
are eliminated in the display to a point of time that
the stacked blocks fill the whole inside of the pre-
determined region.

4. A gaming machine according to claim 1, wherein
the display controller allows the display to sequen-
tially display:

(a) forming a space by eliminating the blocks;
(b) moving blocks next to the space toward the
space;

(c) forming a new space by the movement of
the blocks;

(d) updating the block arrangement of the
whole predetermined region by arranging new
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blocks in the new space;

(e) further eliminating the blocks which are ar-
ranged next to each other when the blocks
which are arranged next to each other turn out
to be the same kind in the updated block ar-
rangement; and

(f) repeating the operations described from (a)
to (e).

A gaming machine according to claim 4, wherein
the display controller finishes the game mode in the
display when each block in all stacked blocks differs
in kind from another blocks which are arranged next
to the block.

A gaming machine according to claim 1, wherein
the display controller sets a special block among the
plural kinds of blocks, and all blocks which are ar-
ranged next to the special block are eliminated.

A gaming machine according to claim 6, wherein
the display controller eliminates the special block
together with the blocks which are arranged next to
the special block.

A gaming machine according to claim 6, wherein
the display controller sets a second special block
among the plural kinds of blocks, and when the sec-
ond special block is arranged next to the special
block, the special block is eliminated together with
the second special block.

A gaming machine according to claim 1, further
comprising, a block selection means which allows
the player to select at least one of the blocks from
among the stacked blocks, wherein the display con-
troller eliminates the block which is selected by the
block selection means.

A method for controlling a gaming machine com-
prising the steps of:

allowing a display to display a game mode in
which, when plural kinds of blocks are dis-
played in a stacked manner within a predeter-
mined region of a screen of the display and the
blocks which are arranged next to each other
turn out to be the same kind, the blocks which
are arranged next to each other are eliminated;
and

awarding the predetermined number of game
mediums to a player in accordance with the
number of blocks which are eliminated on the
display.

A gaming machine comprising:

a display which is capable of displaying a pre-
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determined game mode on a screen;

a display controller which allows the display to
display a first game mode in which plural kinds
of identification information images are variably
displayed and stopped on the screen of the dis-
play, and

a second game mode in which, if a special iden-
tification information image is stopped on the
screen of the display in the first game mode,
plural kinds of blocks are displayed in a stacked
manner within a predetermined region of the
screen and the blocks which are arranged next
to each other turn out to be the same kind, the
blocks which are arranged next to each other
are eliminated; and

payout means which awards the predeter-
mined number of game mediums to a player in
accordance with the number of blocks which
are eliminated on the display.

A gaming machine according to claim 11, further
comprising, betting means for betting the game me-
diums, wherein the payout means changes an
amount of the game mediums awarded to the player
in response to the number of bets.

A gaming machine according to claim 11, wherein
the display controller sets the timing that the blocks
are eliminated in the display to a point of time that
the stacked blocks fill the whole inside of the pre-
determined region.

A gaming machine according to claim 11, wherein
the display controller allows the display to sequen-
tially display:

(a) forming a space by eliminating the blocks;

(b) moving blocks next to the space toward the
space;

(c) forming a new space by the movement of
the blocks;

(d) updating the block arrangement of the
whole predetermined region by arranging new
blocks in the new space;

(e) further eliminating the blocks which are ar-
ranged next to each other when the blocks
which are arranged next to each other turn out
to be the same kind in the updated block ar-
rangement; and

(f) repeating the operations described from (a)
to (e).

A gaming machine according to claim 14, wherein
the display controller finishes the game mode in the
display when each block in all stacked blocks differs
in kind from another blocks which are arranged next
to the block.
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A gaming machine according to claim 11, wherein
the display controller sets a special block among the
plural kinds of blocks, and all blocks which are ar-
ranged next to the special block are eliminated.

A gaming machine according to claim 16, wherein
the display controller eliminates the special block
together with the blocks which are arranged next to
the special block.

A gaming machine according to claim 16, wherein
the display controller sets a second special block
among the plural kinds of blocks, and when the sec-
ond special block is arranged next to the special
block, the special block is eliminated together with
the second special block.

A gaming machine according to claim 1, further
comprising, a block selection means which allows
the player to select at least one of the blocks from
among the stacked blocks, wherein the display con-
troller eliminates the block which is selected by the
block selection means.

A method for controlling a gaming machine com-
prising the steps of:

allowing a display to display a first game mode
in which plural kinds of identification informa-
tion images are variably displayed and stopped
on the screen of the display, and

allowing the display to display a second game
mode in which, if a special identification infor-
mation image is stopped on the screen of the
display in the first game mode, the plural kinds
of blocks are displayed within a predetermined
region of the screen in a stacked manner and
the blocks which are arranged next to each oth-
erturn out to be the same kind, the blocks which
are arranged next to each other are eliminated;
and

awarding the predetermined number of game
mediums to a player in accordance with the
number of blocks which are eliminated on the
display.
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