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Description

BACKGROUND OF THE INVENTION

Field of the Invention

[0001] This invention relates to a gaming machine, a
game control method, and their programs and more par-
ticularly to a gaming machine, a game control method,
and their programs for making it possible to decrease the
possibility of a one-sided lost game of a player by ena-
bling the player to play a main game such as blackjack,
for example, and a subgame played using the main game
in parallel.

Description of the Related Art

[0002] In a game arcade, a large number of gaming
machines for a sole player to enjoy a game with a dealer
player or another player in the relation that if one wins
the game, the other loses the game, such as blackjack,
poker, or baccarat become widespread. (For example,
refer to JP-A-10-508236.)

[0003] The user joins a game provided by this kind of
gaming machine as a player and plays the game with a
dealerplayed by a CPU of the gaming machine or another
player. If the user wins the game, he or she can gain
valuable resource of a coin, a medal, credit, etc., or
non-valuable resource of a game chip, etc., which will be
hereinafter collectively called "coin, etc. On the other
hand, if the dealer played by the CPU of the gaming ma-
chine or another player wins the game, the user of the
player loses his or her coin, etc. This gaming machine is
disclosed in JP-A-5-49755.

[0004] Inthe gaming machine as described above, un-
der circumstances where the CPU is stronger than the
player because the logic of the CPU opposed to the play-
er of the user is superior or advantageous cards are con-
tinuously dealt to the CPU, the player of the user contin-
ues to lose games and cannot sufficiently enjoy games;
this is a problem.

[0005] As a method of adjusting the situation in which
the CPU is superior to the user and the user is hard to
increase the number of coins on hand, it is also possible
to give the player an opportunity for increasing the
number of gained coins by allowing the player to play a
bonus game if the user gains a coin. However, the payout
rate (the percentage of the number of coins, etc., gained
by the user to the number of coins, etc., consumed for
the game by the player) may become considerably high
depending on the type of game and if a bonus game is
introduced, there is a possibility that the payout rate may
exceed 100% and therefore it is difficult to introduce a
bonus game; this is a problem.

SUMMARY OF THE INVENTION

[0006] Itis an object of the invention to provide a gam-
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ing machine, a game control method, and their programs
for decreasing the possibility of a one-sided lost game of
a player by enabling the player to play a subgame played
using a main game in parallel with the main game.
[0007] Inorderto achieve the object, the invention has
the following features:

A first form of the invention is proposed as a gaming
machine for executing a subgame in parallel with a main
game. The expression "in parallel with" mentioned here
is used to means that the subgame is started and termi-
nated while the main game is started and terminated al-
though they are not executed at the same time strictly
speaking.

[0008] The gaming machine has a main game control
unit (for example, corresponding to main game control
section) for dealing a plurality of elements and determin-
ing the result of the main game in response to the dealt
plurality of elements; a dealt element storage means (for
example, corresponding to dealt element storage sec-
tion) for storing the plurality of elements dealt by the main
game control means; and a subgame control means (for
example, corresponding to subgame control section) for
determining the result of the subgame based on the dealt
plurality of elements stored in the dealt element storage
means.

[0009] The term "elements" mentioned here are used
to mean elements used with a game using a set of tools
made up of different types of elements, such as cards of
playing cards, cards of trading cards, cards of Japanese
playing cards, or mah-jongg tiles.

[0010] The term "deal (ing)" mentioned here is used to
mean determining that one of the elements becomes a
part of a combination of elements on hand of a person
joining the game (player, etc.,) or an interested person
(dealer, etc.,); in the specification, when one of the ele-
ments becomes a part of a combination of elements on
hand of a person joining the game, etc., the element is
dealt.

[0011] The gaming machine can provide a game to
decrease the possibility of a one-sided lost game of a
player by enabling the player to play a subgame played
using a main game in parallel with the main game.
[0012] Inthe gaming machine, the main game may be
a game wherein a dealer and one or more players play
the game each other and the subgame control means
may determine the result of the subgame based on an
element combination containing at least one element
dealt to the dealer.

[0013] According to the feature, if an advantageous
element (for example, a strong card, a card advanta-
geous for winning the game, etc.,) is dealt to the dealer
and the possibility that the dealer will win the main game
is high, the advantageous element is of benefit to the
player in the subgame and thus the possibility of a
one-sided lost game of the player is decreased.

[0014] Inthe gaming machine, the plurality of elements
are a plurality of cards, and the main game may be black-
jack and the subgame control means may determine the
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result of the subgame based on a combination of plurality
of cards containing an open card dealt to the dealer and
at least one card dealt to each player.

[0015] Further, in the gaming machine, the subgame
control means may store a plurality of combinations of
the plurality of cards, and the value to be paid out if the
combination of the plurality of cards is complete, and
maybe set so that the value of valuable resource to be
paid out more increases as the plurality of cards contain
a card for making a stronger card combination of the deal-
er.

[0016] According to the gaming machine, as the ele-
ment combination of the dealer is more advantageous,
the possibility that the dealer will be able to gain the larger
value of valuable resource in the subgame increases and
consequently the possibility of a one-sided lost game of
the player is decreased.

[0017] A second form of the invention is proposed as
a game control method.

The game control method corresponds to a method of
executing the first form of the gaming machine. This
method includes: dealing a plurality of elements in a main
game; determining the result of the main game in re-
sponse to the plurality of elements determined in the deal-
ing; and determining the result of the subgame in re-
sponse to the plurality of elements determined in the deal-
ing.

[0018] In the game control method, the main game
may be a game wherein a dealer and one or more players
play the game each other and in the determination of the
result of the subgame, the result of the subgame may be
determined based on an element combination containing
at least one element dealt to the dealer.

[0019] In the game control method, the plurality of el-
ements are a plurality of cards, and the main game may
be blackjack and in the determination of the result of the
subgame, the result of the subgame may be determined
based on a combination of plurality of cards containing
an open card dealt to the dealer and at least one card
dealt to each player.

[0020] The game control method may further includes
previously storing a plurality of combinations of the plu-
rality of cards, and the value to be paid out if the combi-
nation of the plurality of cards is complete, wherein in the
determination of the result of the subgame, setting may
be made so that the value of valuable resource to be paid
out to the player winning the game more increases as
the plurality of cards contain a card for making a stronger
card combination of the dealer.

[0021] The invention also comes into existence as a
program for causing a computer to function as the
above-described gaming machine. The invention also
comes into existence as a program for causing a com-
puter to execute the above-described game control meth-
od.

[0022] Theinvention makes it possible to decrease the
possibility of a one-sided lost game of a player as the
player is allowed to play a subgame played using a main

15

20

25

30

35

40

45

50

55

game in parallel with the main game.

BRIEF DESCRIPTION OF THE DRAWINGS

[0023] These and other objects and advantages of the
present invention will be more fully apparent from the
following detailed description taken in conjunction with
the accompanying drawings, in which:

FIG. 1 is a functional block diagram to show a basic
configuration example of a gaming machine accord-
ing to the first embodiment according to the inven-
tion;

FIG. 2 is a block diagram to show a hardware con-
figuration example of a main board of a game control
unit;

FIG. 3is a functional block diagram of the game con-
trol unit;

FIG. 4 is a flowchart to show a main processing ex-
ample of an operation example of the gaming ma-
chine according to the embodiment of the invention;
FIG. 5 is a flowchart to show an example of main
game execution processing;

FIG. 6 is a flowchart to show an example of subgame
execution processing;

FIG. 7 is a block diagram to show the basic config-
uration of the gaming machine;

FIG. 8. is an external perspective view of the gaming
machine;

FIG. 9 is a drawing to show a placement example of
an optical system stored in a table section;

FIG. 10 is a block diagram to show an electric con-
figuration example of the gaming machine;

FIG. 11 is a drawing to show a screen example dis-
played on a front display;

FIG. 12is a drawing to show a table example to show
combinations in a subgame and multiplying powers;
FIG. 13 is a drawing to show a screen example dis-
played on a table screen;

FIG. 14 is a drawing to show an example of the stor-
age contents of a dealt element storage section;
FIG. 15 is a drawing to show a screen example dis-
played onthetable screen after the screenin FIG. 13;
FIG. 16 is a drawing to show an example of the stor-
age contents of the dealt element storage section in
the state in FIG. 15;

FIG. 17 is a drawing to show a screen example dis-
played onthe table screen afterthe screenin FIG. 15;
FIG. 18 is a drawing to show an example of the stor-
age contents of the dealt element storage section in
the state in FIG. 17;

FIG. 19 is a drawing to show a screen example dis-
played onthetable screen afterthe screenin FIG. 17;
FIG. 20 is a drawing to show an example of the stor-
age contents of the dealt element storage section in
the state in FIG. 19;

FIG. 21 is a drawing to show a screen example dis-
played onthe table screen afterthe screenin FIG. 19;
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FIG. 22 is a drawing to show an example of the stor-
age contents of the dealt element storage section in
the state in FIG. 21;

FIG. 23 is a drawing to show a screen example dis-
played on the table screen after the screen in FIG.
21; and

FIG. 24 is, a drawing to show a screen example dis-
played on the table screen when the number of play-
ers is four.

DETAILED DESCRIPTION OF THE PREFERRED EM-
BODIMENTS

[0024] Referring now to the accompanying drawings,
there are shown preferred embodiments of the invention.

First embodiment

[0025] To begin with, a first embodiment according to
the invention will be discussed with reference to FIG. 1.
FIG. 1 is a functional block diagram to show a basic con-
figuration example of a gaming machine according to the
first embodiment according to the invention.

[0026] A gaming machine 100 has an input unit 101
for a player to enter a command or an instruction of bet,
card draw, stay, etc., into the gaming machine 100, a
game control unit 102 for executing a game in accord-
ance with the command or the instruction entered
through the input unit 101 and a predetermined game
procedure, a display unit 103 for displaying an image to
transmit the game progress state to the player (for ex-
ample, game screen) in response to a game image dis-
play instruction from the game control unit 102, and a
billvali unit 104 for accepting valuable resource (coin,
etc.,) paid by the player by way of compensation for play-
ing the game, informing the game control unit 102 of the
valuable resource, receiving the value of the valuable
resource to be paid out to the player in response to the
game result from the game control unit 102, and paying
outall or a part of the valuable resource owned or gained
by the player at the point in time in response to a player’s
request.

[0027] Theinputunit 101 is, forexample, a control pan-
el and has appropriate input devices of a bet button, a
start button, a game stick, a pointing device, etc., and
converts a player’s entry into a predetermined signal, and
transmits the signal to the game control unit 102.
[0028] The game control unit 102 is, for example, a
main board installing a microcomputer. FIG. 2 shows a
hardware configuration example of the main board of the
game control unit 102.

[0029] The main board has a microcomputer 201, an
I/O interface 202 connected to the microcomputer 201,
and an image control circuit 203, a hopper drive circuit
205, and a payout completion signal circuit 204 connect-
ed to the 1/O interface 202.

[0030] The microcomputer 201 has a main CPU (Cen-
tral Processing Unit) 206, RAM (Random Access Mem-
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ory) 207, ROM (Read-Only Memory) 208, and a bus 209.
[0031] The main CPU 206 functionsin accordance with
a program stored in the ROM 208 and inputs a signal
from the input unit 101 through the image control circuit
203 and the bus 209 and also inputs/outputs signals
from/to other components for controlling the whole oper-
ation of the gaming machine 100. The RAM 207 stores
data and a program used for the main CPU 206 to func-
tion. The ROM 208 stores the programs executed by the
main CPU 206 and permanent data.

[0032] The main board further has a hopper drive cir-
cuit 205 for diving the billvali unit 104, a payout comple-
tion signal circuit 204, and an image control circuit 203
for controlling the image to be displayed on the display
unit 103.

[0033] The hopper drive circuit 205 drives a hopper
(not shown), etc., installed in the billvali unit 104 under
the control of the main CPU 206, and the hopper performs
the operation for paying out coins of valuable resource
and pays out coins to a coin receiving tray.

[0034] A coin detection section (not shown) installed
in the billvali unit 104 measures the number of coins paid
out by the hopper and sends the data of the measured
number of coins to the payout completion signal circuit
204. The payout completion signal circuit 204 inputs the
data of the number of coins from the coin detection sec-
tion. When the number of coins reaches the data of the
setup number of coins, the payout completion signal cir-
cuit 204 outputs a signal indicating coin payout comple-
tion to the main CPU 206.

[0035] The image control circuit 203 generates a con-
trol signal concerning image display on the display unit
103 for displaying a game screen on the display unit 103.
The image control circuit 203 is made up of an image
control CPU, work RAM, program ROM, image ROM,
video RAM, a VDP (Video Display Processor), and the
like, for example. The image control CPU determines the
image to be displayed on the display unit 103 (playing
card image, etc.,) in accordance with an image control
program previously stored in the program ROM based
on the parameters set by the microcomputer 201. The
work RAM is implemented as a temporary storage unit
for the image control CPU to execute the image control
program.

[0036] Next, the function of the game control unit 1.02
will be discussed with reference to FIG. 3. FIG. 3 is a
functional block diagram of the game control unit 102.
[0037] As shown in FIG. 3, the game control unit 102
has a main game control section 301, a subgame control
section 302, a dealt element storage section 303 con-
nected to the main game control section 301 and the
subgame control section 302, a valuable resource man-
agement section 304 connected to the main game control
section 301 and the subgame control section 302, and
an image processing section 305 connected to the main
game control section 301.

[0038] The main game control section 301 has a func-
tion of controlling the progress of a main game provided
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by the gaming machine 100. The main game control sec-
tion 301 determines how the game is won or lost based
on what elements are dealt to whom and the dealt ele-
ments with respect to the persons joining the game and
receiving dealing of elements (containing both the player
and the dealer), and pays out valuable resource (for ex-
ample, coin) to the player based on the determination
result.

[0039] The term "elements" mentioned here refers to
a gaming tool used for the game, wherein there are dif-
ferent types of elements used in one game and comple-
tion of a given prize can be determined in response to a
combination of the dealt element types, such as playing
cards, Japanese playing cards, mah-j ongg tiles, or trad-
ing cards, for example. The gaming machine in the em-
bodiment executes a game using such elements as the
main game. If the elements are playing cards, the main
game is blackjack, poker, baccarat, bridge, etc. Any
game may be executed as the main game of the gaming
machine if it is a game using the elements.

[0040] The subgame control section 302 determines
whether or not a given prize (different from a prize of the
main game) is complete in response to the element deal-
ing result of the main game control section 301. If a given
prize is complete, the subgame control section 302 pays
out a predetermined valuable resource to the player, etc.
[0041] The maingame control section 301 and the sub-
game control section 302 are mainly implemented as the
microcomputer 201.

[0042] The dealt element storage section 303 has a
function of storing what elements have been dealt to
whom in accordance with the processing result of the
main game control section 301. The subgame control
section 302 determines whether or not a given prize (dif-
ferent from a prize of the main game) is complete based
on the storage contents of the dealt element storage sec-
tion 303. The dealt element storage section 303 is mainly
implemented as the RAM 207.

[0043] The valuable resource management section
304 has a function of managing the valuable resources
already input and already gained by each player, receiv-
ing a payout instruction based on the results of the main
game and the subgame from the main game control sec-
tion 301 and the subgame control section 302, and man-
agingincreasing or decreasing the valuable resource val-
ue in response to a payout request from the billvali unit
104. The valuable resource management section 304 is
mainly implemented as the payout completion signal cir-
cuit 204 and the hopper drive circuit 205.

[0044] Theimage processingsection 305 performsim-
age display control processing of causing the display unit
103 to display elements for the player in response to the
element dealing progress and causing the display unit
103 to display a game screen for informing the player of
the game progress state. The image processing section
305 is mainly implemented as the image control circuit
203.
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Operation example of gaming machine

[0045] Next, an operation example of the gaming ma-
chine according to the embodiment will be discussed.
[0046] FIG. 4 is a flowchart to show a main processing
example of an operation example of the gaming machine
according to the embodiment. The operation example of
the gaming machine will be discussed with reference to
FIG. 4.

Main processing

[0047] First, when a power switch of the gaming ma-
chine 100is turned on, the gaming machine 100 performs
initialization processing of initializing memory, read the
program stored in the ROM 208, starting-up, etc., (S401).
[0048] When the initialization processing is complete
and starting the gaming machine 100 is complete, the
gaming machine 100 performs bet wait processing of
waiting for a player to bet on a main game and a subgame
(S402). In the bet wait processing, the gaming machine
100 waits for the player to perform input processing
through the input unit 101. In the embodiment, the player
can bet on a main game and a subgame separately. For
example, the players may bet in such a manner that play-
er A bets three coins on the main game and one coin on
the subgame, player B bets 10 coins on the main game
and 20 coin on the subgame, and player C bets 10 coins
on the main game and 0 coins on the subgame.

[0049] The microcomputer 201 of the game control unit
102 determines an acceptance end condition. If it is de-
termined that the acceptance end condition is met, the
gaming machine 100 terminates the bet wait processing
(S402). The acceptance end condition is the passage of
a predetermined time, the end of bet input of all players,
etc., for example.

[0050] The bet on the subgame may be accepted only
if the player bets on the main game, or may be accepted
regardless of whether or not the player bets on the main
game.

[0051] When the bet wait processing (S402) termi-
nates, the gaming machine 100 executes main game ex-
ecution processing (S403) and subgame execution
processing (S404). The flowchart of FIG. 4 shows that
the main game execution processing (S403) and the sub-
game execution processing (S404) are performed in par-
allel, but the main game execution processing and the
subgame execution processing need not necessarily be
performed in parallel. In the invention, the subgame ex-
ecution processing (S404) may be executed after com-
pletion of the main game execution processing (S403).

Main game execution processing

[0052] The main game execution processing (S403)
is processing of repeating element dealing according to
the rule of the main game until a predetermined condition
is met and determining the winner of the game and the
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valuable resource gained by the winner of the game in
response to the already dealt elements when the condi-
tion is met. The main game execution processing is per-
formed by the main game control section 301. FIG. 5 is
a flowchart to show an example of the main game exe-
cution processing. When the main game execution
processing is started, first the main game control section
301 starts element dealing processing (S501). Before
starting to deal the elements, the main game control sec-
tion 301 may previously determine the element dealing
order according to arandom number, etc., in such a man-
ner that the playing cards are previously cut, for example.
The main game control section 301 deals the elements
to the dealer and players based on the dealing order.
The term "dealing" mentioned here is used to mean
processing of recording the fact that one element be-
comes the element of the dealer or the player to whom
the element has been dealt. Which of the dealer and the
players the elementis to be dealt according to the dealing
order depends on the rule of the main game. For exam-
ple, if the main game is blackjack, the first element (card)
in the dealing order is dealt to the dealer, the second
element in the dealing order is dealt to the first player,
and the third element in the dealing order is dealt to the
second player.

[0053] Upon completion of the element dealing
processing, the main game control section 301 performs
win or loss determination processing of determining
whether or not a win or loss determination condition is
met (S502). The win or loss determination condition is a
condition making it possible to determine the game win-
ner according to the rule of the main game. For example,
if the main game is blackjack, the condition is that two
cards have been dealt to each of the dealer and the play-
ers; if the main game is poker, the condition is that all
players remaining in the game have declared call. The
main game control section 301 stores the win or loss
determination condition in the ROM 208, etc., and deter-
mines the win or loss determination condition based on
the storage contents of the ROM 208 and the storage
contents of the dealt element storage section 303.
[0054] Ifitis determined in the win or loss determina-
tion condition determination processing thatthe condition
is not met (NO at S502), the main game control section
301 returns to the element dealing processing (S501)
and continues the game.

[0055] On the other hand, if it is determined in the win
or loss determination condition determination processing
that the condition is met (YES at S502), the main game
control section 301 performs win or loss and gained val-
uable resource determination processing (S503). That
is, the main game control section 301 determines the
element combination on hand of each of the dealer and
the players and determines superiority or inferiority of
each element combination on hand based on the storage
contents of the dealt element storage section 303 and
further determines the winner based on superiority or in-
feriority of each element combination on hand. If the play-
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er wins the game, the main game control section 301
calculates the gained valuable resource responsive to
the element combination on hand. The main game con-
trol section 301 reports the calculated gained valuable
resource to the valuable resource management section
304, which then adds the reported gained valuable re-
source to the value of the valuable resource owned by
the player for storage.

[0056] Upon completion of the win or loss and gained
valuable resource determination processing, the main
game execution processing is complete and the subrou-
tine returns to the main routine (see the flowchart of FIG.
4).

Subgame execution processing

[0057] The subgame execution processing (S404) is
also performed in parallel with the main game execution
processing. The subgame execution processing is
processing of determining the winner of the subgame
and the valuable resource gained by the winner of the
subgame in response to the already dealt elements ac-
cording to the rule of the main game. The subgame ex-
ecution processing is performed by the subgame control
section 302.

[0058] FIG. 6 is a flowchart to show an example of the
subgame execution processing. An example of the sub-
game execution processing will be discussed with refer-
ence to FIG. 6.

When the subgame execution processing is started, the
subgame control section 302 performs win or loss deter-
mination processing of determining whether or not a win
or loss determination condition concerning the subgame
is met (S601). In the subgame execution processing,
processing equivalent to the element dealing processing
(S501) in the main game execution processing is not per-
formed and the win or loss of the game is determined
based on the already dealt elements determined in the
main game execution processing. That is, in the sub-
game execution processing, the subgame control section
302 performs the win or loss determination processing
based on the storage contents of the dealt element stor-
age section 303.

[0059] The winorloss determination conditionisacon-
dition making it possible to determine the game winner
according to the rule of the subgame. The win or loss
determination condition of the subgame may be defined
according to the contents of the subgame and may be
the same as the win or loss determination condition of
the main game. The subgame control section 302 stores
the win or loss determination condition in the ROM 208,
etc., and determines the win or loss determination con-
dition based on the storage contents of the ROM 208 and
the storage contents of the dealt element storage section
303.

[0060] Ifitis determined in the win or loss determina-
tion condition determination processing that the condition
is not met (NO at S601), the subgame control section 302
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continues the game and waits for meeting the win or loss
determination condition.

[0061] On the other hand, in the win or loss determi-
nation condition determination processing, if the sub-
game control section 302 determines that the condition
is met (YES at S601), the subgame control section 302
performs win or loss and gained valuable resource de-
termination processing (S602). That is, the subgame
control section 302 determines the element combination
on hand of each of the players based on the storage
contents of the dealt element storage section 303 and
calculates the gained valuable resource responsive to
the element combination on hand. If the element combi-
nation on hand of the dealer is strong in the main game
and the player loses the game, preferably the element
combination on hand in the subgame is selected so that
the possibility that the player losing the game will win the
subgame becomes high. For example, if the main game
is blackjack, when a card with a high possibility that black-
jack will be formed (for example, ace) is dealt to the deal-
er, the element combination on hand containing the card
(for example, combination made up of one ace and one
picture card) is adopted as the element combination on
hand in the subgame.

[0062] Upon completion of the win or loss and gained
valuable resource determination processing, the sub-
game execution processing is complete and the subrou-
tine returns to the main routine (see the flowchart of FIG.
4).

[0063] Referring again to FIG. 4, the description of the
main processing is continued. Upon completion of the
main game execution processing (S403) and the sub-
game execution processing (S404), the gaming machine
100 performs adjustment processing of the valuable re-
sources gained by playing the main game and the sub-
game (S405). That is, when the adjustment processing
is started, the main game control section 301 and the
subgame control section 302 report the calculated gained
valuable resources to the valuable resource manage-
ment section 304, which then adds the gained valuable
resources reported from the main game control section
301 and the subgame control section 302 to the value of
the valuable resource owned by the player for storage.
[0064] If the player makes a request for paying out the
valuable resource stored by performing the adjustment
processing, payout processing of ejecting coins, etc.,
from the billvali unit 104 is performed or for the player to
execute another game, the valuable resource used for
bet can be paid out from the stored valuable resource.
[0065] Upon completion of the adjustment processing,
the gaming machine 100 returns to the bet wait process-
ing (S402) and waits for the player to bet for starting an-
other game.

[0066] The description of the main processing of the
operation example of the gaming machine 100 is now
complete.

[0067] Next, an example of the invention will be dis-
cussed.
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Gaming machine cabinet

[0068] FIG.7 isablock diagram to show the basic con-
figuration of the gaming machine 100 of one example of
the invention.

[0069] The gaming machine 100 has animage forming
section 710, a video control section 730 for supplying
image data, a projection section 720 for projecting an
image onto the front of the image forming section 710
based on the image data from the video control section
730, an image pickup section 750 for photographing the
image forming section 710 formed with a shadow PS of
a pointing section P from the rear of the image forming
section 710, a position detection section 760 for receiving
the image data of the rear of the image forming section
710 output from the image pickup section 750, determin-
ing the position of the shadow PS of the pointing section
P from the image data, and outputting position informa-
tion, and a general control section 770 for performing
game execution processing based on the position infor-
mation output from the position detection section 760 and
specifying the image to be projected onto the image form-
ing section 710 for the video control section 730.
[0070] The image forming section 710 has transpar-
ency and allows light from the front and the rear to pass
through. The image forming section 710 is a translucent
screen for a liquid crystal projector, for example. The
translucent screen of the image forming section 710 con-
tains a screen having a light scattering layer for efficiently
scattering light from a liquid crystal projector, etc., and
displaying light contrast video.

[0071] When auserU views the image forming section
710 from the front of the image forming section 710, the
user U sees the optical image emitted by the projection
section 720 from the rear of the image forming section
710 on the image forming section 710 and consequently
can see the image corresponding to the image data, pro-
jected hy the projection section 720.

[0072] The image forming section 710, the projection
section 720, and the video control section 730 function
as an image display section 740 in cooperation with each
other. The image forming section 710, the image pickup
section 750, and the position detection section 760 func-
tion as an input detection section 780 in cooperation with
each other. The image display section 740 corresponds
to the display unit 103 described above and the input
detection section 780 corresponds to the input unit 101
described above. The general control section 770 corre-
sponds to the game control unit 102 (except the image
processing section 305). The gaming machine 100 also
has a mechanism corresponding to the billvali unit 104,
but the mechanism is not shown in FIG. 7.

[0073] The pointing section P is a substance or unit for
the user to point to any desired part of the image dis-
played on the front of the image forming section 710; for
example, it is a hand (or an arm) of the user U, a pointing
rod, etc. The pointing section P is illuminated by a light
source LS and the shadow PS of the pointing section P



13 EP 1 640 928 A2 14

is reflected on the image forming section 710. Since the
image forming section 710 has transparency, the shadow
PS is seenif it is seen from the rear of the image forming
section 710. The light source LS may be a natural light
source such as the sun, may be an illumination device
installed in the environment (indoor) where an informa-
tion input unit 1is placed, or may be anillumination device
such as a fluorescent lamp installed in the gaming ma-
chine 100.

[0074] The projection section 720 is an optical projec-
tion system that can project an optical image onto the
image forming section 710 based on image data; for ex-
ample, it is a liquid crystal projector (DLP (Digital Liquid
Projector)), etc. Preferably the light source LS is a light
source for emitting white light. As white light passes
through the image forming section 710, the region of the
shadow PS of the pointing section P is seen black in the
rear of the image forming section 710 and any other re-
gion than the shadow PS is seen white, providing an im-
age equivalent to a monochrome image.

[0075] The image pickup section 750 is a section for
generating image data of the rear of the image forming
section 710; for example, it is a digital camera, a digital
video camera, a CCD camera unit, etc.

[0076] The video control section 730, the position de-
tection section 760, and the general control section 770
are an apparatus including a central processing unit
(CPU), main memory (RAM), read-only memory (ROM),
an input/output unit (T/O), and external storage such as
a hard disk drive as required; for example, the apparatus
is an information processing apparatus such as a com-
puter, a workstation, or an LSI chip. A program for caus-
ing an information processing apparatus to function as
the video control section 730, the position detection sec-
tion 760, the general control section 770 is stored in the
ROM or the hard disk drive, etc., and the program is load-
ed into the main memory and is executed by the CPU,
whereby the video control section 730, the position de-
tection section 760, or the general control section 770 is
provided. The program need not necessarily be stored
in the storage in the information processing apparatus
and may be provided from an external apparatus (for
example, a server of ASP (Application Service Provider)
or the like) and may be loaded into the main memory.
[0077] The video control section 730, the position de-
tection section 760, and the general control section 770
may be implemented each as a separate information
processing apparatus or one information processing ap-
paratus may function as the video control section 730,
the position detection section 760, and the general con-
trol section 770.

[0078] The video control section 730 stores a plurality
of pieces of image data to be provided for the player
(user) and reads necessary image data in response to a
command from the general control section 770 and per-
forms image processing as required and provides an im-
age for the projection section 720.

[0079] The position detection section 760 receives the
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image data of the rear of the image forming section 710
from the image pickup section 750 and performs neces-
sary image processing for the image data, thereby de-
tecting the position of the shadow PS of the pointing sec-
tion P and outputting the detected position as position
information. The image processing includes threshold
value processing to extract the region of the shadow PS,
edge detection to extract the contours of the shadow PS,
etc. The position detection section 760 generates the po-
sition information of the shadow PS using the coordinate
position information of the pixels of the shadow region
and the contour lines provided by performing the thresh-
old value processing and the edge detection.

[0080] The general control section 770 has a function
of controlling the whole operation of the gaming machine
100 and instructs the video control section 730 to output
which image data at what timing, etc., and sends a com-
mand for changing the image data to the video control
section 730 in response to the position information of the
shadow PS from the position detection section 760.
[0081] FIG. 8 is an external perspective view of the
gaming machine 100 having the basic configuration
shown in FIG. 7. In the example, the gaming machine
100 is described as an apparatus for allowing the player
to play a blackjack game, but the gaming machine ac-
cording to the invention is not limited to the blackjack
game and may be applied to any game if the invention
can be applied to the game, such as poker, baccarat,
bridge, Japanese playing cards, or mah-jongg.

[0082] The gaming machine 100 in the example has a
table section 801 and a front display 802 placed in the
rear of the table section 801.

[0083] The table section 801 stores an optical system
and information processing machines making up the
gaming machine 100. An opening is made in the center
of the top of the table section 801, and a translucent
screen 803 of the image forming section 710 is put on
the opening. The translucent screen 803 functions as a
top display (which will be hereinafter referred to as "table
screen 805") corresponding to the image display section
740 for displaying a game image for the user. The top of
the translucent screen 803 is protected by a transparent
plate member such as a glass panel so as to prevent the
translucent screen 803 from being broken or becoming
dirty if the player touches the table screen 805.

[0084] Fluorescentlamps 804A and 804B correspond-
ing to the light source LS are provided at both ends of
the top of the front display 802 so as to project the shadow
PS of the pointing section P onto the translucent screen
803. The placement positions of the fluorescent lamps
804A and 804B need not necessarily be those shown in
FIG. 8 and the fluorescent lamps 804A and 804B may
be installed at any positions if they are placed so as to
project the shadow PS of the pointing section P onto the
translucent screen 803. If such illumination for projecting
the shadow PS of the pointing section P onto the trans-
lucent screen 803 is provided at the place where the gam-
ing machine 100 is installed, the fluorescent lamps 804A
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and 804B need not be provided.

[0085] FIG.9is adrawing to show a placement exam-
ple of the optical system stored in the table section 801.
[0086] Thetranslucentscreen 803 is fixed inthe center
of the table section 801 in a state in which it is protected
by aglass plate, etc. Amirror 901 is installed in an inclined
state below the translucent screen 803. A digital liquid
crystal projector (DLP) 902 corresponding to the projec-
tion section 720 and a digital video camera (DVC) 903
corresponding to the image pickup section 750 are fixed
at the positions opposed to the mirror 901. The distance
of the mirror 901 from the DLP 902 and the reflecting
face angle of the mirror 901 are adjusted so as to reflect
an image projected from the DLP 902 toward the trans-
lucent screen 803 for displaying the image in any desired
size. Likewise, the distance of the mirror 901 from the
DVC 903 and the reflecting face angle of the mirror 901
relative to the translucent screen 803/DVC 903 are ad-
justed so as to reflect the rear image of the translucent
screen 803 toward the digital video camera 903 and en-
able the DVC 903 to pick up the image of the rear of the
translucent screen 803.

[0087] Next, an electric configuration example of the
gaming machine shown in FIGS. 8 and 9 will be dis-
cussed. FIG. 10 is a block diagram to show an electric
configuration example of the gaming machine 100.
[0088] As shown in FIG. 10, the gaming machine 100
is provided with the translucent screen 803. The DLP 902
of the projection section 720 optically projects a game
image onto the translucent screen 803. A screen control
section 1001 of the video control section 730 supplies
image data, which will be hereinafter referred to as "front
image data, " to the DLP 902. The DVC 903 of the image
pickup section 750 picks up the image of the rear of the
translucent screen 803 and outputs image data provided
by picking up the image of the rear of the translucent
screen 803, which will be hereinafter referred to as "rear
image data." A pointed position detection section 1003
of the position detection section 760 processes the rear
image data, thereby detecting the position pointed to by
the pointing section P and outputting position information.
A game control section 1002 of the general control sec-
tion 770 has a function of controlling the operation of the
gaming machine 100; it instructs the screen control sec-
tion 1001 to output which image data at what timing, etc.,
receives the position information from the pointed posi-
tion detection section 1003, and executes game progress
processing based on the position information.

[0089] A front display control section 1004 outputs im-
age data of the image to be displayed on the front display
802, which will be hereinafter referred to as "front display
image data, "inresponse to the command from the game
control section 1002. The front display 802 receives and
displays the front display image data. The image dis-
played on the front display 802 informs the user of the
game situation, the game progress state, etc., together
with the image displayed on the translucent screen 803.
[0090] In the example, a dealer of blackjack is dis-
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played on the front display 802 as a moving image. FIG.
11 shows a screen example displayed on the front display
802. A dealer 1101 is displayed on the screen; the card
dealing, card drawing, and chip delivering operation is
displayed on the screen with the progress of a game for
producing the effect as if the player played a blackjack
game with the actual dealer.

[0091] A plurality of player terminal sections 1005, to
1005, are connected to the game control section 1002.
Each player terminal section 1005 is a terminal having a
billvali function of receiving a coin, a bill, a prepaid card,
a credit card, etc., from a player and enabling it to be
handled as credit (medal/coin) used with the gaming ma-
chine 100 and paying out the credit (medal/coin) owned
by the player at the point in time in response to a payout
command from the player and a bet input function of de-
termining the number of medals/coins, the amount, or
the credit count of the bet on each game. The player uses
the player terminal section 1005 and the pointing section
P to make entries for advancing the game.

Game contents, game screen, etc.

[0092] Next, the contents of a game executed by the
gaming machine 100, a game screen, and the like will
be discussed.

Main game and subgame

[0093] The gaming machine 100 executes blackjack
as the main game and the microcomputer 201 of the gam-
ing machine 100 takes at least a dealer role. The micro-
computer 201 of the gaming machine 100 may take
charge of some of players.

[0094] The blackjack game of the main game of the
gaming machine 100 will be discussed. In the blackjack,
each picture card (king (K), queen (Q), jack (J)) is counted
as 10 points and an ace (A) is counted as one or 11 points
so as to give favorable conditions to the player in re-
sponse to the situation. Other cards (2 to 9) are counted
intact as two to nine.

[0095] when a game is started, the dealer played by
the microcomputer 201 of the gaming machine 100 deals
two cards to each player with the inside of each card out
and deals one with the inside out and one with the outside
out to the dealer.

[0096] If the total count of the points of the cards dealt
tothe dealeris 16 points or less, the dealer must continue
to draw any other card. If the number of points of the
dealer becomes 17 points or more, the dealer must stand
(stop drawing any other card).

[0097] Each player plays the game so that the total
count of the points of the cards dealt to the player be-
comes 21. If the number of points of the dealt cards does
not become 21, the player who has the number of points
closer to 21 points wins the game.

[0098] However, if the total count of the points of the
cards dealt to the player exceeds 21, the player loses
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the game ("Bust").

[0099] When the player sees the total number of points
of the dealt cards, if the player determines that an addi-
tional card is required, the player can "hit" and make a
request for dealing an additional card so as to bring the
total number of points close to 21 points. On the other
hand, if the player determines that it is not necessary to
deal an additional card, the player "stands" and plays the
game with the dealer based on the cards dealt at the
point in time.

[0100] If the player wins the game, the player receives
payout of twice the valuable resource bet by the player.
On the other hand, if the player loses the game, the val-
uable resource bet by the player is impounded.

[0101] If the two cards initially dealt to the player are
a combination of an ace and a card counted as 10 points,
the card combination on hand becomes "blackjack" and
the player receives payout of three times the bet chips
unless the card combination on hand of the dealer is
"blackjack." If the card combination on hand of the player
and that of the dealer are both "blackjack," namely, if the
game ends in a draw, the bet (bet chip) is returned intact
to the player.

[0102] The description of the main rule of blackjack of
the main game is now complete.

[0103] Next, a subgame of the gaming machine 100
will be discussed.

[0104] The subgame is a game to form a predeter-
mined card combination (prize) based on the dealt cards
(target cards) in blackjack of the main game. The target
cards in the subgame are one card initially dealt to the
dealer with the inside out and two cards initially dealt to
each player (three cards in total). If the three target cards
form a predetermined card combination, the player can
receive payout at a predetermined multiplying power of
the amount bet on the subgame.

[0105] FIG. 12 shows a table example to show com-
binations in a subgame and multiplying powers. In the
example shown in the figure, if the three target cards are
all aces, namely, if the card dealt to the dealer is an ace
and the two cards dealt to the player are also both aces,
the player receives payout of 100 times the bet valuable
resource; if the three target cards are the same cards
other than aces, the player receives payout of 40 times
the bet valuable resource; if two of the three target cards
are aces, the player receives payout of eight times the
bet valuable resource; if two of the three target cards are
the same cards other than aces, the player receives pay-
out of twice the bet valuable resource; and if the dealer’s
card of the target cards is an ace, the player receives
payout of three times the bet valuable resource.

[0106] As the card combinations are formed as prizes
in such a manner, in the card dealing situation in which
the possibility that the dealer will win the game is high
(the possibility that if an ace is dealt to the dealer, the
dealer’s cards on hand will become blackjack is high),
the possibility that the player will win the subgame is pro-
vided and consequently it is made possible to avoid the
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situation in which the player continues to lose games
unilaterally.

Progress examples of main game and subgame

[0107] Next, progress examples of main game and
subgame in the gaming machine 100 will be discussed
with game screen examples shown in the accompanying
drawings.

[0108] FIG. 13 shows a screen example displayed on
the table screen 805 of the gaming machine 100, ascreen
example in a state before cards are dealt. The screen is
formed with a main bet area 1301 to bet on a main game
and a subbet area 1302 to bet on a subgame for each
player. The player touches the main bet area 1301 and
the subbet area 1302, thereby making an entry of bet
into the gaming machine 100. In the example, it is rec-
ognized that the coin amount responsive to the number
of times the player has touched each of the main bet area
1301 and the subbet area 1302 is bet.

[0109] FIG. 14 is a drawing to show an example of the
storage contents of the dealt element storage section
303 in the screen state in FIG. 13. The dealt element
storage section 303 previously determines the dealing
order of 53 cards used with blackjack of the main game
according to a random number and stores the dealing
orderin a predetermined storage area (card deck storage
area 1401). The card deck storage area 1401 hasrecords
1402, (first record) to 140255 (53rd record) and each
record has a card ID field 1403 for identifying the card
and a deal flag field 1404 indicating whether or not the
card has already been dealt.

[0110] The card ID field 1403 stores the card ID of in-
formation indicating the card type and numeral. In the
example shown in the figure, the card ID is provided by
suffixing two digits representing the numeral of the card
to spade = S, club = C, heart = H, diamond = D. For
example, "S11" represents 11 of spades, namely, a card
of the jack of spades and "H04" represents a card of 4
of hearts.

[0111] If the card indicated on the record is not yet
dealt, "0" is written into the deal flag field 1404. When
the card indicated on the record is dealt, "0" is replaced
with "1."

[0112] The main game control section 301 determines
the storage contents of the card deck storage area 1401
according to a random number, etc., before a game is
started, and stores the determined card ID in the card ID
field 1403 of each record for storage in the dealt element
storage section 303.

[0113] The dealt element storage section 303 further
has a dealer card storage area 1405. The dealer card
storage area 1405 is an area to store the cards dealt to
the dealer and has a hole card record 1406, and an up
card record 1406,. Each of the records 1406, and 1406,
has a card ID field 1407 for identifying the card dealt to
the dealer, and the card ID field 1407 stores the card ID
of information indicating the card type and numeral.
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[0114] The dealt element storage section 303 further
has a player card storage area 1408. Only one player
card storage area 1408 is shown in the figure; in fact,
one player card storage area 1408 is provided for each
player.

[0115] The player card storage area 1408 is an area
to store the cards dealt to the player and has a plurality
of card records 14094, 1409,, Each record has a card
TD field 1410 for storing the card ID identifying the card,
andthe card ID field 1410 stores the card ID of information
indicating the type and numeral of the card dealt to the
player.

[0116] Intheexample showninFIG. 14, cards are dealt
to neither the dealer nor the player and thus a character
string of "ZZZ" indicating that no card is dealt is written
into the card ID field 1407 of the dealer card storage area
1405 and the card ID field 1410 of the player card storage
area 1408.

[0117] Now, it is assumed that the player bets on the
main game and the subgame from the state in FIG. 13
and the game proceeds. FIG. 15 shows a screen display
example displayed on the table screen 805 when the
main game control section 301 initially deals a hole card
to the dealer after the state in FIG. 13. In the screen
example, animage 1501 of the hole card with the outside
out is displayed, and the player does not see what is the
card.

[0118] FIG. 16 is a drawing to show an example of the
storage contents of the dealt element storage section
303 in the game progress state in FIG. 15. "1" indicating
that the card has already been dealt is rewritten into the
deal flag field 1404 of the first record 1402, of the card
deck storage area 1401, and "S11" contained in the card
TD field 1403 of the first record 1402, of the card deck
storage area 1401 is copied into the hole card record
1406, of the dealer card storage area 1405.

[0119] It is assumed that the game further proceeds
from the game progress state in FIG. 15 and a first card
is dealt to the player. FIG. 17 shows a screen display
example displayed on the table screen 805 when the
main game control section 301 deals the first card to the
player after the state in FIG. 15. In the screen example,
a new image of first card 1701 (8 of hearts) of the player
with the inside out is displayed.

[0120] FIG. 18 is a drawing to show an example of the
storage contents of the dealt element storage section
303 in the game progress state in FIG. 17. "1" indicating
that the card has already been dealt is rewritten into the
deal flag field 1404 of the second record 1402, of the
card deck storage area 1401, and "H08" contained in the
card ID field 1403 of the second record 1402, of the card
deck storage area 1401 is copied into the first record
1409, of the player card storage area 1408.

[0121] Subsequently, itis assumed that the game pro-
ceeds from the state in FIG. 17 and an up card is dealt
to the dealer. FIG. 19 shows a screen display example
displayed on the table screen 805 when the main game
control section 301 deals the up card to the dealer after
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the state in FIG. 17. In the screen example, a new image
of up card 1901 (ace of diamonds) with the inside out is
displayed.

[0122] FIG. 20 is a drawing to show an example of the
storage contents of the dealt element storage section
303 in the game progress state shown in FIG. 19. The
following are rewritten into the dealt element storage sec-
tion 303: "1" indicating that the card has already been
dealt is rewritten into the deal flag field 1404 of the third
record 14025 of the card deck storage area 1401, and
"D01" contained in the card ID field 1403 of the third
record 14025 of the card deck storage area 1401 is copied
into the up card record 1406, of the dealer card storage
area 1405.

[0123] Subsequently, itis assumed that the game pro-
ceeds from the state in FIG. 19 and a second card is
dealt to the player. FIG. 21 shows a screen display ex-
ample displayed on the table screen 805 when the main
game control section 301 deals the second card to the
player after the state in FIG. 19. In the screen example,
a new image of second card 2101 (ace of clubs) of the
player with the inside out is displayed.

[0124] FIG. 22 is a drawing to show an example of the
storage contents of the dealt element storage section
303 in the screen state in FIG. 21. "1" indicating that the
card has already been dealt is rewritten into the deal flag
field 1404 of the fourth record 1402, of the card deck
storage area 1401, and "C01" contained in the card ID
field 1403 of the fourth record 1402, of the card deck
storage area 1401 is copied into the second record 1409,
of the player card storage area 1408.

[0125] The subgame control section 302 monitors the
storage contents of the dealt element storage section
303 and determines whether or not a win or loss deter-
mination condition of the subgame is met (S601 in FIG.
6). In the storage contents of the dealt element storage
section 303 shown in FIG. 21, the subgame control sec-
tion 302 determines that a win or loss determination con-
dition of the subgame is met, and determines the gained
valuable resource of the player (S602 in FIG. 6). In the
example, in the combinations shown in FIG. 12, the com-
bination of two aces contained in the target cards (eight
times) and the combination in which the up card of the
dealer is an ace (three times) are complete and therefore
the subgame control section 302 determines payout of
eight times plus three times the valuable resource bet on
the subgame by the player to the player.

[0126] Subsequently, itis assumed that the game pro-
ceeds from the state in FIG. 21 and that the player de-
clares "Stand" without requesting any new card and the
main game is over. FIG. 23 shows a screen display ex-
ample displayed on the table screen 805 when the main
game control section 301 terminates the game after the
state in FIG. 21. In the screen example, the hole card
1501 of the dealer is displayed with the inside out, name-
ly, is displayed as jack of clubs. This image makes the
player know that he or she loses the main game, black-
jack.
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[0127] The storage contents of the dealt element stor-
age section 303 in the screen state in FIG. 23 do not
change from the storage contents shown in FIG. 22.
[0128] Inthe gamesituationshowninFIG. 23, the main
game control section 301 determines that the win or loss
determination condition of the main game is met from the
storage contents of the dealt element storage section
303 and the declaration of the player (S502 in FIG. 5),
and performs the win or loss and gained valuable re-
source determination processing (S503 in FIG. 5). In the
example, the main game control section 301 determines
as follows: Although the card combination on hand of the
dealer forms "blackjack," the card combination on hand
of the player is 18 points and therefore the player loses
the main game and loses the valuable resource bet on
the main game and has no gained valuable resource.
[0129] Thatis, in the game progress examples shown
in FIGS. 13 to 23, the advantageous card (ace of dia-
monds) is dealt to the dealer and thus the player loses
the main game; in the subgame, however, as the advan-
tageous card is dealt to the dealer, an advantageous
combination for the player results, so that the player wins
the subgame.

[0130] Such a subgame is played in parallel with the
main game, whereby if the card combination on hand of
the player’s opponent becomes advantageous in the
game development, a one-sided lost game of the player
can be avoided and it is made possible to prevent the
player from having the fight taken out of the player of the
game.

[0131] Inthe description given above, one player uses
the gaming machine to play a game. However, the gam-
ing machine 100 also enables a plurality of players to
play a game at the same time. FIG. 24 shows a screen
example when four players join a main game and a sub-
game at the same time. In the screen example, the main
game control section 301 and the subgame control sec-
tion 302 perform the win or loss and gained valuable re-
source determination processing of the main game and
the subgame (S503 and S602) for each of the players.

Claims

1. A gaming machine for executing a subgame in par-
allel with a main game, the gaming machine com-
prising:

a main game control means for dealing a plural-
ity nf elements and determining the result of the
main game in response to the dealt plurality of
elements;

a dealt element storage means for storing the
plurality of elements dealt by the main game
control means; and

a subgame control means for determining the
result of the subgame based on the dealt plural-
ity of elements stored in the dealt element stor-
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age means.
2. The gaming machine according to claim 1, wherein:

the main game is a game that a dealer and one
or more players play the game each other; and
the subgame control means determines the re-
sult of the subgame based on an element com-
bination containing at least one element dealt to
the dealer.

3. The gaming machine according to claim 1, wherein:

the plurality of elements are a plurality of cards;
and

the main game is blackjack and the subgame
control means determines the result of the sub-
game based on a combination of plurality of
cards containing an open card dealt to the dealer
and at least one card dealt to each player.

4. The gaming machine according to claim 3, wherein
the subgame control means stores a plurality of com-
binations of the plurality of cards, and the value to
be paid out if the combination of the plurality of cards
is complete, and is set so that the value of valuable
resource to be paid out more increases as the plu-
rality of cards contain a card for making a stronger
card combination of the dealer.

5. A game control method comprising:

dealing a plurality of elements in a main game;
determining the result of the main game in re-
sponse to the plurality of elements determined
in the dealing; and

determining the result of the subgame in re-
sponse to the plurality of elements determined
in the dealing.

6. The game control method according to claim 5,
wherein:

the main game is a game that a dealer and one
or more players play the game each other; and
in the determination of the result of the subgame,
the result of the subgame is determined based
on an element combination containing at least
one element dealt to the dealer.

7. The game control method according to claim 5,
wherein:

the plurality of elements are a plurality of cards;
and

the main game is blackjack and the determina-
tion of the result of the subgame, the result of
the subgame is determined based on a combi-
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nation of plurality of cards containing an open
card dealt to the dealer and at least one card
dealt to each player.

8. The game control method according to claim 7, fur- 5
ther comprising
previously storing a plurality of combinations of the
plurality of cards, and the value to be paid out if the
combination of the plurality of cards is complete,
wherein 10
in the determination of the result of the subgame,
setting is made so that the value of valuable resource
to be paid out to the player winning the game more
increases as the plurality of cards contain a card for
making a stronger card combination of the dealer. 15

9. A computer-readable program product for causing a
computer to execute:

dealing a plurality of elements in a main game; 20
determining the result of the main game in re-
sponse to the plurality of elements determined

in the dealing; and

determining the result of the subgame in re-
sponse to the plurality of elements determined 25
in the dealing.

10. An automatic game performing method executed in
a computer comprising the steps of:

30
dealing a plurality of elements in a main game;
determining the result of the main game in re-
sponse to the plurality of elements determined
in the dealing; and
determining the result of the subgame in re- 35
sponse to the plurality of elements determined
in the dealing.
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