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GAMING MACHINE

CROSS-REFERENCE TO THE RELATED
APPLICATIONS(S)

[0001] This application is based upon and claims a priority
from the prior Japanese Patent Application Nos. 2005-
237808, 2005-237818, 2005-238930, 2006-177036 and
2006-177045 filed on Aug. 18, 2005, Aug. 18, 2005, Aug.
19, 2005, Jun. 27, 2006 and Jun. 27, 2006, respectively, the
entire contents of which are incorporated herein by refer-
ence.

BACKGROUND OF THE INVENTION
[0002]

[0003] The present invention relates to a gaming machine
in which a game is conducted by using a plurality of pockets
formed in a wheel, such as a roulette game machine or a
bingo game machine. In particular, the present invention
relates to a gaming machine in which a payout rate can be
controlled without changing construction of the wheel by
paying out game media betted when a predetermined bonus
pocket is specified by a specification device among pockets
formed on the wheel, thereby variegated games can be
provided.

[0004] 2. Description of Related Art

[0005] In a gaming machine that a game is conducted by
predicting a winning number such as a roulette game
machine, a bingo game machine or a keno game machine,
pockets, to which discriminative numbers (for example, in
the roulette game machine numbers of “00”, “0”, “17°~“36")
are added, are formed on the wheel and a lottery of winning
number is conducted by specifying a any one of pockets on
the wheel by using a roll object such as a ball rolling on the
wheel.

1. Field of the Invention

[0006] And it is desirable that such gaming machine is
constructed so that a payout rate is made controllable within
a predetermined range according to a country, district and
game arcade where the gaming machine is installed. How-
ever, in such gaming machine in which a lottery is conducted
by using a wheel and a ball mentioned in the above, the
lottery is conducted by a physical (structural) device, dif-
ferent from a slot machine or poker game machine in which
the lottery is conducted by software control, therefore physi-
cal construction to conduct the lottery should be changed, in
order to control the payout rate. Here, in particular, expla-
nation will be done by showing the roulette game machine
as an example. In the roulette game machine, special pockets
corresponding to “0” (single zero) and “00” (double zeros)
are provided in addition to pockets corresponding to the
discriminative numbers “1”~“36” as natural numbers,
thereby the payout rate is controlled. Further, in Unexam-
ined Japanese Publication No. 2004-97487, it is disclosed a
bingo game machine that, in addition to plural pockets to
specify symbols based on that a lottery ball is dropped in
each of the pockets, it is provided a passage in which the
lottery ball passes and it is conducted a lottery whether or
not the lottery ball is newly dropped in a bonus pocket, and
if the lottery ball is dropped in the bonus pocket, an
allotment is paid out to the player.

[0007] However, as in the conventional gaming machine
mentioned in the above, if the wheel having the specific
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passage or the specific pocket such as “0” or “00” in addition
to the normal pockets is used, thereby the payout rate is
controlled, there are required plural kinds of wheels accord-
ing to the number of payout rate desired to change thereof
(for example, in a case that wheels can be controlled with
three kinds of payout rates, three kinds of wheels are
required).

[0008] Here, the number of gaming machine using the
wheel installed in one game arcade, such as the roulette
game machine, the bingo game machine or the keno game
machine, reduces. And since price of such gaming machine
is expensive, it is general that such gaming machine is not
mass-produced and is started to produce thereof after an
order is received from a game arcade. Therefore, each of
parts utilized for the gaming machine basically becomes
very expensive and it becomes a large burden for the game
arcade to prepare plural kinds of parts in order to control the
payout rate. Further, it is hard to partially modify or recon-
struct parts.

[0009] And in the above gaming machine, since it is
common in the game done every time a stream of game to
roll the ball on the wheel and determine the winning number,
there is fear that players lose interest for the game when such
games are repeatedly conducted.

[0010] Thus, it is desired a gaming machine in which the
payout rate can be controlled while using the wheel having
the same construction in the conventional gaming machine
and variegated games can be provided.

[0011] On the other hand, as in the conventional gaming
machine that a beneficial award for players, for example,
special payout or execution of bonus game, is given by
forming the specific pockets on the wheel in addition to the
normal pockets, there will increase chances to payout many
game media in comparison with the gaming machine in
which only a base game is conducted, thus a wave in payout
will tend to occur. However, in the above gaming machine,
it is constructed so that when games are conducted in
considerable times, a game state is converged to an incom-
ing and outcoming state (for example, payout rate is 80%)
of game media, which is preset beforehand. Therefore, it
will occur a case that many game media are obtained in spite
that game media are scarcely consumed, or a case that only
a few game media can be obtained in spite that many game
media are consumed.

[0012] At this point, although gamble tendency is raised
and interest for games raised, on the other hand, it will occur
a case that players lose expectation for games based on that
a beneficial result does not occur for a long time, as a result,
there will be a tendency that players (customers) do not
desire to play such games.

SUMMARY OF THE INVENTION

[0013] Inorder to dissolve the above problems, the present
invention has been done and has an object to provide a
gaming machine in which a bonus pocket can be voluntarily
provided on a wheel without changing construction of the
wheel constructing the gaming machine, and a payout rate
corresponding to payout of game media through the bonus
pocket can be controlled, thereby game characteristic can be
variegated.

[0014] And the present invention has another object to
provide a gaming machine having a game compensation
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device to compensate a loss of a player if a predetermined
condition is satisfied, in which the loss of player can be
compensated even if a large loss of player occurs or a
disadvantageous state for the player continues for a long
time, thereby fairness among players can be raised by
reducing the loss of player and interest for games can be
raised.

[0015] In order to accomplish the above object, according
to one aspect of the present invention, it is provided a
gaming machine comprising:

[0016] a wheel having a plurality of pockets to each of
which a discriminative number is given, the pockets being
arranged thereon;

[0017] a plurality of game stations each of which has a bet
acceptance device which accepts a bet operation conducted
while predicting a winning number; and

[0018] a processor programmed to operate with the wheel
and the game stations (a) to specify the pocket among plural
pockets on the wheel, (b) to detect the discriminative num-
ber given to the specified pocket as the winning number, (c)
to pay out to the game station based on the detected winning
number and the bet operation accepted by the bet acceptance
device in the game station, (d) to set one of the pockets to
a bonus pocket, and (e) to give an award to the game station
when the bonus pocket is specified thereby.

[0019] And according to another aspect of the present
invention, it is provided a gaming machine comprising:

[0020] a wheel having a plurality of pockets to each of
which a discriminative number is given, the pockets being
arranged thereon;

[0021] a plurality of game stations each of which has a bet
acceptance device which accepts a bet operation conducted
while predicting a winning number; and

[0022] a processor programmed to operate with the wheel
and the game stations (a) to specify the pocket among plural
pockets on the wheel, (b) to detect the discriminative num-
ber given to the specified pocket as the winning number, (c)
to pay out to the game station based on the detected winning
number and the bet operation accepted by the bet acceptance
device in the game station, and (d) to compensate a loss in
a game based on a bet amount betted through the bet
acceptance device when a right to win an award is not
obtained according to the detected winning number.

[0023] The above and further objects and novel features of
the invention will more fully appear from the following
detailed description when the same is read in connection
with the accompanying drawings. It is to be expressly
understood, however, that the drawings are for purpose of
illustration only and not intended as a definition of the limits
of the invention.

BRIEF DESCRIPTION OF THE DRAWINGS

[0024] The accompanying drawings, which are incorpo-
rated in and constitute a part of this specification illustrate
embodiments of the invention and, together with the
description, serve to explain the objects, advantages and
principles of the invention.
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[0025] In the drawings,

[0026] FIG. 1 is an outline perspective view showing an
outline construction of a roulette game machine according to
the first embodiment,

[0027] FIG. 2 is a plan view of the roulette game machine
according to the first embodiment,

[0028] FIG. 3 is a perspective view showing a server
according to the first embodiment,

[0029] FIG. 4 is an explanatory view showing a menu
screen displayed on a liquid crystal display of the server
according to the first embodiment,

[0030] FIG. 5 is an explanatory view showing a setup
screen of bonus pocket displayed on the liquid crystal
display of the server according to the first embodiment,

[0031] FIG. 6 is an explanatory view showing a BET
screen displayed on an image display device,

[0032] FIG. 7 is a block diagram schematically showing a
control system of the roulette game machine according to
the first embodiment,

[0033] FIG. 8 is a block diagram schematically showing a
control system of a station according to the first embodi-
ment,

[0034] FIG. 9 is a schematic view showing memory areas
in a ROM of'the roulette game machine according to the first
embodiment,

[0035] FIG. 10 is a schematic view showing memory areas
in a RAM of the roulette game machine according to the first
embodiment,

[0036] FIG. 11 is a flowchart of a game process program
of the roulette game machine according to the first embodi-
ment,

[0037] FIG. 12 is a flowchart of a game process program
of the roulette game machine according to the first embodi-
ment,

[0038] FIG. 13 is a flowchart of sub-process program of a
special bonus game lottery process conducted in the roulette
game machine according to the first embodiment,

[0039] FIG. 14 is a schematic view showing a turning on
state of a WIN lamp when the special bonus game is
executed in the roulette game machine according to the first
embodiment,

[0040] FIG. 15 is a flowchart of game process program
executed in the roulette game machine according to the
second embodiment,

[0041] FIG. 16 is a flowchart of game process program
executed in the roulette game machine according to the
second embodiment,

[0042] FIG. 17 is a flowchart of sub-process program of
bonus allotment calculation process executed in the roulette
game machine according to the second embodiment,

[0043] FIG. 18 is a flowchart of game process program
executed in the roulette game machine according to the third
embodiment,
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[0044] FIG. 19 is a flowchart of game process program
executed in the roulette game machine according to the third
embodiment,

[0045] FIG. 20 is a flowchart of game process program
executed in the roulette game machine according to the
fourth embodiment,

[0046] FIG. 21 is a flowchart of game process program
executed in the roulette game machine according to the
fourth embodiment,

[0047] FIG. 22 is a flowchart of sub-process program of
bonus allotment calculation process executed in the roulette
game machine according to the fourth embodiment,

[0048] FIG. 23 is a flowchart of bonus pocket setup
process program executed in the roulette game machine
according to the fifth embodiment,

[0049] FIG. 24 is a plan view of roulette wheel according
to the sixth embodiment,

[0050] FIG. 25 is an explanatory view showing a BET
screen displayed on the image display device in the roulette
game machine according to sixth embodiment,

[0051] FIG. 26 is a schematic view showing memory areas
in the ROM of the roulette game machine according to the
sixth embodiment,

[0052] FIG. 27 is a schematic view showing memory areas
in the RAM of the roulette game machine according to the
sixth embodiment,

[0053] FIG. 28 is a flowchart of game process program
executed in the roulette game machine according to sixth
embodiment,

[0054] FIG. 29 is a flowchart of game process program
executed in the roulette game machine according to sixth
embodiment,

[0055] FIG. 30 is a plan view of the roulette wheel
showing a case that a number pocket corresponded to a
number “10” is set to the bonus pocket,

[0056] FIG. 31 is an explanatory view showing a display
screen of the image display device when it is conducted
effect to notify that the bonus pocket is set,

[0057] FIG. 32 is an explanatory view showing one
example of the display screen of the image display device
when it is conducted effect that JP is obtained,

[0058] FIG. 33 is a flowchart of game process program
executed in the roulette game machine according to the
seventh embodiment, and

[0059] FIG. 34 is a flowchart of game process program
executed in the roulette game machine according to the
seventh embodiment.

DETAILED DESCRIPTION OF THE
PREFERRED EMBODIMENTS

[0060] Hereinafter, a gaming machine of the present
invention embodied in a roulette game machine will be
described based on the first to seventh embodiments, with
reference to the drawings. Here, the roulette game machine
is a gaming machine that players predict a number and the
like which is determined by a lottery in the roulette game
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machine and bet game media such as medals to the number
predicted, and when the number to which game media are
betted is won, players can obtain payout of a predetermined
number of medals.

[0061] (First Embodiment)

[0062] At first, an outline construction of a roulette game
machine according to the first embodiment will be described
with reference to FIG. 1. FIG. 1 is an outline perspective
view showing an outline construction of the roulette game
machine according to the first embodiment.

[0063] As shown in FIG. 1, the roulette game machine
basically constructed from a cabinet 2 as a main body, a
roulette device 3 substantially arranged at an upper center
position of the cabinet 2, a plurality of stations 4 (in the first
embodiment, 12 stations) arranged so as to surround the
roulette device 3 and an electric display device 5 arranged at
an upper position of the cabinet 2.

[0064] Here, the station 4 is defined as a gaming area with
at least a medal insertion portion 6 to insert game media such
as coins or medals used in a game, a control portion 7 having
plural control buttons by each of which a predetermined
instruction is input by a player and an image display device
8 displaying images concerning with the game, bet operation
by the player being accepted through the station 4. And the
player operates a touch panel or the control portion 7 while
seeing the images displayed on the image display device 8,
thereby the game can be progressed.

[0065] And at a side plane of the cabinet 2 in which each
of the stations 4 is installed, a medal payout opening 9 is
respectively provided. Further, at an upper right position of
the image display device 8 in each of the stations 4, a
speaker 10 to output music or effect sounds is provided.

[0066] Further, at an upper position of each of the image
display devices 8, a WIN lamp 11 is respectively provided.
Here, as mentioned later, the WIN lamp 11 is utilized in a
special bonus game occurring when a ball enters in a pocket
corresponding to “00” (double zeros), and turning on and off
of the WIN lamp 11 is repeatedly conducted with a prede-
termined timing (see FIG. 14) so that the station 4 in which
the WIN lamp 11 turns on is moved in clockwise direction
in the roulette game machine 1. And only the WIN lamp 11
of the station 4 in which the special bonus game is obtained
is turned on, thereby winning of the special bonus game is
notified. Further, also in a base game, if the number (in the
first embodiment, “0”, “17~*“36”) betted in the station 4 is
won, the WIN lamp 11 of the station 4 in which winning of
the number occurs is turned on. And, in a Jack Pot (here-
inafter, abbreviated as “JP”’) bonus game to obtain the JP, the
WIN lamp 11 of the station 4 in which the JP is won is also
turned on. Here, this WIN lamp 11 is arranged at a position
where the WIN lamp 11 can be seen from all of the stations
4 (12 stations in the first embodiment), thereby the other
players playing in the same roulette game machine 1 can
always confirm turning on of the WIN lamp 11.

[0067] And a medal sensor (not shown) is arranged within
the medal insertion portion 6, thereby game media such as
medals inserted in the medal insertion portion 6 are dis-
criminated and counted by the medal sensor. And a hopper
(not shown) is provided within the medal payout opening 9
and the hopper pays out a predetermined number of medals
from the medal payout opening 9.
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[0068] And within a corner portion 12 positioned at cor-
ners of the cabinet 2, a server 13 (mentioned later) is
arranged. Here, although the server 13 is normally arranged
within the corner portion 12 so as not to be operated by the
player, the server 13 can be operated by opening a corner
door 14 provided at the corner portion 12 through a key
switch. And by operating the server 13, various conditions of
the roulette game machine 1 can be set and the pocket
becoming the bonus pocket can be changed and set.

[0069] And on the electric display device 5 a JP sum
display portion 15 displaying a JP sum is provided. Here, in
the roulette game machine 1 according to the first embodi-
ment, among credits betted in the base game (roulette game)
by using the BET screen 61 (mentioned later) in all of 12
stations 4, 0.5% of credits are accumulatively stored. And
concerning with the JP credits accumulatively stored, when
a predetermined condition is satisfied in the JP bonus game,
the JP is won, thereby the payout is conducted in the
predetermined station 4. The JP sum display portion 15 is
provided on a top of the electric display device 5 and
contents thereof can be seen by all players playing in the
stations 4.

[0070] Next, a construction of the roulette device 3
according to the first embodiment will be described with
reference to FIG. 2. FIG. 2 is a plan view of the roulette
device 3 according to the first embodiment.

[0071] As shown in FIG. 2, the roulette device 3 is
basically constructed from a frame 21 fixed to the cabinet 2
and a wheel 22 which is rotatably set within the frame 21.
And on an upper surface of the wheel 22, number pockets 23
formed in a concave form and a bonus pocket 24 (total 38
pockets in the first embodiment) are formed. Further, on the
upper surface of the wheel 22 in an outer direction of each
number pocket 23, a number display plate 25, on which each
of the numbers “07, “17~“36” as figure numbers is printed,
is arranged so as to correspond to each of the number
pockets 23. That is to say, in other words, 37 number pockets
23, to each of which any one of the numbers is given among
the numbers “0”, “17~*“36”, are totally formed on the wheel
22. And on the upper surface of the wheel 22 in an outer
direction of the bonus pocket 24, a bonus display plate 26,
on which the English character “B” is printed, is arranged so
as to correspond to the bonus pocket 24.

[0072] Here, the bonus pocket 24 is a pocket which is
positioned at the same position as the number pocket cor-
responded to “00” formed in the conventional roulette
device 3 having 38 number pockets and has the same figure
as the number pocket of “00”. And the bonus display plate
26 is constructed by adhering a seal and the like on the
number display plate 25 on which the number “00” is
printed. Therefore, in the roulette device 3 of the first
embodiment, the bonus pocket 24 can be voluntarily pro-
vided on the wheel 22 instead of the number pocket corre-
sponded to the number “00”, without changing structure of
the wheel 22.

[0073] Further, in the first embodiment, although the
bonus pocket 24 is provided instead of the number pocket
corresponded to the number “00”, the number of the bonus
pocket 24 is not limited to one. For example, the bonus
pocket 24 may be further provided instead of the number
pocket 23 corresponded to the number “0”. At that time,
additional setup of the bonus pocket can be done by con-
ducted a predetermined operation in the server 3.
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[0074] And within the frame 21 a ball throwing opening
36 is formed. And a ball throwing device (not shown) is
connected to the ball throwing opening 36 and a ball 27 is
thrown on the wheel 22 from the ball throwing opening 36
corresponding to drive of the ball throwing device. And
upper whole of the roulette wheel is covered with a semi-
spherical cover member 28 made of transparent acrylic
resin.

[0075] Under the wheel 22 it is arranged a winning
determination device (not shown) to determine whether or
not winning is obtained. The winning determination device
is a device to determine whether the ball 27 enters in any of
the number pockets 23 or the bonus pocket 24. Further, a ball
collection device (not shown) is arranged under the wheel
22. This ball collection device is a device to collect the ball
27 on the wheel 22 after the game is terminated. Here, the
ball throwing device, the determination device and the ball
collection device are already well-known, thus explanation
thereof will be omitted.

[0076] Here, the frame 21 is gradually inclined toward the
inner side thereof and a guide wall 29 is formed in the
middle position of the frame 21. The guide wall 29 guides
the ball 27 against centrifugal force of the ball 27 thrown in
the frame 21 and rolls the ball 27 therealong. And when
rolling speed of the ball 27 becomes weak and centrifugal
force thereof disappears, the ball 27 rolls down on an
inclined surface of the frame 21 toward the inner side and
reaches to the wheel 22 which is rotating.

[0077] And the ball 27 rolling down to the wheel 22 passes
the number display plates 25 or the bonus display plate 26
positioned at the outer side of the wheel 22 which is rotating,
thereby the ball 27 enters in any of the number pockets 23
or the bonus pocket 24. As a result, if the ball 27 enters in
any of the number pockets 23, the number printed on the
number display plate 25 corresponding to the number pocket
23 in which the ball 27 enters is determined as the winning
number by the winning determination device. On the other
hand, if the ball 27 enters in the bonus pocket 24, the special
bonus game mentioned later is started by using the WIN
lamp 11.

[0078] Next, with reference to FIG. 3, the server 13
provided in the roulette game machine 1 according to the
first embodiment will be described. FIG. 3 is a perspective
view showing the server 13 according to the first embodi-
ment.

[0079] Here, FIG. 3 is a view showing a state in which the
corner door 14 of the corner portion 12 is opened, and the
server 13 is installed in a space 31 formed on a wall surface
of the cabinet 2.

[0080] Here, the server 13 is connected to each of the
stations 4 and mainly controls each station 4 by transmitting
an instruction signal to each station 4, thereby the server 13
progresses the game. And through the server 13, setup of
addition and deletion of the bonus pocket 24 is conducted,
in addition to control concerning with the game in the
roulette game machine 1.

[0081] As shown in FIG. 3, a liquid crystal display 32 and
a keyboard 33 are connected to the server 13 and a menu
screen 40 (see FIG. 4) mentioned later and a bonus pocket
setup screen 42 (see FIG. 5) are displayed on the liquid
crystal display 32. And the keyboard 33 is an operation
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device on which plural keys are arranged, and based on that
a maintenance person operates the keyboard 33 in a state that
the menu screen 40 or bonus pocket setup screen 42 is
displayed on the liquid crystal display 32, setup of addition
and deletion of the pocket becoming the bonus pocket 24 can
be done, in addition to various setups in the roulette game
machine 1.

[0082] Here, in the roulette game machine 1 according to
the first embodiment, when the ball 27 enters in the bonus
pocket 24 formed in the wheel 22, the special bonus game
mentioned later occurs, and the payout rate can be precisely
controlled by adding or deleting the number of the bonus
pocket 24 through the server 13.

[0083] Next, the menu screen 40 and bonus pocket setup
screen 42 displayed on the liquid crystal display 32 will be
described with reference to FIGS. 4 and 5. FIG. 4 is an
explanatory view showing the menu screen displayed on the
liquid crystal display 32 and FIG. 5 is an explanatory view
showing the bonus pocket setup screen 42 displayed on the
liquid crystal display 32.

[0084] As shown in FIG. 4, a plurality of setup items 41
(eight items in the first embodiment) corresponding to the
roulette game machine 1 are displayed in the menu screen 40
and the maintenance person can conduct various setups (for
example, setup of sound volume, test operation) in the
roulette game machine 1 by selecting desirable setup items
through the keyboard 33. And among the setup items 41, in
particular, if “BONUS POCKET MENU” is selected, the
bonus pocket setup screen 42 is displayed and setup con-
cerning with addition or deletion of the pocket becoming the
bonus pocket 24 can be changed.

[0085] As shown in FIG. 5, on the bonus pocket setup
screen 42, it is displayed a bonus number 43 to specify the
number of the pocket which becomes the bonus pocket 24
among 38 pockets formed on the wheel 22. Here, in the
roulette game machine 1 according to the first embodiment,
as shown in FIG. 5, the number “00” as the initial setup
number when the roulette game machine 1 is forwarded is
preset to the bonus number 43 and the bonus pocket 24 is
provided instead of the number pocket 23 corresponded to
the number “00”, as shown in FIG. 2.

[0086] And the maintenance person newly inputs the
bonus number 43 on the bonus pocket setup screen 42 within
a range of numbers “00”, “0”, “1”~“36” by using the
keyboard 33, thereby the number pocket 23 corresponding
to the number input by the maintenance person can be
changed to the bonus pocket 24. On the other hand, when the
maintenance person deletes the number displayed as the
bonus number 43 on the bonus pocket setup screen 42 by
using the keyboard 33, the bonus pocket 24 corresponding
to the number deleted by the maintenance person can be
changed to the number pocket 23.

[0087] Thereafter, the maintenance person adheres the
seal on the number display plate 25 of the number pocket 23
changed to the bonus pocket 24, thereby such number
display plate 25 is changed to the bonus display plate 26.
And based on that the maintenance person peels the seal
adhered on the bonus display plate 26 of the bonus pocket
24 changed to the number pocket 23, the bonus display plate
26 is changed to the number display plate 25. Thereby, the
player can distinguish the number pocket 23 and the bonus
pocket 24 formed on the wheel 22 at sight.

Mar. 15, 2007

[0088] Next, construction of the control portion 7 and the
image display device 8 of the first embodiment will be
described.

[0089] The control portion 7 is, as shown in FIG. 1,
provided at the side position of the image display device 8
and buttons operated by the player are arranged on the
control portion 7. Concretely, when seeing toward the sta-
tion 4, a BET confirmation button 47, a CASHOUT button
48 and a HELP button 49 are arranged from the left side.

[0090] The BET confirmation button 47 is a button which
is pressed when the BET is confirmed after a bet operation
is conducted by the image display device 8 mentioned later.
And after the BET is confirmed and if the player bets to the
number printed on the number display plate 25 correspond-
ing to the number pocket 23 in which the ball 27 enters in
the roulette device 3 during the game, the player can obtain
winning. If winning can be obtained, credits corresponding
to the number of chips betted are added to the credits
obtained at present by the player. Here, the bet operation will
be described hereinafter.

[0091] The CASHOUT button 48 is a button generally
pressed when the game is terminated, and when the CASH-
OUT button 48 is pressed, medals (generally, one credit
corresponds to one medal) corresponding to the credits
obtained in games at present by the player are paid out from
the medal payout opening 9.

[0092] The HELP button 49 is a button pressed when the
player cannot understand the game operation method and the
like, and when the HELP button 49 is pressed, a help screen
on which various kinds of operation information are dis-
played is displayed on the image display device 8 right after
press of the HELP button 49.

[0093] On the other hand, the image display device 8 is a
so-called liquid crystal display with a touch panel which is
arranged on the front surface thereof, and based on that the
player presses one of icons displayed on the liquid crystal
screen by the finger, such icon can be selected. FIG. 6 is an
explanatory view showing one example of display screen
displayed on the image display device 8 during the game.

[0094] As shown in FIG. 6, during the game in the roulette
game machine 1 a BET screen 16 having a table betting
board 60 is displayed on the image display device 8. And
based on that the player operates the BET screen 61, the
player can bet chips by using the credits obtained at present.

[0095] At first, with reference to FIG. 6, the BET screen 61
used in the base game will be described. In the table betting
board 60 displayed in the BET screen 61, among 38 numbers
of “07, “00”, “1”~“36”, there are arranged and displayed in
matrix the numbers as same as the numbers (that is, the
numbers displayed on the number display plates 25, and for
example, 37 kinds of numbers of “0”, “1”°~*36” in FIG. 2),
except for the number set to the bonus pocket 24 by the
server 13. And there are also arranged in matrix “odd
numbers”, “even numbers”“kinds of color of number dis-
play plates” (red and black) and specific BET areas to bet
chips by directing “a predetermined number range (for
example, “17~<127)".

[0096] And under the table betting board 60, a result
history display portion 65, unit BET buttons 66, a CASH-
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OUT result display portion 67 and a credit number display
portion 68 are displayed from the left side of the screen.

[0097] In the result history display portion 65, it is dis-
played in a table form a result of winning numbers won in
the games conducted till the previous game is terminated
(here, one game means a series of operations that the player
bets in each station 4 and the ball 27 rolls down in one of the
number pockets 23 or the bonus pocket 24 and the payout of
credits is conducted based on the winning number). At that
time, after one game is terminated, a new winning number
is added and displayed from the upper side and the history
of winning numbers for 16 games at maximum can be
confirmed.

[0098] And the unit BET button 66 is a button to bet chips
on BET areas 72 (on number and square of mark or square
line forming squares) directed by the player. The unit BET
button 66 comprises four kinds of a 1 BET button 66A, a 5
BET button 668, a 10 BET button 66C and a 100 BET
button 66D.

[0099] The player, at first, directly presses the BET area 72
for betting by the finger and directs by a cursor 70 mentioned
later. In such state, when the player presses the 1 BET button
66A, the player can bet one chip every one press thereof (the
bet number increases according to “17—=*2"—“3"— . .
every the player presses the 1 BET button 66A by the finger).
And when the player presses the 5 BET button 66B, the
player can bet 5 chips every one press thereof (the bet
number increases according to “57—“10"—“15"— . . .
every the player presses the 5 BET button 66B by the finger).
And when the player presses the 10 BET button 66C, the
player can bet 10 chips every one press thereof (the bet
number increases according to “10”—“20"—“30"— . . .
every the player presses the 10 BET button 66C by the
finger). Further, when the player presses the 100 BET button
66D, the player can bet 100 chips every one press thereof
(the bet number increases according to “100”—*200"—
“300”— . . . every the player presses the 100 BET button
66D by the finger).

[0100] Therefore, when many chips are betted, the bet
operation of chips can be simplified.

[0101] And in the CASHOUT result display portion 67,
the bet number in the previous game betted by the player and
the credit number for cashout are displayed. Here, the
number obtained by subtracting the bet number from the
CASHOUT credit number is the credit number which is
newly obtained in the previous game by the player.

[0102] Further, in the credit number display portion 68, the
credit number obtained by the player at present is displayed.
This credit number reduces according to the bet number (one
credit against to one bet) when chips are betted. And in a
case that winning is obtained for betted chips and cashout of
the credit is conducted, the credit number for cashout
number of chips is increased. Here, when the credit number
obtained by the player becomes “0”, the game is terminated.

[0103] Further, at an upper position of the table betting
board 60, a BET time display portion 69 is provided. The
BET time display portion 69 displays a remaining time
during which the player can bet. At start of acceptance for
bet operation, the number “20” is displayed and such num-
ber decreases by 1 every one second elapses, and when the
number becomes “0”, the acceptance of bet operation is
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terminated. And if the remaining time permitted for the
player becomes 5 seconds in each station 4, the ball throw-
ing device is driven and the ball 27 is thrown on the roulette
wheel.

[0104] Further, at the right side of the BET time display
portion 69, it is provided a JP display portion 73 for
displaying the credit number of the JP accumulated by now.
Here, the JP display portion 73 displays the credit number
which is calculated by accumulatively adding 0.5% of the
credits betted in all of 12 stations 4 and the common value
is displayed in all of the stations 4. Further, in a case that a
predetermined condition is satisfied in the JP bonus game
which occurs at a predetermined timing, the JP is won and
the credit number of JP is paid out, thereafter an initial value
(for example, 50000 credits) is displayed in the JP display
portion 73. Here, as for the credit number of JP accumulated
by now, such credit number is also displayed in the JP sum
display portion 15 (see FIG. 1), in addition to the JP display
portion 73.

[0105] And on the table betting board 60, a cursor 70
indicating the BET area 72 which the player selects at
present is displayed. And a chip mark 71 indicating the chip
number betted by the present time and the BET area 72 is
displayed and the number displayed on the chip mark 71
indicates the bet number of chips. For example, as shown in
FIG. 6, the chip mark 71 of “7” set on the square “18”
indicates that 7 chips are betted to the number “18”. Here,
the betting method to bet to only one number is called as
“straight bet”.

[0106] And the chip mark 71 of “1” set on the cross point
of the squares “5”, “6”, “8”, “9” indicates that one chip is
betted so as to cover four numbers “5”, “6”, “8”, “9”. Here,
the betting method to cover four numbers is called as “corner
bet”.

[0107] As for the other betting methods, there exist “split
bet” to bet on a line between two numbers so as to cover two
numbers, “street bet” to bet at an end of the horizontal row
(in FIG. 6, the vertical line) of the numbers so as to cover
three numbers (for example, “137, “14”, “15”), “five bet” to
bet on a line between the number “00” and “3” so as to cover
five numbers of “0”, <007, “17, “2”, “3”, “line bet” to bet
between two horizontal rows (in FIG. 6, two vertical lines)
of the numbers so as to cover six numbers (for example,
€137, “14”, <157, “16”, <177, “18”), “column bet” to bet on
the square described as “2 to 1” so as to cover 12 numbers,
and “dozen bet” to bet on the square described as “Ist 127,
“2nd 127, “3rd 12” to respectively cover 12 numbers.
Further, there exists a betting method to bet so as to cover
18 numbers based on whether color of the number display
plate is red or black, the number is the odd number or even
number, the number is less than 18 or more than 19, by using
six squares provided at the lowermost stage in the table
betting board 60. Here, in each of the betting methods
mentioned in the above, the payout of credits (payout
magnification) per one chip is respectively made different
when winning is obtained for the betted chip.

[0108] When the player bets on the BET screen 61 con-
structed according to the above, at first, the player directs the
BET area 72 (on number and square of mark or square line
forming squares) to be betted on the screen and directly
presses by the finger. As a result, the cursor 70 moves to the
BET area 72 directed.
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[0109] Thereafter, the player presses one of the unit bet
buttons 66 (1 BET button 66A, 5 BET button 66B, 10 BET
button 66C, 100 BET button 66D), thereby chips corre-
sponding to the unit number are betted to the BET area 72
directed. For example, when the player presses the 10 BET
button 66C four times, 5 BET button 66B one time and 1
BET button 66A three times, 48 chips can be totally betted.

[0110] Next, a construction of control system in the rou-
lette game machine 1 according to the first embodiment will
be described with reference to FIG. 7. FIG. 7 is a block
diagram schematically showing the control system of the
roulette game machine.

[0111] As shown in FIG. 7, the roulette game machine 1 is
constructed from the server 13 and a plurality of stations 4
(in the first embodiment, 12 stations) connected to the server
13, and the roulette device 3 and the electric display device
5 are connected to the server 13. Here, a control system of
the station 4 will be described hereinafter.

[0112] And the server 13 is basically constructed from a
server control CPU 81, a ROM 82, a RAM 83, a timer 84
connected to the server control CPU 81, the liquid crystal
display 32 connected to the server control CPU 81 through
a liquid crystal drive circuit 85 and the keyboard 33 (see
FIG. 33).

[0113] The server control CPU 81 conducts various pro-
cesses based on input signals supplied from the stations 4
and programs stored in the ROM 82 and the RAM 83, and
transmits command signals to the stations based on a result
of processes, thereby the server control CPU 81 mainly
controls each of the stations 4 and progresses the game.
Further, the server control CPU 81 drives the drive motors
provided in the roulette device 3, thereby the ball 27 is
thrown on the wheel 22 and the wheel 22 is rotated. And the
server control CPU 81 controls the determination device
when a position in which the ball 27 is rolled is specified,
thereby the winning number concerning with the position in
which the ball 27 is rolled is determined. Further, the server
control CPU 81 determines whether or not winning is
obtained for chips betted, and calculates the credit number
paid out in each of the stations 4.

[0114] The ROM 82 is, for example, constructed from a
semi-conductor memory and there are stored in the ROM 82
programs to realize basic functions of the roulette game
machine 1, notification of maintenance time and setup of
notification condition to notify the maintenance time, pro-
gram to execute management, the payout magnification for
the roulette game (the payout number of credits correspond-
ing to winning per one chip and programs to mainly control
each of the stations 4.

[0115] On the other hand, there are temporarily stored in
the RAM 83 bet information of chips, the winning number
of the roulette device 3 determined by the sensor, the JP sum
accumulated by present, the kind of bonus pocket 24 set on
the bonus pocket setup screen 42 (“00” is set in the initial
setup) and data concerning with a result of processes
executed by the server control CPU 81.

[0116] Further, to the server control CPU 81, the timer 84
to count a time is connected. Time information counted by
the timer 84 is transmitted to the server control CPU 81,
thereby the server control CPU 81 conducts rotation opera-
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tion of the wheel 22 and throwing of the ball 27 based on the
time information counted by the timer 84.

[0117] And to the server control CPU 81, the electric
display device 5 (see FIG. 1) is connected. And the server
control CPU 81 controls the electric display device 5 so as
to conduct illumination effects by controlling light emission
of light emitting devices such as LEDs and so as to display
predetermined characters on the electric display device 5.
Further, in particular, the server control CPU 81 controls the
electric display device 5 so as to display the JP sum
accumulated by preset in the JP sum display portion 15 of
the electric display device 5.

[0118] And as shown in FIG. 9, in the ROM 82, it is
provided a payout credit memory area 82A in which the
allotment magnification concerning with the roulette game
by use of the BET screen 61 is stored. Here, in the allotment
magnification corresponding to each of the BET areas 72 of
the BET screen 16 and stored in the payout credit memory
area 82A, one of magnifications of “x2”~“x36” is deter-
mined beforehand and stored according to the kind of the
betting method (“straight bet”, “corner bet”, “split bet” and
the like).

[0119] And as shown in FIG. 10, in the RAM 83, there are
provided a bet information memory area 83 A for storing the
bet information of the player during the game, a winning
number memory area 83B for storing the winning number of
the roulette device 3 determined by the winning determina-
tion device, a JP accumulation memory area 83C for storing
the credit number obtained by accumulatively adding 0.5%
of the credit number betted on the BET screen 61 (see FIG.
6) and a bonus pocket setup memory area 83D for storing
information to specify the bonus pocket set on the bonus
pocket setup screen 42 (see FIG. 5). Here, concretely, the bet
information means information concerning with the bet
operation conducted by using the station 4, such as the BET
area 72 directed on the BET screen 61, the chip number (bet
number) betted and the kind of betting method.

[0120] Next, a control system of the station 4 connected to
the server 13 of the first embodiment will be described with
reference to FIG. 8. FIG. 8 is a block diagram schematically
showing the control system of the station 4 according to the
first embodiment. Here, each of 12 stations 4 has basically
the same construction, thus explanation will be done accord-
ing to one station 4.

[0121] As shown in FIG. 8, the station 4 is constructed
from a station control portion 90 and some circumference
devices. The station control portion 90 has a station control
CPU 91, a ROM 92 and a RAM 93. The ROM 92 is, for
example, constructed from a semi-conductor memory, and
there are stored in the ROM 92 programs for realizing basic
functions of the station 4 and various programs and data
tables required for control of the station 4. And the RAM 93
is a memory to temporarily store various data calculated by
the station control CPU 9, the credit number (stored in the
station 4) held by the player at present and the bet state of
chips by the player.

[0122] And to the station control CPU 91, the BET con-
firmation button 47, the CASHOUT button 48 and the HELP
button 49 all of which are provided in the control portion 7
(see FIG. 1), are connected. And the station control CPU 91
conducts control to execute various processes corresponding
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to the buttons based on operation signals output from the
buttons. Concretely, based on the input signal supplied from
the control portion 7 when the input operation is done by the
player and data and programs stored in the ROM 92, RAM
93, the station control CPU 91 conducts various processes.
And the station control CPU 91 transmits a result thereof to
the server control CPU 81 mentioned in the above.

[0123] On the other hand, the station control CPU 91
receives the command signal from the server control CPU
81 and controls the circumference devices constructing the
station 4, thereby progresses the roulette game in the station
4. And the station control CPU 91 conducts various pro-
cesses according to contents of processes based on the input
signal supplied from the control portion 7 when the input
operation is done by the player and data and programs stored
in the ROM 92, RAM 93. Further, on the basis of a result
thereof, the station control CPU 91 controls the circumfer-
ence devices constructing the station 4, thereby progresses
the roulette game in the station 4.

[0124] And to the station control CPU 91, a hopper 94 is
connected. Ths hopper 94 pays out a predetermined number
of medals from the medal payout opening 9 (see FIG. 1),
based on the command signal output from the station control
CPU 91.

[0125] Further, to the station control CPU 91, the image
display device is connected through a liquid crystal drive
circuit 95. Here, the liquid crystal drive circuit 95 is con-
structed from a program ROM, an image ROM, an image
control CPU, a work RAM, a VDP (Video Display Proces-
sor) and a video RAM. And in the program ROM, there are
stored image control programs and various data tables
concerning with display on the image display device 8. And
in the image ROM, for example, dot data to form images
displayed on the image display device 8 are stored. And the
image control CPU determines images displayed on the
image display deice 8 among dot data stored beforehand in
the image ROM, according to the image control program
stored beforehand in the program ROM, based on param-
eters preset by the station control CPU 91. And the work
RAM is used as a temporary memory when the image
control program is executed by the image control CPU.
Further, the VDP forms images corresponding to display
contents determined by the image control CPU and outputs
the images to the image display device 8. Here, the video
RAM is constructed as a temporary memory when images
are formed by the VDP.

[0126] Further, a touch panel 50 is arranged in front of the
image display device 8, and operation information of the
touch panel 50 is transmitted to the station control CPU 91.
By use of the touch panel 50 the bet operation of chips by
the player is conducted on the BET screen 61. Concretely,
selection of the BET area 72 and operation of the unit BET
buttons 66 are conducted on the touch panel 50 and such
operation information is transmitted to the station control
CPU 91. And based on the operation information, the bet
information of the player at present (BET area directed in the
BET screen 61 and chip number betted) is voluntarily stored.
Further, such bet information is transmitted to the server
control CPU 81 and stored in the bet information memory
area of the RAM 83.

[0127] Further, a sound output circuit 96 and the speaker
10 are connected to the station control CPU 91, and the
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speaker 10 outputs various effect sounds when various
effects are conducted based on the output signal from the
sound output circuit 96.

[0128] And a medal sensor 97 is connected to the station
control CPU 91. The medal sensor 97 detects medals
inserted from the medal insertion portion 6 (see FIG. 1) and
calculates medals inserted and transmits a result thereof to
the station control CPU 91. And the station control CPU 91
increases the credit number obtained by the player stored in
the RAM 93 on the basis of the signal transmitted from the
medal sensor 97.

[0129] And to the station control CPU 91, the WIN lamp
11 is connected. The station control CPU 91 repeatedly
conducts turning on and off of the WIN lamp 11 when the
game state shifts to the special bonus game which occurs
based on that the ball 27 enters in the bonus pocket 24, as
mentioned later. Thereby, it is conducted the effect that the
station 4 in which the WIN lamp 11 is turned on is serially
moved in clockwise direction. And on the basis of a lottery
result in the special bonus game, when winning is obtained
in the special bonus game, the operation of turning on of the
WIN lamp 11 is stopped while retaining a state that the WIN
lamp 11 is turned on in the station 4 in which winning is
obtained. Thereby, winning result in the special bonus game
is notified to the player. And when winning or JP winning is
obtained for chips betted through the BET screen 61, the
WIN lamp 11 is turned on in a predetermined color.

[0130] Next, with reference to FIGS. 11 and 12, it will be
described a game process program in the server executed by
the server control CPU 81 in the roulette game machine 1
according to the first embodiment and a game process
program in the station executed by the station control CPU
91 in the station 4. Here, programs shown by the flowcharts
of FIGS. 11 and 12 are stored in the ROM 82 and RAM 83
provided in the server 13 and in the ROM 92 and RAM 93
provided in the station 4, and executed by the server control
CPU 81 and the station control CPU 91.

[0131] At first, with reference to FIGS. 11 and 12, the
game process program in the station will be described. In
step (abbreviated as “S” hereinafter) 1, it is determined by
the station control CPU 91 whether or not medals or coins
are inserted by the player, based on the detection signal
output from the medal sensor 97. And if it is determined that
medals or coins are not inserted (S1: NO), procedure waits
till medals or coins are inserted. On the other hand, if it is
determined that medals or coins are inserted (S1: YES),
procedure shifts to S2.

[0132] In S2, credit data of sum corresponding to the
inserted number are stored in the RAM 93. Next, in S3, it is
transmitted to the server 13 a medal insertion signal instruct-
ing that medals or coins are inserted.

[0133] And in S4, the BET screen 61 shown in FIG. 6 is
displayed on the image display device 8 of the station 4 and
the bet time during which the player can bet chips is started
to count (S5). And during the bet time that the bet operation
can be accepted, the player participating in the game can bet
chips to the BET area 72, concerning with the number which
the player predicts (see FIG. 6). Here, since the concrete
betting method by using the BET screen 61 is already
explained, thus explanation will be omitted.

[0134] And the player can participate in the game that the
bet time is started to count even after the game is started, and
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12 players at maximum can play the game in the roulette
game machine 1 according to the first embodiment. Further,
if the present game is conducted continuously to the previ-
ous game, acceptance of the bet operation is started right
after the previous game is terminated.

[0135] And in S6, if it is received from the server control
CPU 81 the bet time termination signal instructing that the
bet time is terminated, the image indicating that the bet time
is terminated is displayed on the image display device 8 of
the station 4, thereby acceptance of the bet operation by the
touch panel 50 is terminated (S7). Thereafter, the bet infor-
mation (directed BET area 72 and chip number (bet number)
betted to the directed BET area 72) occurring on the basis of
operation by the player is transmitted (S8).

[0136] And in S9, a lottery result in the JP bonus game
lottery process (S109, mentioned later) executed by the
server control CPU 81 is received from the server 13. Here,
the lottery result of the JP bonus game includes a lottery
result concerning with whether or not the predetermined JP
bonus game occurs in each of the stations 4 and a lottery
result concerning with that the JP winning occurs in which
station 4 among 12 stations 4 (or the JP winning is lost in all
stations 4) in a case that the JP bonus game occurs.

[0137] Next, in S10 of FIG. 12, the station control CPU 91
determined whether or not the JP bonus game occurs based
on the lottery result obtained in the JP bonus game lottery
process received in S9. And if it is determined that the JP
bonus game does not occur in the station 4 (S10: NO),
procedure shifts to S12.

[0138] On the other hand, if it is determined that the JP
bonus game occurs in the station 4 (S10: YES), a predeter-
mined bonus game with selection type concerning with
obtainment of the JP is executed in S11. And a game result
thereof (whether or not the JP has been obtained) is dis-
played on the image display device 8 based on the lottery
result received in S9.

[0139] Next, in S12, it is determined whether or not the
execution instruction of the special bonus game is transmit-
ted from the server control CPU 81. Here, as for the special
bonus game, in a case that the ball 27 enters in the bonus
pocket 24 in the lottery of winning number conducted
through the roulette device 3, it is determined that the special
bonus game is executed by the server control CPU 81,
thereby execution thereof is instructed to the station control
CPU 91 (8123). However, since the special bonus game is
not executed in the station 4 that the bet number does not
reach to 10 bets (10 credits) in the present game, instruction
of the special bonus game is not done.

[0140] And if it is determined that the execution instruc-
tion of the special bonus game is conducted (S12: YES), the
special bonus game process is conducted in S13. In the
special bonus game process, the WIN lamp 11 is turned on
and off with a predetermined time interval and only the WIN
lamp 11 of the station 4 in which winning of the special
bonus game is obtained based on the lottery result by the
server control CPU 81 is finally turned on. Here, FIG. 14 is
a schematic view showing a state that the WIN lamp 11 is
turned on in the special bonus game. As shown in FIG. 14,
in the special bonus game, at first, the WIN lamp 11 in a
predetermined station 4 is turned on and turned off after a
predetermined time (for example, 1 second) elapses. Next,
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the WIN lamp 11 of the station 4 positioned at the left
adjacent position is turned on and is similarly turned off after
the predetermined time elapses. Hereinafter, similar to the
above, turning on and off are repeated, thereby it can be done
the effect that the station 4 with the WIN lamp 11 turning on
moves in clockwise direction. However, since the special
bonus game is not executed in the station 4 that the bet
number does not reach to 10 bets (10 credits) in the present
game, the WIN lamp 11 is not turned on.

[0141] And based on the lottery result by the server
control CPU 81 after a predetermined time elapses, the effect
is stopped in a state that the WIN lamp 11 in the station 4 that
the special bonus game is won is turned on. Thereby, it can
be notified that the station 4, in which the WIN lamp 11
finally is turned on, is the station 4 in which the special
bonus game is won.

[0142] On the other hand, if the execution instruction of
the special bonus game is not conducted (S12: NO), proce-
dure shifts to S14.

[0143] In S14, the payout result of credits transmitted
from the server control CPU 81 is received. Here, the payout
result of credits is constructed from the payout result in the
base game conducted by using the BET screen 61, the
payout result of JP conducted in the JP bonus game and the
payout result in the special bonus game.

[0144] Thereafter, in S15, based on the payout result
received in S14, the credits are paid out. Concretely, it is
respectively stored in the RAM 93 the credit data of payout
of the roulette game which is the base game, the credit data
of JP sum accumulated by present if the JP bonus game
occurs and such station 4 wins the JP and the credit data of
sum corresponding to all credit numbers betted in all of the
stations 4 in the present game if the station 4 wins in the
special bonus game occurring based on that the ball 27
enters in the bonus pocket 24. And after the CASHOUT
button 48 is pressed, medals (generally one medal corre-
sponds to one bet) corresponding the credit number stored in
the RAM 93 at present are paid out from the medal payout
opening 9.

[0145] Thereafter, in a case that the game is continued in
any of'the stations 4, procedure returns to S4, thereby the bet
time is again started and procedure shifts to the next game.

[0146] On the other hand, if the game is terminated in all
of the stations 4, the roulette game is terminated.

[0147] Next, with reference to FIGS. 11 and 12, the game
process program conducted in the server side will be
described. In S101, the server control CPU 81 receives the
medal detection signal transmitted from the station control
CPU 91 in S3 and determines whether medals or coins are
inserted by the player. In the roulette game machine 1
according to the first embodiment, when medals or coins are
inserted in any of the stations 4, the medal insertion signal
is transmitted to the server control CPU 81 from the station
control CPU 91 of the station 4 in which medals or coins are
inserted.

[0148] And from the time that the player first participating
in the game inserts medals or coins, the bet time during
which the bet operation by the player can be accepted is
started to count (S102). Here, if the present game is con-
ducted continuously to the previous game, the bet time is
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started to count right after the previous game is terminated.
And the player participating in the game can bet chips to the
BET area 72 concerning with the number predicted by the
player by operating the touch panel 50 during the bet time.

[0149] Next, in S103, it is determined whether or not
remaining time of the bet time becomes 5 seconds. Here, the
remaining time of the bet time is also displayed in the bet
time display portion 69 of the image display device 8 (see
FIG. 6). And if it is determined that the remaining time does
not reach to 5 seconds (S103: NO), procedure continuously
waits till the remaining time of the bet time becomes 5
seconds. On the other hand, if it is determined that the
remaining time becomes 5 seconds (S103: YES), the lottery
process by the roulette device 3 is executed according to the
game execution program.

[0150] Concretely, at first, the ball throwing device is
driven and the ball 27 is thrown in the roulette wheel (S104).
Further, the drive motor is driven, thereby the wheel 22 is
rotated at a predetermined speed in the reverse direction
against the throwing direction of the ball 27. The ball 27
thrown rolls on the wheel 22 along the guide wall 29,
thereafter when rotation speed becomes weak and centrifu-
gal force disappears, the ball 27 rolls down on the inclined
surface and moves toward the inner side, thereby reaches to
the wheel 22 rotating (see FIG. 2).

[0151] And the ball 27 rolled down on the wheel 22 further
passes over the number display plates 25 or the bonus
display plate 26 positioned at the outer side of the wheel 22
and enters in any of the number pockets 23 or the bonus
pocket 24. The number (in FIG. 2, any of “07, “17~“36")
printed on the number display plate 25 corresponding to the
number pocket 23 in which the ball 27 enters becomes th
winning number. On the other hand, if the ball 27 enters in
the bonus pocket 24, the special bonus game occurs. Here,
determination of the winning number or occurrence of the
special bonus game is conducted in S111 mentioned later.

[0152] Andin S105, it is determined whether or not the bet
time is terminated. If it is determined that the bet time is not
terminated (S105: NO), procedure waits till the bet time is
terminated. On the other hand, if it is determined that the bet
time is terminated (S105: YES), in S106 it is transmitted to
the station control CPU 91 the bet time termination signal to
instruct that the bet time is terminated.

[0153] Next, in S107, the bet information (bet area 72
directed, the number (bet number) of chips betted to the
directed bet area 72 and betting method) input by the player
in each of the stations 4 is received and stored in the bet
information memory area 83A of the RAM 83.

[0154] Thereafter, in S108, the credits corresponding to
0.5% of total credits betted in each of the stations 4 from
which the bet information is received in S107 is accumula-
tively added to the JP sum stored in the JP accumulation
memory area 83C of the RAM 83. And according to this,
display of the JP sum display portion 15 and the JP display
portion 73 is renewed.

[0155] Next, in S109, the server control CPU 81 obtains a
random number from a random number sampling circuit,
and based on the random number it is conducted a lottery to
determine whether or not the JP bonus game occurs and that
the JP wins in which of the stations 4 (or the JP is lost in all
of the stations 4).
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[0156] Next, in S110, based on the lottery process in S109,
the lottery result of the JP bonus game every each station 4
is transmitted to each of the stations 4.

[0157] And in S111, the server control CPU 81 drives the
winning determination device after the ball 27 enters in the
number pocket 23 or the bonus pocket 24, and determines
that the ball 27 enters in which of the number pockets 23, or
whether the ball 27 enters in the bonus pocket 24.

[0158] Further, in S112, based on the kind of the pocket,
in which the ball 27 enters, determined S111, it is determined
whether or not the special bonus game occurs, that is,
whether or not the ball 27 enters in the bonus pocket 24. As
a result, if it is determined that the special bonus game doe
not occur (S112: NO), that is, that the ball 27 enters in any
of the number pockets 23, it is determined whether or not
winning is obtained for chips betted in each station 4 based
on the bet information of each station 4 received in S107 and
the kind of the pocket determined in S111 (S113).

[0159] Next, the server control CPU 81 executes the
allotment calculation process (S114). In the allotment cal-
culation process, chips betted to the winning number are
recognized every each station 4 and total allotment sum of
credits paid out to each station 4 is calculated, by using the
allotment magnification (credit number paid out per one chip
(1 bet)) for each bet area 72 and stored in the payout credit
memory area 82A of the ROM 82.

[0160] On the other hand, if it is determined that the
special bonus game occurs (S112: YES), that is, it is
determined that the ball 27 enters in the bonus pocket 24, the
special bonus lottery process shown in FIG. 13 is conducted.
Here, in the special bonus game lottery process, as men-
tioned later, one station in which the bonus game is won is
selected among the stations 4 to which more than 10 credits
are betted.

[0161] And in S116, the server control CPU 81 conducts
the transmission process of the payout result of credits in the
roulette game based on the allotment calculation process in
S114, the payout result of JP based on winning determina-
tion of the JP bonus game in S109 and the payout result of
credits based on winning determination of the special bonus
game in S115. Concretely, credit data corresponding to the
allotment sum of the base game are output to the station
control CPU 91 of the station 4 in which winning is obtained
in the base game, and if the JP is won, credit data corre-
sponding to the JP sum accumulated at present are further
output to the station control CPU 91, and if the special bonus
game is won, credit data corresponding to the credit number
betted in each station 4 in the present game are output to the
station control CPU 91.

[0162] Thereafter, in S117, the ball collection device
arranged under the wheel 22 is driven, thereby the ball 27 on
the wheel 22 is collected. The collected ball 27 is again
thrown in the wheel 22 of the roulette device 3 in the
following game.

[0163] Next, a sub-process of the “special bonus game
lottery process” in S115 will be described. FIG. 13 is a
sub-flowchart showing the sub-process of the “special bonus
lottery process” executed by the server control CPU 81 of
the roulette game machine 1 according to the first embodi-
ment.
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[0164] At first, in S121, the server control CPU 81 again
reads out the bet information received in S107. And based on
the bet information read out, it is determined whether or not
game media more than 10 credits are betted to each station
4 in the present game, and the stations 4 to which more than
10 credits are betted are specified among all 12 stations 4
(S122).

[0165] Next, in S123, by using the random number
sampled through the random number sampling circuit, it is
conducted the special bonus lottery process to select one
station 4 among the stations which are determined that more
than 10 credits are betted in S122.

[0166] Thereafter, the instruction to execute the special
bonus game is transmitted to each station 4 which is deter-
mined that more than 10 credits are betted. And the station
4 receiving the instruction to execute the special bonus game
executes the special bonus game while turning on the WIN
lamp 11 as mentioned in the above.

[0167] As mentioned in detail, in the roulette game
machine 1 according to the first embodiment, based on the
lottery result of the winning number obtained by using the
roulette device 3, in a case that the ball 27 especially enters
in the bonus pocket 24 among the pockets formed on the
wheel 22, the special bonus game using the WIN lamp 11
occurs and all credits betted in each station 4 in the present
game are paid out (S15) to one station 4 which is determined
that winning is obtained by the lottery (S123) by the server
control CPU 81. Here, the bonus pocket 24 can be volun-
tarily set on the wheel 22 by using the bonus pocket setup
screen 42, therefore the bonus pocket 24 for conducting the
payout beneficial for the player can be provided on the wheel
22 without changing construction of the wheel 22. And in a
case that the ball 27 enters in the bonus pocket 24, all credits
betted in the present game are paid out to one station 4
selected on the basis of the special bonus game, therefore the
payout rate can be increased supposed that the payout rate in
whole roulette game machine 1 in the present game is set to
100%. Further, by providing the bonus pocket 24, it can be
provided a new game using the bonus pocket 24 in the
normal roulette game machine 1 in which the player predicts
the winning number, thus games can be variegated.

[0168] And even if the ball 27 enters in the bonus pocket
24 and the special bonus game occurs according to the
lottery result, the special bonus game does not occur if the
bet number in the roulette game as the base game is not more
than 10 bets (10 credits), therefore there is not feat that the
bonus game occurs in the station 4 that the player does not
play the game and game motivation can be raised by making
the player bet more chips in the roulette game.

[0169] Here, in the first embodiment, although the payout
is not conducted in the bonus game if the bet number is less
than a predetermined bet number, only the effect to rotation
the WIN lamp 11 may be done.

[0170] Further, by changing the position or number of the
bonus pocket 24 on the wheel 22 on the bonus pocket setup
screen 42, the payout rate can be more concretely controlled.

[0171] (Second Embodiment)

[0172] Next, the roulette game machine according to the
second embodiment will be described with reference to
FIGS. 15 to 17. Here, in explanation hereinafter, the roulette
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game machine of the second embodiment has the same
construction as that of the first embodiment described based
on FIGS. 1 to 14, therefore the same number used in the
second embodiment indicates the same constructive element
in the roulette game machine 1 of the first embodiment.

[0173] An outline construction of the second embodiment
is almost same as that of the roulette game machine 1 of the
first embodiment. And various processes in the second
embodiment are almost as same as those in the roulette game
machine 1 of the first embodiment.

[0174] However, although in the roulette game machine 1
of the first embodiment when the ball 27 enters in the bonus
pocket 24 the special bonus game occurs and all credits
betted in each station 4 in the present game are paid out to
one station 4 in which winning is obtained according to the
lottery result by the server 13, the roulette game machine of
the second embodiment differs from the roulette game
machine of the first embodiment at the following point. That
is to say, in the roulette game machine of the second
embodiment, when the ball 27 enters in the bonus pocket 24,
all credits betted in each station 4 in the present game are
equally divided and paid out to all stations 4 to each of which
more than 10 credits are betted in the present game.

[0175] Hereinafter, in the roulette game machine accord-
ing to the second embodiment, the game process program
executed at the server side by the server control CPU 81 and
the game process program executed at the station side by the
station control CPU 91 will be described with reference to
FIGS. 15 and 16. Here, the programs indicated by flowcharts
shown in FIGS. 15 and 16 are stored in the ROM 82 and the
RAM 83 provided in the server 13 and in the ROM 92 and
the RAM 93 provided in the station 4. Such programs are
executed by the server control CPU 81 and the station
control CPU 91.

[0176] At first, with reference to FIGS. 15 and 16, the
game process program at the station side will be described.
Here, processes of S201 to S211 are as same as the processes
of'S1 to S11 in the game process program (see FIGS. 11 and
12) at the station side of the first embodiment, therefore
explanation thereof will be omitted.

[0177] In S212, the station control CPU 91 receives the
payout result of credits transmitted from the server control
CPU 81. Here, the payout result of credits is constructed
from the payout result in the normal roulette game con-
ducted by using the BET screen 61, the payout result of JP
in the JP bonus game and the payout result of bonus
allotment based on that the ball 27 enters in the bonus pocket
24.

[0178] Thereafter, in S213, based on the payout result
received in S212, the payout of credits is conducted. Con-
cretely, it is respectively stored in the RAM 93 the credit
data of allotment of the roulette game which is the base
game, the credit data of JP sum accumulated by present if the
JP bonus game occurs and such station 4 wins the JP and the
credit data of sum obtained by equally dividing all credit
numbers betted in all stations 4 in the present game by the
number of station 4 corresponding thereto if the ball 27
enters in the bonus pocket 24 and more than 10 credits are
betted in the present game. And after the CASHOUT button
48 is pressed, medals (generally one medal corresponds to
one bet) corresponding to the credit number stored in the
RAM 93 at present are paid out from the medal payout
opening 9.
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[0179] Thereafter, in a case that the game is continued in
any of the stations 4, procedure returns to S204, thereby the
bet time is again started and procedure shifts to the next
game.

[0180] On the other hand, if the game is terminated in all
of the stations 4, the roulette game is terminated.

[0181] Next, with reference to FIGS. 15 and 16, the game
process program conducted at the server side will be
described. Here, the processes of S301 to S311 are as same
as the processes of S101 to S111 in the game process
program (see FIGS. 11 and 12) at the station side of the first
embodiment, therefore explanation thereof will be omitted.

[0182] Further, in S312, based on the kind of the pocket in
which the ball 27 enters determined in S311, it is determined
whether or not the ball 27 enters in the bonus pocket 24. As
a result, if it is determined that the ball 27 does not enter in
the bonus pocket 24 (S312: NO), that is, if it is determined
that the ball 27 enters in any of the number pockets 23, it is
determined whether or not winning is obtained for chips
betted in each station 4 based on the bet information of each
station 4 received in S307 and the kind of the pocket
determined in S311 (S313).

[0183] Next, the server control CPU 81 executes the
allotment calculation process (S314). In the allotment cal-
culation process, chips betted to the winning number are
recognized every each station 4 and total allotment sum of
credits paid out to each station 4 is calculated, by using the
payout magnification (credit number paid out per one chip (1
bet)) for each bet area 72 and stored in the allotment credit
memory area 82A of the ROM 82.

[0184] On the other hand, if it is determined that the ball
27 enters in the bonus pocket 24 (S312: YES), the bonus
allotment calculation process shown in FIG. 17 is con-
ducted. Here, in the bonus allotment calculation process, as
mentioned later, it is calculated the credit number paid out
to the station 4 based on the number of the station 4 to each
of which more than 10 credits are betted and the credit
number betted in the present game.

[0185] And in S316, the server control CPU 81 conducts
the transmission process of the payout result of credits in the
roulette game based on the allotment calculation process in
S314, the payout result of JP based on winning determina-
tion of the JP bonus game in S309 and the payout result of
credits based on the bonus allotment calculation process in
S315. Concretely, credit data corresponding to the allotment
sum of the base game are output to the station control CPU
91 of the station 4 in which winning is obtained in the base
game, and if the JP is won, credit data corresponding to the
JP sum accumulated at present are further output to the
station control CPU 91, and if the ball 27 enters in the bonus
pocket 24, credit data corresponding to the bonus allotment
sum calculated in S315 are output to the station control CPU
91.

[0186] Thereafter, in S317, the ball collection device
arranged under the wheel 22 is driven, thereby the ball 27 on
the wheel 22 is collected. The collected ball 27 is again
thrown in the wheel 22 of the roulette device 3 in the
following game.

[0187] Next, a sub-process of the “bonus allotment calcu-
lation process” in S315 will be described. FIG. 17 is a
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sub-flowchart showing the sub-process of the “bonus allot-
ment calculation process” executed by the server control
CPU 81 of the roulette game machine according to the
second embodiment.

[0188] At first, in S321, the server control CPU 81 again
reads out the bet information received in S307. And based on
the bet information read out, it is determined whether or not
more than 10 credits are betted to each station 4 in the
present game, and the stations 4 to which more than 10
credits are betted are specified among all 12 stations 4.

[0189] Next, in S323, by dividing all credit numbers
betted to each station 4 in the present game by the number
of the station 4 to which more than 10 credits are betted, the
credit number of the bonus allotment paid out per one station
4 is calculated. Thereafter, the credit number corresponding
to the bonus allotment calculated in S323 is paid out to each
station 4 which is determined that more than 10 credits are
betted.

[0190] As mentioned in detail, in the roulette game
machine 1 according to the second embodiment, based on
the lottery result of the winning number by using the roulette
device 3, in a case that the ball 27 especially enters in the
bonus pocket 24 among the pockets formed on the wheel 22,
the credit obtained by equally dividing all credits betted in
all 12 stations 4 in the present game is paid to the station 4
which is determined that more than 10 credits are betted in
the present game (S123). Here, the bonus pocket 24 can be
voluntarily set on the wheel 22 by using the bonus pocket
setup screen 42, therefore the bonus pocket 24 for conduct-
ing the payout beneficial for the player can be voluntarily
provided on the wheel 22 without changing construction of
the wheel 22. And in a case that the ball 27 enters in the
bonus pocket 24, all credits betted in the present game are
finally paid out, therefore the payout rate can be increased
supposed that the payout rate in whole roulette game
machine 1 in the present game is set to 100%. Further, by
providing the bonus pocket 24, it can be provided a new
game using the bonus pocket 24 in the normal roulette game
machine 1 in which the player predicts the winning number,
thus games can be variegated.

[0191] And even if the ball 27 enters in the bonus pocket
24, the payout of credits corresponding to the bonus allot-
ment is not paid out in the station corresponding thereto if
the bet number in the roulette game as the base game is not
more than 10 bets (10 credits), therefore there is not fear that
the bonus game occurs in the station 4 that the player does
not play the game and game motivation can be raised by
making the player bet more chips in the roulette game.

[0192] Further, by changing the position or number of the
bonus pocket 24 on the wheel 22 on the bonus pocket setup
screen 42, the payout rate can be more concretely changed.

[0193] (Third Embodiment)

[0194] Next, the roulette game machine according to the
third embodiment will be described with reference to FIGS.
18 to 19. Here, in explanation hereinafter, the roulette game
machine of the third embodiment has the same construction
as that of the first embodiment described based on FIGS. 1
to 14, therefore the same number used in the third embodi-
ment indicates the same constructive element in the roulette
game machine 1 of the first embodiment.
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[0195] An outline construction of the third embodiment is
almost as same as that of the roulette game machine 1 of the
first embodiment. And various processes in the third
embodiment are almost as same as those in the roulette game
machine 1 of the first embodiment.

[0196] However, although in the roulette game machine 1
of the first embodiment when the ball 27 enters in the bonus
pocket 24 the special bonus game occurs and all credits
betted in each station 4 in the present game are paid out to
one station 4 in which winning is obtained according to the
lottery result by the server 13, the roulette game machine of
the third embodiment differs from the roulette game
machine of the first embodiment at the following point. That
is to say, in the roulette game machine of the third embodi-
ment, when the ball 27 enters in the bonus pocket 24, all
credits betted in each station 4 in the present game are
accumulated in the JP.

[0197] Hereinafter, in the roulette game machine accord-
ing to the third embodiment, the game process program
executed at the server side by the server control CPU 81 and
the game process program executed at the station side by the
station control CPU 91 will be described with reference to
FIGS. 18 and 19. Here, the programs indicated by flowcharts
shown in FIGS. 18 and 19 are stored in the ROM 82 and the
RAM 83 provided in the server 13 and in the ROM 92 and
the RAM 93 provided in the station 4. Such programs are
executed by the server control CPU 81 and the station
control CPU 91.

[0198] At first, with reference to FIGS. 18 and 19, the
game process program at the station side will be described.
Here, processes of S401 to S411 are as same as the processes
of'S1 to S11 in the game process program (see FIGS. 11 and
12) at the station side of the first embodiment, therefore
explanation thereof will be omitted.

[0199] In S412, the station control CPU 91 receives the
payout result of credits transmitted from the server control
CPU 81. Here, the payout result of credits is constructed
from the payout result in the normal roulette game con-
ducted by using the BET screen 61 and the payout result of
JP in the JP bonus game.

[0200] Thereafter, in S413, based on the payout result
received in S412, the payout of credits is conducted. Con-
cretely, it is respectively stored in the RAM 93 the credit
data of allotment of the roulette game which is the base
game and the credit data of JP sum accumulated by present
if the JP bonus game occurs and such station 4 wins the JP.
And after the CASHOUT button 48 is pressed, medals
(generally one medal corresponds to one bet) corresponding
to the credit number stored in the RAM 93 at present are paid
out from the medal payout opening 9.

[0201] Thereafter, in a case that the game is continued in
any of the stations 4, procedure returns to S404, thereby the
bet time is again started and procedure shifts to the next
game.

[0202] On the other hand, if the game is terminated in all
of the stations 4, the roulette game is terminated.

[0203] Next, with reference to FIGS. 18 and 19, the game
process program conducted at the server side will be
described. Here, the processes of S501 to S511 are as same
as the processes of S101 to S111 in the game process
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program (see FIGS. 11 and 12) at the station side of the first
embodiment, therefore explanation thereof will be omitted.

[0204] Further, in S512, based on the kind of the pocket in
which the ball 27 enters determined in S511, it is determined
whether or not the ball 27 enters in the bonus pocket 24. As
a result, if it is determined that the ball 27 does not enter in
the bonus pocket 24 (S512: NO), that is, if it is determined
that the ball 27 enters in any of the number pockets 23, it is
determined whether or not winning is obtained for chips
betted in each station 4 based on the bet information of each
station 4 received in S507 and the kind of the pocket
determined in S511 (S513).

[0205] Next, the server control CPU 81 executes the
allotment calculation process (S514). In the allotment cal-
culation process, chips betted to the winning number are
recognized every each station 4 and total allotment sum of
payout of credits paid out to each station 4 is calculated, by
using the payout magnification (credit number paid out per
one chip (1 bet)) for each bet area 72 and stored in the
allotment credit memory area 82A of the ROM 82.

[0206] On the other hand, if it is determined that the ball
27 enters in the bonus pocket 24 (S512: YES), the special
accumulation process of JP is conducted. In the JP accumu-
lation process, the credit number betted in the present game
in each of 12 stations 4 is accumulatively added to the JP
sum stored in the JP accumulation memory area 83C of the
RAM 83. Therefore, although only 0.5% of the credits are
generally added among the credits betted in the stations 4,
100% of the credits are added if the ball 27 enters in the
bonus pocket 24.

[0207] And in S516, the server control CPU 81 conducts
the transmission process of the payout result of credits in the
roulette game based on the payout calculation process in
S514 and the payout result of JP based on winning deter-
mination of the JP bonus game in S509. Concretely, credit
data corresponding to the payout sum of the base game are
output to the station control CPU 91 of the station 4 in which
winning is obtained in the base game, and if the JP is won,
credit data corresponding to the JP sum accumulated at
present are further output to the station control CPU 91.

[0208] Thereafter, in S517, the ball collection device
arranged under the wheel 22 is driven, thereby the ball 27 on
the wheel 22 is collected. The collected ball 27 is again
thrown in the wheel 22 of the roulette device 3 in the
following game.

[0209] As mentioned in detail, in the roulette game
machine 1 according to the third embodiment, based on the
lottery result of the winning number by using the roulette
device 3, in a case that the ball 27 especially enters in the
bonus pocket 24 among the pockets formed on the wheel 22,
all credits betted in all 12 stations 4 in the present game are
added to the JP sum (S515). Here, the bonus pocket 24 can
be voluntarily set on the wheel 22 by using the bonus pocket
setup screen 42, therefore the bonus pocket 24 for conduct-
ing the payout beneficial for the player can be voluntarily
provided on the wheel 22 without changing construction of
the wheel 22. And in a case that the ball 27 enters in the
bonus pocket 24, all credits betted in the present game are
added to the JP, therefore the payout rate can be increased by
conducting the payout based on winning of the JP thereafter.
Further, by providing the bonus pocket 24, it can be pro-
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vided a new game using the bonus pocket 24 in the normal
roulette game machine 1 in which the player predicts the
winning number, thus games can be variegated.

[0210] (Fourth Embodiment)

[0211] Next, the roulette game machine according to the
fourth embodiment will be described with reference to
FIGS. 20 to 21. Here, in explanation hereinafter, the roulette
game machine of the fourth embodiment has the same
construction as that of the first embodiment described based
on FIGS. 1 to 14, therefore the same number used in the
fourth embodiment indicates the same constructive element
in the roulette game machine 1 of the first embodiment.

[0212] An outline construction of the fourth embodiment
is almost as same as that of the roulette game machine 1 of
the first embodiment. And various processes in the fourth
embodiment are almost as same as those in the roulette game
machine 1 of the first embodiment.

[0213] However, although in the roulette game machine 1
of the first embodiment when the ball 27 enters in the bonus
pocket 24 the special bonus game occurs and all credits
betted in each station 4 in the present game are paid out to
one station 4 in which winning is obtained according to the
lottery result by the server 13, the roulette game machine of
the fourth embodiment differs from the roulette game
machine of the first embodiment at the following point. That
is to say, in the roulette game machine of the fourth
embodiment, when the ball 27 enters in the bonus pocket 24,
all chips betted by the BET screen 61 (see FIG. 6) are
handled as winning chips and the allotment corresponding to
the betting method (credit number betted and payout mag-
nification) is paid out.

[0214] Hereinafter, in the roulette game machine accord-
ing to the fourth embodiment, the game process program
executed at the server side by the server control CPU 81 and
the game process program executed at the station side by the
station control CPU 91 will be described with reference to
FIGS. 20 and 21. Here, the programs indicated by flowcharts
shown in FIGS. 20 and 21 are stored in the ROM 82 and the
RAM 83 provided in the server 13 and in the ROM 92 and
the RAM 93 provided in the station 4. Such programs are
executed by the server control CPU 81 and the station
control CPU 91.

[0215] At first, with reference to FIGS. 20 and 21, the
game process program conducted at the station side will be
described. In S601, the station control CPU 91 determines
whether or not medals or coins are inserted by the player
based on the detection signal of the medal sensor 97. And if
it is determined that medals or coins are not inserted (S601:
NO), procedure waits till medals or coins are inserted. On
the other hand, if it is determined that medals or coins are
inserted (S601: YES), procedure shifts to S602.

[0216] In S602, the credit data corresponding to the num-
ber of game media inserted are stored in the RAM 93. Next,
in S603, it is transmitted to the server 13 the medal insertion
signal to instruct that medals or coins are inserted.

[0217] And in S604, the BET screen 61 shown in FIG. 6
is displayed on the image display device 8 of the station 4,
and it is started to count the bet time during which the player
can bet chips (S605). And the player participating in the
game can bet chips to the BET area 72 concerning with the
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number which the player predicts by operating the touch
panel 50 during the bet time that acceptance of bet can be
permitted (see FIG. 6). Here, since the concrete betting
method by using the BET screen 61 is already explained,
thus explanation will be omitted.

[0218] And the player can participate in the game that the
bet time is started to count even after the game is started, and
12 players at maximum can play the game in the roulette
game machine 1 according to the fourth embodiment. Fur-
ther, if the present game is conducted continuously to the
previous game, acceptance of the bet operation is started
right after the previous game is terminated.

[0219] And in S606, if it is received from the server
control CPU 81 the bet time termination signal instructing
that the bet time is terminated, the image indicating that the
bet time is terminated is displayed on the image display
device 8 of the station 4, thereby acceptance of the bet
operation by the touch panel 50 is terminated (S607).
Thereafter, the bet information (directed BET area 72 and
chip number (bet number) betted to the directed BET area
72) occurring on the basis of operation by the player is
transmitted (S608).

[0220] And in S609, a lottery result in the JP bonus game
lottery process (S709, mentioned later) executed by the
server control CPU 81 is received from the server 13. Here,
the lottery result of the JP bonus game includes a lottery
result concerning with whether or not the predetermined JP
bonus game occurs in each of the stations 4 and a lottery
result concerning with that the JP winning occurs in which
station 4 among 12 stations 4 (or the JP winning is lost in all
stations 4) in a case that the JP bonus game occurs.

[0221] Next, in S610 of FIG. 20, the station control CPU
91 determines whether or not the JP bonus game occurs
based on the lottery result obtained in the JP bonus game
lottery process received in S609. And if it is determined that
the JP bonus game does not occur in the station 4 (S610:
NO), procedure shifts to S612.

[0222] On the other hand, if it is determined that the JP
bonus game occurs in the station 4 (S610: YES), a prede-
termined bonus game with selection type concerning with
obtainment of the JP is executed in S611. And a game result
thereof (whether or not the JP has been obtained) is dis-
played on the image display device 8 based on the lottery
result received in S609.

[0223] Next, in S612, the station control CPU 91 receives
the payout result of credits transmitted from the server 13.
Here, the payout result of credits is constructed from the
payout result in the base game conducted by using the BET
screen 61, the payout result of JP conducted in the JP bonus
game and the payout result of the bonus allotment based on
that the ball 27 enters in the bonus pocket 24. Here, the
bonus allotment is a special allotment paid out for the player
who bets more than 10 bets in the present game correspond-
ing to the betting method when the ball 27 enters in the
bonus pocket 24. Concretely, the bonus allotment corre-
sponds to the credit number obtained by that all chips betted
in the present game are handled as winning chips and the
chip number (bet number) betted to the BET area 72 is
multiplied by the magnification corresponding to the kind of
betting method (“straight bet”, “corner bet”, “split bet” or
the like).
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[0224] Thereafter, in S613, based on the payout result
received in S612, the credits are paid out. Concretely, it is
respectively stored in the RAM 93 the credit data of payout
of the roulette game which is the base game, the credit data
of JP sum accumulated by present if the JP bonus game
occurs and such station 4 wins the JP and the credit data of
bonus allotment sum corresponding to the betting method of
each chip betted in all stations 4 in the present game if the
ball 27 enters in the bonus pocket 24 and more than 10
credits are betted in the present game. And after the CASH-
OUT button 48 is pressed, medals (generally one medal
corresponds to one bet) corresponding the credit number
stored in the RAM 93 at present are paid out from the medal
payout opening 9.

[0225] Thereafter, in a case that the game is continued in
any of the stations 4, procedure returns to S604, thereby the
bet time is again started and procedure shifts to the next
game.

[0226] On the other hand, if the game is terminated in all
of the stations 4, the roulette game is terminated.

[0227] Next, with reference to FIGS. 20 and 21, the game
process program conducted in the server side will be
described. In S701, the server control CPU 81 receives the
medal detection signal transmitted from the station control
CPU 91 in S603 and determines whether medals or coins are
inserted by the player. In the roulette game machine 1
according to the fourth embodiment, when medals or coins
are inserted in any of the stations 4, the medal insertion
signal is transmitted to the server control CPU 81 from the
station control CPU 91 of the station 4 in which medals or
coins are inserted.

[0228] And from the time that the player first participating
in the game inserts medals or coins, the bet time during
which the bet operation by the player can be accepted is
started to count (S702). Here, if the present game is con-
ducted continuously to the previous game, the bet time is
started to count right after the previous game is terminated.
And the player participating in the game can bet chips to the
BET area 72 concerning with the number predicted by the
player by operating the touch panel 50 during the bet time.

[0229] Next, in S703, it is determined whether or not
remaining time of the bet time becomes 5 seconds. Here, the
remaining time of the bet time is also displayed in the bet
time display portion 69 of the image display device 8 (see
FIG. 6). And if it is determined that the remaining time does
not reach to 5 seconds (S703: NO), procedure continuously
waits till the remaining time of the bet time becomes 5
seconds. On the other hand, if it is determined that the
remaining time becomes 5 seconds (S703: YES), the lottery
process by the roulette device 3 is executed according to the
game execution program.

[0230] Concretely, at first, the ball throwing device is
driven and the ball 27 is thrown in the roulette wheel (S704).
Further, the drive motor is driven, thereby the wheel 22 is
rotated at a predetermined speed in the reverse direction
against the throwing direction of the ball 27. The ball 27
thrown rolls on the wheel 22 along the guide wall 29,
thereafter when rotation speed becomes weak and centrifu-
gal force disappears, the ball 27 rolls down on the inclined
surface and moves toward the inner side, thereby reaches to
the wheel 22 rotating (see FIG. 2).
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[0231] And the ball 27 rolled down on the wheel 22 further
passes over the number display plates 25 or the bonus
display plate 26 positioned at the outer side of the wheel 22
and enters in any of the number pockets 23 or the bonus
pocket 24. The number (in FIG. 2, any of “07, “17~“36")
printed on the number display plate 25 corresponding to the
number pocket 23 in which the ball 27 enters becomes th
winning number. On the other hand, if the ball 27 enters in
the bonus pocket 24, the special bonus game occurs. Here,
determination of the winning number or occurrence of the
special bonus game is conducted in S711 mentioned later.

[0232] Andin S705, it is determined whether or not the bet
time is terminated. If it is determined that the bet time is not
terminated (S705: NO), procedure waits till the bet time is
terminated. On the other hand, if it is determined that the bet
time is terminated (S705: YES), in S706 it is transmitted to
the station control CPU 91 the bet time termination signal to
instruct that the bet time is terminated.

[0233] Next, in S707, the bet information (bet area 72
directed, the number (bet number) of chips betted to the
directed bet area 72 and betting method) input by the player
in each of the stations 4 is received and stored in the bet
information memory area 83A of the RAM 83.

[0234] Thereafter, in S708, the credits corresponding to
0.5% of total credits betted in each of the stations 4 from
which the bet information is received in S107 is accumula-
tively added to the JP sum stored in the JP accumulation
memory area 83C of the RAM 83. And according to this,
display of the JP sum display portion 15 and the JP display
portion 73 is renewed.

[0235] Next, in S709, the server control CPU 81 obtains a
random number from a random number sampling circuit,
and based on the random number it is conducted a lottery to
determine whether or not the JP bonus game occurs and that
the JP wins in which of the stations 4 (or the JP is lost in all
of the stations 4).

[0236] Next, in S710, based on the lottery process in S709,
the lottery result of the JP bonus game every each station 4
is transmitted to each of the stations 4.

[0237] And in S711, the server control CPU 81 drives the
winning determination device after the ball 27 enters in the
number pocket 23 or the bonus pocket 24, and determines
that the ball 27 enters in which of the number pockets 23, or
whether the ball 27 enters in the bonus pocket 24.

[0238] Further, in S712, based on the kind of the pocket,
in which the ball 27 enters, determined S711, it is deter-
mined whether or not the ball 27 enters in the bonus pocket
24. As a result, if it is determined that the ball does not enter
in the bonus pocket 24 (S712: NO), that is, that the ball 27
enters in any of the number pockets 23, it is determined
whether or not winning is obtained for chips betted in each
station 4 based on the bet information of each station 4
received in S707 and the kind of the pocket determined in
S711 (S713).

[0239] Next, the server control CPU 81 executes the
allotment calculation process (S714). In the allotment cal-
culation process, chips betted to the winning number are
recognized every each station 4 and total allotment sum of
credits paid out to each station 4 is calculated, by using the
allotment magnification (credit number paid out per one chip
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(1 bet)) for each bet area 72 and stored in the payout credit
memory area 82A of the ROM 82.

[0240] On the other hand, if it is determined that the ball
27 enters in the bonus pocket 24 (S712: YES), the bonus
allotment calculation process of FIG. 22 is conducted
(8715). Here, in the bonus allotment calculation process, as
mentioned later, the credit number paid out to the station 4
is calculated based on the betting method (credit number
betted and payout magnification) against the station 4 to
which more than 10 credits are betted.

[0241] And in S716, the server control CPU 81 conducts
the transmission process of the payout result of credits in the
roulette game based on the allotment calculation process in
S714, the payout result of JP based on winning determina-
tion of the JP bonus game in S709 and the payout result of
credits based on the bonus allotment calculation process in
S715. Concretely, credit data corresponding to the allotment
sum of the base game are output to the station control CPU
91 of the station 4 in which winning is obtained in the base
game, and if the JP is won, credit data corresponding to the
JP sum accumulated at present are further output to the
station control CPU 91, and if the ball 27 enters in the bonus
pocket 24, credit data corresponding to the bonus allotment
sum calculated in S715 are output to the station control CPU
91.

[0242] Thereafter, in S717, the ball collection device
arranged under the wheel 22 is driven, thereby the ball 27 on
the wheel 22 is collected. The collected ball 27 is again
thrown in the wheel 22 of the roulette device 3 in the
following game.

[0243] Next, a sub-process of the “bonus allotment calcu-
lation process” in S715 will be described. FIG. 22 is a
sub-flowchart showing the sub-process of the “bonus allot-
ment calculation process” executed by the server control
CPU 81 of the roulette game machine 1 according to the
fourth embodiment.

[0244] At first, in S721, the server control CPU 81 again
reads out the bet information received in S707. And based on
the bet information read out, it is determined whether or not
game media more than 10 credits are betted to each station
4 in the present game, and the stations 4 to which more than
10 credits are betted are specified among all 12 stations 4
(S722).

[0245] Next, in S723, the credit number of bonus allot-
ment is calculated from the credit number corresponding to
chips betted during the bet acceptance time (S605~S607) of
the station 4 specified in S122 and the payout magnification
on the basis of the kind of the betting method of chips
(“straight bet”, “corner bet”, “split bet” or the like). Con-
cretely, the allotment is calculated supposed that all chips
betted are handled as winning chips, and for example, after
chips are betted to the positions shown in FIG. 6, if the ball
27 enters in the bonus pocket 24, it is calculated 1792 credits
by adding the allotment (36x36) on the basis of 36 chips
betted to “0”, the allotment (7x36) on the basis of 7 chips
betted to “18”, the allotment (10x18) on the basis of 10 chips
betted between “16and “17”, the allotment (20x3) on the
basis of 20 chips betted to “2 to 17, the allotment (1x4) on
the basis of 1 chip betted among “5”, “6”, “8”, “9”. There-
after, in each station 4 which is determined that more than
10 credits are betted, credits corresponding to the bonus
allotment calculated in S723 are paid out (S613).
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[0246] As mentioned in detail, in the roulette game
machine 1 according to the fourth embodiment, based on the
lottery result of the winning number by using the roulette
device 3, in a case that the ball 27 especially enters in the
bonus pocket 24, it is paid out credits corresponding the
betting method (credit number betted and payout magnifi-
cation) to the station 4 which is determined that more than
10 credits are betted in the present game. Here, the bonus
pocket 24 can be voluntarily set on the wheel 22 by using the
bonus pocket setup screen 42, therefore the bonus pocket 24
for conducting the payout beneficial for the player can be
voluntarily provided on the wheel 22 without changing
construction of the wheel 22. And in a case that the ball 27
enters in the bonus pocket 24, all chips betted in the present
game are handled as winning chips and the allotment
corresponding to the bet number (credit number) and the
payout magnification is paid out for the player, therefore the
payout rate can be increased as the payout rate in whole
roulette game machine 1 in the present game is set to more
than 100%. Further, by providing the bonus pocket 24, it can
be provided a new game using the bonus pocket 24 in the
normal roulette game machine 1 in which the player predicts
the winning number, thus games can be variegated.

[0247] And even if the ball 27 enters in the bonus pocket
24 and the special bonus game occurs according to the
lottery result, the bonus allotment is not paid out in the
station if the bet number in the roulette game as the base
game is not more than 10 bets (10 credits), therefore game
motivation can be raised by making the player bet more
chips in the roulette game.

[0248] Further, by changing the position or number of the
bonus pocket 24 on the wheel 22 on the bonus pocket setup
screen 42, the payout rate can be more concretely controlled.

[0249] (Fifth Embodiment)

[0250] Next, the roulette game machine according to the
fifth embodiment will be described with reference to FIG.
23. Here, in explanation hereinafter, the roulette game
machine of the fifth embodiment has the same construction
as that of the first embodiment described based on FIGS. 1
to 14, therefore the same number used in the fifth embodi-
ment indicates the same constructive element in the roulette
game machine 1 of the first embodiment.

[0251] An outline construction of the fifth embodiment is
almost as same as that of the roulette game machine 1 of the
first embodiment. And various processes in the fifth embodi-
ment are almost as same as those in the roulette game
machine 1 of the first embodiment.

[0252] Thereinafter, it will be described with reference to
FIG. 23 the bonus pocket setup process program executed by
the server control CPU 81 in the roulette game machine 1
according to the fifth embodiment. Here, the bonus pocket
setup process is a process to change setup concerning with
addition and deletion of the pocket becoming the bonus
pocket 24 by using the server 13. Here, the program shown
in FIG. 23 by a flowchart is stored in the ROM 82 and the
RAM 83 provided in the server 13 and is executed by the
server control CPU 81.

[0253] Inthe bonus pocket setup process program, at first,
in S801, the station control CPU 91 determines whether or
not setup concerning with the bonus pocket 24 is conducted
based on the operation information of the keyboard 33.
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Concretely, in a case that “BONUS POCKET MENU” is
selected from the menu screen 40 (see FIG. 4) displayed on
the liquid crystal display 32, it is determined that the setup
concerning with the bonus pocket 24 is conducted.

[0254] And if it is determined that the setup concerning
with the bonus pocket 24 is not conducted (S801: NO),
various setups (for example, setup of sound volume, test
operation) of the roulette game machine 1 other than the
setup of the bonus pocket 24 are conducted (S802).

[0255] On the other hand, if it is determined that the setup
concerning with the bonus pocket 24 is conducted (S801:
YES), the bonus pocket setup screen 42 (see FIG. 5) is
displayed on the liquid crystal display 32 (S803).

[0256] Thereafter, in S804, it is determined whether or not
addition of the bonus pocket 24 is done. Concretely, it is
determined whether or not a new number of a range of “00”,
“07, “17~“36” is input to the bonus number 43 of the bonus
pocket setup screen 42. And if it is determined that a new
number of a range of “00”, “0”, “1”~“36” is input to the
bonus number 43 (S804: YES), the number pocket 23
corresponding to the input number (for example, if the
number “07” is input, the number pocket 23 having the
number “7”) is newly set to the bonus pocket 24 (S805).
Thereby, the bonus pocket 24 for conducting the payout
beneficial for the player can be voluntarily provided on the
wheel 22 without changing construction of the wheel 22.

[0257] Thereafter, in S806, it is determined whether or not
the setup concerning with the bonus pocket 24 is terminated
based on the operation information of the keyboard 33. If it
is determined that such setup is terminated (S806: YES), the
bonus pocket setup process is terminated. On the contrary, if
it is determined that such setup is continuously conducted
(S806: NO), procedure returns to the determination process
of S804.

[0258] On the other hand, if it is determined that addition
of the bonus pocket 24 is not conducted (S804: NO),
procedure shifts to S807. In S807, it is determined whether
or not deletion of the bonus pocket 24 is conducted. Con-
cretely, it is determined whether or not the number input to
the bonus number 43 on the bonus pocket setup screen 42 is
deleted by using the keyboard 33. And if'it is determined that
the number input to the bonus number 43 is deleted (S807:
YES), the bonus pocket 24 corresponding to the deleted
number (for example, the bonus pocket 24 provided instead
of the number pocket 23 to which the number “7” is given
if the number “07” is deleted) is set to the original number
pocket 23 (S808). Thereby, the bonus pocket 24 for con-
ducting the payout beneficial for the player can be volun-
tarily provided on the wheel 22 without changing construc-
tion of the wheel 22.

[0259] And in S807, if it is determined that deletion of the
bonus pocket 24 is not conducted (S807; NO), procedure
shifts to the determination process of S806.

[0260] As mentioned in the roulette game machine accord-
ing to the fifth embodiment, a new number of a range of
“007, “07, “17~*36” is input to the bonus number 43 on the
bonus pocket setup screen 42 and the number pocket 23
corresponding to the input number (for example, the number
pocket 23 to which the number “7” is given if the number
“07” is input) is newly changed to the bonus pocket 24
(S805), therefore, the bonus pocket 24 for conducting the
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payout beneficial for the player can be voluntarily provided
on the wheel 22 without changing construction of the wheel
22.

[0261] (Sixth Embodiment)

[0262] Next, the roulette game machine according to the
sixth embodiment will be described with reference to FIGS.
24 to 32. Here, in explanation hereinafter, the roulette game
machine of the sixth embodiment has the same construction
as that of the first embodiment described based on FIGS. 1
to 14, therefore the same number used in the sixth embodi-
ment indicates the same constructive element in the roulette
game machine 1 of the first embodiment.

[0263] An outline construction of the sixth embodiment is
almost same as that of the roulette game machine 1 of the
first embodiment. And various processes in the sixth
embodiment are almost as same as those in the roulette game
machine 1 of the first embodiment.

[0264] However, although in the roulette game machine 1
of the first embodiment the bonus pocket 24 is fixed before-
hand on the wheel 22 and the bonus game is conducted every
the ball 27 enters in the bonus pocket 24 in every game, the
roulette game machine of the sixth embodiment differs from
the roulette game machine of the first embodiment at the
following point. That is to say, in the roulette game of the
sixth embodiment, it is conducted in each station 4 the
lottery to determine whether or not the winning right of JP
is obtained and if the winning right of JP is obtained in any
of the stations 4, any of the number pockets 23 is set to the
bonus pocket 24, and further when the ball 27 enters in the
bonus pocket 24 set according to the above, the JP is paid out
to the station in which the winning right of JP is obtained.
Therefore, in the sixth embodiment, it is not required for a
person to manually input the bonus pocket and the bonus
pocket can be changed every time that the ball 27 enters in
the bonus pocket 24 set according to the above.

[0265] And in the roulette game machine of the sixth
embodiment, as mentioned later, three kinds of JP of
“MEGA”, “MAJOR” and “MINI”. Here, as one example, in
the JP of “MEGA” 0.15% of credits among the credits betted
to all 12 stations 4 in the base game (roulette game) using the
BET screen 110 mentioned later are accumulatively stored,
in the JP of “MAJOR” 0.20% of credits among the betted
credits are accumulatively stored and in the JP of “MINI”
0.3% of credits among the betted credits are accumulatively
stored.

[0266] And in a case that a predetermined condition is
satisfied by the 2-stage lottery using the bonus pocket
mentioned later, any one of JPs is won and the credits
corresponding to the sum accumulated in the JP correspond-
ing thereto are paid out. And on the electric display device
15 (see FIG. 1) the accumulated sum of JP of “MEGA” is
particularly displayed among three kinds of IPs.

[0267] Next, a construction of the roulette device 102
according to the sixth embodiment will be described with
reference to FIG. 24. FIG. 24 is a plan view of the roulette
device according to the sixth embodiment.

[0268] As shown in FIG. 24, the roulette device 102 has
basically the same construction as that of the roulette device
3 (see FIG. 2) of the first embodiment, and is basically
constructed from a frame 103 and a wheel 104 which is
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rotatably set within the frame 103. And on an upper surface
of the wheel 104, number pockets 105 formed in a concave
form (total 38 pockets in the sixth embodiment) are formed.
Further, on the upper surface of the wheel 104 in an outer
direction of each number pocket 105, a number display plate
106, on which each of the numbers “07”, “17~*“36” as figure
numbers is printed, is arranged so as to correspond to each
of the number pockets 105. Here, in the roulette device 102
of the sixth embodiment, differently from the roulette game
machine 1 of the first embodiment, the bonus pocket is not
provided beforehand on the wheel 104 and a specific number
pocket 105 is set to the bonus pocket if a predetermined
condition is satisfied.

[0269] And in the roulette device 102 of the sixth embodi-
ment, a LED is respectively arranged on a rear side of each
of 38 number display plates 106. And the LED arranged on
the rear side of the number display plate 106 corresponding
to the number pocket 105 which is set to the bonus pocket,
turned on. Here, the number display plate 106 is made of
semi-transparent resin and the number pocket 105 set to the
bonus pocket is turned on, thereby such number pocket 105
is notified to the player so that the player can easily
distinguish such number pocket 105.

[0270] Next, with reference to FIG. 25, the BET screen
110 used in the roulette game machine of the sixth embodi-
ment will be described. Here, the BET screen 110 has
substantially the same construction as that of the BET screen
61 in the first embodiment, and on the table betting board 60
there are arranged and displayed in matrix the numbers as
same as 38 kinds of numbers of “0”, <007, “1”~“36”.

[0271] At the right side of the bet time display portion 69,
there are provided a MINI display portion 111 displaying the
credit number of JP of “MINI” accumulated by present, a
MAJOR display portion 112 displaying the credit number of
JP of “MAJOR” accumulated by present and a MEGA
display portion 113 of JP of “MEGA” accumulated by
present. Here, in the MINI display portion 111 0.3% of
credits among the credits betted every one game in all 12
stations 4 are accumulatively added, in the MAJOR display
portion 112 0.20% of credits among the betted credits are
accumulatively added, and in the MEGA display portion 113
0.15% of credits among the credits betted are accumula-
tively added, and the value common to all of the stations 4
is displayed. And as mentioned later, if the JP is won by the
internal lottery and the ball 27 enters in the bonus pocket
which is set, the JP is won, thereby the credit number of the
JP which is won is paid out among the JPs displayed on each
of the display portions 111~113 and after the credit number
is paid out, the value displayed on the JP display portion is
renewed to the initial value set beforehand in the ROM 82
or the RAM 83 (200 credits in “MINI”, 5000 credits in
“MAJOR”, and 5000 credits in “MEGA”).

[0272] Here, the other elements constructing the BET
screen 111 are as same as the elements of the BET screen 61
of the first embodiment which is already explained, thus
explanation thereof will be omitted.

[0273] Next, with reference to FIGS. 26 and 27, memory
areas of the ROM and RAM provided in the server 13 of the
sixth embodiment will be described.

[0274] As shown in FIG. 26, in the ROM 82, there are
provided an allotment credit memory area 82A storing odds
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concerning with the roulette game by using the BET screen
110, a JP right lottery table memory area 82B storing a JP
right lottery table for conducting a lottery to determine
whether or not the JP right is obtained and an effect lottery
table memory area 82C storing an effect lottery table for
conducting a lottery to determine whether or not effect to
notify the number of bonus pocket to the player is conducted
if the bonus pocket is set.

[0275] Here, the JP right lottery table memory area 82B is
a table to conduct a lottery whether or not each station 4
obtains the right to win three kinds of JPs at the start of the
game. In the roulette game machine of the sixth embodi-
ment, a lottery is conducted for the station 4 that the bet
number is more than 50 bets in the present game among the
stations connected to the station control CPU 81 by using the
JP right lottery table. Here, as one example, in the JP right
lottery table, a range of random numbers is set so that a
probability to obtain the right to win the JP of “MINI”
becomes 4.7684%, a probability to obtain the right to win
the JP of “MAJOR” becomes 0.4172% and a probability to
obtain the right to win the JP of “MEGA” becomes
0.0298%. And in a case that more than one station 4
obtaining the right to win any of JPs exists, any of the
number pockets 105 is set to the bonus pocket and a lottery
by using the ball 27 is conducted. As a result, if the ball 27
enters in the bonus pocket, the station obtaining the right to
win the JP wins the JP.

[0276] And the effect lottery table is used to conduct a
lottery whether or not effect to notify the number corre-
sponded to the bonus pocket set according to the above is
conducted, in a case that any of the stations 4 obtains the
right to win the JP and any of the number pockets 105 is set
to the bonus pocket, or whether or not effect to notify the
kind of JP with the right to win the JP is conducted. Here,
in the roulette game machine of the sixth embodiment, if the
ball enters in the bonus pocket, a range of random numbers
is set so as to notify the number with probability of 90%
(here, the reason not to notify the number with probability
of 10% is that possibility to win the JP is to be remained even
if the notification is not done). And a range of random
numbers is set so that if the player obtains the right to win
the JPs of “MEGA” and “MAJOR”, the kind of JP is notified
with probability of 50% and if the player obtains the right to
win the JP of “MINI”, the kind of JP is notified with
probability of 0% (the kind of JP is not notified).

[0277] On the other hand, as shown in FIG. 27, in the
RAM 83, there are provided a bet information memory area
83A storing the bet information of the player playing at
present, a winning number memory area 83B storing the
winning number of the roulette device 102 determined by
the winning determination device, a JP accumulation
memory area 83E storing the credit number accumulatively
added as the JP of “MINI”, a JP accumulation memory area
83F storing the credit number accumulatively added as the
JP of “MAJOR” and a JP accumulation memory area 83G
storing the credit number accumulatively added as the JP of
“MEGA”. Here, the bet information concretely means the
number of chips (bet number) betted to the BET area 72
directed on the BET screen 110.

[0278] Next, with reference to FIGS. 28 and 29, it will be
described a game process program in the server executed by
the server control CPU 81 in the roulette game machine
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according to the sixth embodiment and a game process
program in the station executed by the station control CPU
91 in the station 4. Here, programs shown by the flowcharts
of FIGS. 28 and 29 are stored in the ROM 82 and RAM 83
provided in the server 13 and in the ROM 92 and RAM 93
provided in the station 4, and executed by the server control
CPU 81 and the station control CPU 91.

[0279] At first, with reference to FIGS. 28 and 29, the
game process program in the station will be described. Here,
processes in S1001 to S1007 are as same as those of S1 to
S7 of the game process program (see FIGS. 11 and 12) in the
station of the first embodiment, explanation thereof will be
omitted.

[0280] In S1008, the station control CPU 91 transmits to
the server 13 the bet information (directed BET area 72 and
chip number (bet number) betted to the directed BET area
72) occurring on the basis of operation by the player.

[0281] Next, in S1009, the station control CPU 91 receives
from the server 13 the effect lottery result obtained by the
lottery whether or not the bonus pocket notification effect to
notify that the bonus pocket is set in the present game and
the number corresponded to the set bonus pocket is con-
ducted.

[0282] And in S1010, based on the effect lottery result
received in S1009, it is determined whether or not the effect
to notify the bonus pocket is conducted. As a result, if it is
determined that the effect to notify the bonus pocket is
conducted (S1010: YES), the bonus pocket notification
effect process is executed by using the image display device
8 and the speaker 10 (S1011). Concretely, in the bonus
pocket notification effect process, it is notified to the player
that the bonus pocket is set in the present game, the number
corresponded to the set bonus pocket and the kind of JP
(kind of JP that winning right thereof is obtained in S1009)
which can be obtained when the ball 27 enters in the bonus
pocket.

[0283] Hereinafter, with reference to FIGS. 30 and 31, the
bonus pocket notification effect conducted in S1011 will be
described. In the roulette game machine of the sixth embodi-
ment, the server 13 receiving the bet information in S1107
from each station 4 sets one of number pockets 105 to the
bonus pocket in a case that any of the stations 4 in which
more than 50 bets are betted in the JP right lottery process
(S1109) obtains the winning right to win the JP. For
example, FIG. 30 is a plan view showing the roulette device
102 when the number pocket corresponded to the number
“10” is set to the bonus pocket 107.

[0284] As shown in FIG. 30, when the bonus pocket 107
is set, the LED arranged on the rear side of the number
display plate 108 corresponding to the bonus pocket 107 is
turned on. And before the ball 27 rolling on the wheel 104
enters in any of the number pockets 105 or the bonus pocket
107, the bonus notification effect is conducted by using the
image display device 8 and the speaker 10 every station 4.
FIG. 31 is an explanatory view showing a display screen of
the image display device 8 when the bonus pocket notifi-
cation effect is conducted.

[0285] As shown in FIG. 31, in the bonus pocket notifi-
cation effect, the guide sentence 120 guiding the number (in
FIG. 31, “10”) corresponded to the bonus pocket 107 and the
JP guide sentence 121 guiding the kind of JP (in FIG. 31, JP
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of “MEGA”) obtainable when the ball 27 enters in the bonus
pocket 107 are displayed so as to superimpose with the BET
screen 110 (see FIG. 25). And voices having the same
contents as those of the number guide sentence 120 and the
JP guide sentence 121 are output from the speaker 10.
Therefore, the player can recognize that the bonus pocket is
set in the present game, the number corresponded to the set
bonus pocket and the kind of JP obtainable when the ball 27
enters in the bonus pocket, before the lottery by the roulette
device 102 is terminated, by referring display and the output
effect. Thereby, for example, it can be swept a sense of
distrust or uncomfortness against the game which the player
feels as if unfair or counterfeit is done by inner control, in
a case that the JP winning is notified after the game result is
displayed.

[0286] Thereafter, in S1012, after the lottery by the rou-
lette device 102 is terminated, the number pocket 105 in
which the ball 27 enters and the kind of the bonus pocket 107
are received from the server 13. And S1013, the station
control CPU 91 determines whether or not the ball particu-
larly enters in the bonus pocket 107 set according to the
above. And if it is determined that the ball 27 enters in the
bonus pocket 107 (S1013: YES), it is conducted the JP
obtainment effect process to notify whether or not the JP is
obtained in such station 4 (S1014). On the other hand, if it
is determined that the ball 27 does not enter in the bonus
pocket 107 (S1013: NO), procedure shifts to S1015.

[0287] Hereinafter, with reference to FIG. 32, the JP
obtainment effect conducted in S1014 will be described. In
the roulette game machine of the sixth embodiment, if the
ball 27 enters in the bonus pocket by the lottery in the
roulette device 102, the station 4 obtaining the right to win
the JP wins the JP. And it is notified which station 4 obtains
the JP by using the image display device 8 and the speaker
10 every station 4. FIG. 32 is an explanatory view showing
one example of the display screen of the image display
device 8 when the JP is obtained.

[0288] As shown in FIG. 32, an effect screen 122 is
displayed in the JP obtainment effect. In the effect screen
122, plural kinds of cocktails 123 are serially displayed
while moving from the right edge to the left direction and
when any of the cocktails 123 is stopped in the center of the
screen, the JP corresponding to the kind of the stopped
cocktail 123 is won. On the other hand, if all of cocktails 123
are moves from the left edge to out of the screen, the JP is
lost. For example, in FIG. 32, the effect screen 122 in the
station 4 in which the JP of “MEGA” is won is displayed,
and the cocktail corresponding to the JP of “MEGA” is
stopped and displayed in the center of the screen and it is
displayed a winning guide sentence 124 to notify that the JP
of “MEGA” is won. And voices having the same contents as
those of the winning guide sentence 124 are output form the
speaker 10. Therefore, the player can recognize that any of
the JPs is won in the present game or that any of the IPs is
not won, by referring the display or the effect output.

[0289] And in S1015, the station control CPU 91 receives
the payout result of credits transmitted from the server
control CPU 81. Here, the payout result of credits is con-
structed from the payout result of the base roulette game
conducted by using the BET screen 110 and the payout result
of JP when the JP is obtained.

[0290] Thereafter, in S1016, the payout of credits is done
based on the payout result received in S1015. Concretely, the
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credit data of the payout in the roulette game which is the
base game and the credit data of JP sum accumulated in the
JP by present if the JP is won are respectively stored in the
RAM 93. And when the CASHOUT button 48 is pressed,
medals (generally one medal for one credit) corresponding
to the credit number stored in the RAM 93 at present are paid
out from the medal payout opening 9.

[0291] Thereafter, in a case that the game is continued in
any of the stations 4, procedure returns to S1004, thereby the
bet time is again started and procedure shifts to the next
game.

[0292] On the other hand, if the game is terminated in all
of the stations 4, the roulette game is terminated.

[0293] Next, with reference to FIGS. 28 and 29, the game
process program conducted in the server side will be
described. Here, processes in S1101 to S1106 are as same as
those in S101 to S106 of the game process program (see
FIGS. 11 and 12) in the station side of the first embodiment,
thus explanation thereof will be omitted.

[0294] And, in S1107, the server control CPU 81 receives
the bet information (bet area 72 directed, the number (bet
number) of chips betted to the directed bet area 72) and
stores them in the bet information memory area 83A of the
RAM 83.

[0295] Thereafter, in S1108, the credits corresponding to
0.30% of total credits betted in each of the stations 4 from
which the bet information is received in S1107 are accumu-
latively added to the JP sum of “MINI” stored in the JP
accumulation memory area 83E of the RAM 83. And the
credits corresponding to 0.20% are accumulatively added to
the JP sum of “MAJOR” stored in the JP accumulation
memory area 83F of the RAM 83. Further, the credits of
0.15% are accumulatively added to the JP sum of “MEGA”
stored in the JP accumulation memory area 83G of the RAM
83. And according to this, the JP sum display portion 15 and
the MINI display portion 111~-MEGA display portion 113
are renewed.

[0296] Next, in S1109, based on the bet information
received in S1107, the server control CPU 81 extracts the
station 4 in which the bet number is more than 50 bets and
conducts the JP right lottery process to conduct a lottery
whether or not the right to win the JP is obtained in one
station 4 or plural stations 4 extracted. In the JP right lottery
process, concretely, the random number is obtained by the
random number sampling circuit and the lottery is conducted
by using the JP right lottery table to determine whether or
not the right to win three kinds of JPs is obtained in each
station 4. Here, as one example, in the JP right lottery table,
a range of random numbers is set so that the probability to
win the JP of “MINI” becomes 4.7684%, the probability to
win the JP of “MAJOR” becomes 0.4172% and the prob-
ability to win the JP of “MEGA” becomes 0.0298%.

[0297] And in S1110, based on the lottery result of the JP
right lottery process in S1109, it is determined whether or
not the right to win any of the JPs is obtained in at least more
than one station 4. As a result, if it is determined that the
right to win any of the JPs is obtained in at least more than
one station 4 (S1110: YES), any one of number pockets 105
among “007, “0”, “1”~*“36” is randomly selected and such
selected number pocket is set to the bonus pocket (S1111).
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[0298] On the other hand, if it is determined that the right
to win the JP is not obtained in all of the stations 4 (S1110:
NO), procedure shifts to S1114.

[0299] Next, in S1112, the server control CPU 81 obtains
the random number by the random number sampling circuit
and conducts the lottery by using the effect lottery table to
determine whether or not the effect to notify the number
corresponded to the bonus pocket set in S1111 is conducted,
and whether or not the effect to notify the kind of JP that the
right to win thereof is obtained. Here, in the effect lottery
table, a range of random numbers is set so that the number
is notified with the probability of 90%. And if the player
obtains the right to win the JP of “MEGA” and “MAJOR”,
the kind of JP is notified with the probability of 50%, and if
the player obtains the right to win the JP of “MINI”, a range
of random numbers is set so that the kind of JP is notified
with the probability of 0% (the kind of JP is not notified).

[0300] Thereafter, in S1113, the server control CPU 81
transmits the lottery result of S1112 to each station 4. And
each station 4 conducts the notification effect of the bonus
pocket by using the image display device 8 and the speaker
10 (see FIG. 31).

[0301] Next, in S1114, the server control CPU 81 drives
the winning determination device after the ball 27 enters in
the number pocket 105 or the bonus pocket and determines
that the ball 27 enters in the number pocket 105 corre-
sponded to which number, or whether or not the ball 27
enters in bonus pocket set in S1111. And based on the
determination result in S1114, the server control CPU 81
transmits the kind of pocket in which the ball 27 enters to
each station 4 (S1115).

[0302] Next, in S1116, if it is determined that the ball 27
enters in any of the number pockets 105, it is determined
whether or not winning is obtained for chips betted in each
station 4, based on the bet information of each station 4
received in S1107 and the kind of pocket determined in
S1114. Further, based on the kind of pocket determined in
S1114, it is determined whether or not the JP is won in a case
that the station 4 obtaining the right to win the JP exists.

[0303] Next, the server control CPU 81 executes the
allotment calculation process (S1117). In the allotment cal-
culation process, winning chips betted to the winning num-
ber are recognized in every station 4 and total allotment sum
of credits paid out to each station 4 is calculated by using the
allotment magnification (credit number per one chip (one
bet)) for each BET area 72 stored in the allotment credit
memory area 82A of the ROM 82. And if any of JPs is won,
the credit accumulated in each of the JP accumulation
memory arcas 83E~83G at present is calculated as the
allotment sum.

[0304] And in S1118, the server control CPU 81 executes
the transmission process of the payout result of credits on the
basis of the allotment calculation process in S1117. Con-
cretely, the credit data corresponding to the allotment sum of
the base game are output to the station control CPU 91 of the
station which wins the base game, and if the JP is won, the
credit data corresponding to the JP sum accumulated at
present are further output.

[0305] Thereafter, in S1119, the ball collection device
arranged under the wheel 104 is driven, and the ball on the
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wheel 104 is collected. The collected ball 27 is again thrown
in the wheel 104 of the roulette device 102 in the following
game.

[0306] As mentioned, in the roulette game machine
according to the sixth embodiment, the station in which
more than a predetermined bet number is betted is extracted
from the stations 4 and it is conducted the lottery whether or
not the right to win any of three kinds of JPs is obtained
against one of plural stations 4 which are extracted (S1109).
Further, if at least one station 4 obtaining the right to win the
JP exists (S1110: YES), any one of number pockets 105 is set
to the bonus pocket 107 (S1111), and before the ball 27
enters in any of pockets in the roulette device 102, the
number corresponded to the bonus pocket is notified
(S1011). Therefore, it can be clearly notified that the bonus
pocket which is confirmed to win the JP exists in any of the
stations 4 before the lottery for the pocket is conducted.
Thereby, expectation of the player for the bonus pocket can
be raised and fairness for the lottery in the game can be made
the player recognize.

[0307] And in a case that the bonus pocket is set based on
that any of the stations 4 obtains the right to win the JP and
the ball 27 enters in the bonus pocket set according to the
above, any of the stations 4 certainly obtains the JP, therefore
stress of the player can be reduced without losing expecta-
tion.

[0308] Further, even if any of the stations 4 obtains the
right to win the JP, the lottery of JP using the bonus pocket
for JP obtainment and the normal lottery using the number
pockets 105 are conducted at the same time by using the
same roulette device 102 without being independently con-
ducted, therefore the gaming time can be reduced and the
player does not feel stress.

[0309] (Seventh Embodiment)

[0310] Next, the roulette game machine according to the
seventh embodiment will be described with reference to
FIGS. 33 and 34. Here, in explanation hereinafter, the
roulette game machine of the seventh embodiment has the
same construction as that of the first embodiment described
based on FIGS. 1 to 14, therefore the same number used in
the seventh embodiment indicates the same constructive
element in the roulette game machine 1 of the first embodi-
ment.

[0311] An outline construction of the seventh embodiment
is almost as same as that of the roulette game machine 1 of
the sixth embodiment. And various processes in the seventh
embodiment are almost as same as those in the roulette game
machine 1 of the sixth embodiment.

[0312] However, although in the roulette game machine 1
of the seventh embodiment, the game can be conducted
while changing two states of an insurance subscription state
and an insurance non-subscription state through an insur-
ance bet button (not shown) which is displayed on the image
display device 8 for a predetermined time after the bet time
elapses.

[0313] Concretely, when the insurance bet button is
pressed, the insurance subscription state is set by collecting
a part of consumed game media (for example, 10% of the
credits betted in all stations 4) as a premium and if the right
to win the JP cannot be obtained by the lottery concerning
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with obtainment of the right to win the JP, it is constructed
so that a predetermined number of game media are paid out
to compensate the player’s loss. Here, the insurance bet
button may be provided in the control portion 7 (see FIG. 1).
And as the premium, a part of game media betted may be
collected. As mentioned, by collecting a part of game media
obtained or held by the player at the gaming machine side as
the premium, it is not required to independently provide a
pool for insurance at the casino side, therefore a manager of
the casino can easily manage the premium.

[0314] Hereinafter, with reference to FIGS. 33 and 34, it
will be described a game process program in the server
executed by the server control CPU 81 in the roulette game
machine according to the seventh embodiment and a game
process program in the station executed by the station
control CPU 91 in the station 4. Here, programs shown by
the flowcharts of FIGS. 33 and 34 are stored in the ROM 82
and RAM 83 provided in the server 13 and in the ROM 92
and RAM 93 provided in the station 4, and executed by the
server control CPU 81 and the station control CPU 91.

[0315] At first, with reference to FIGS. 33 and 34, the
game process program in the station will be described. Here,
processes in S1201 to S1207 are as same as those of S1 to
S7 of the game process program (see FIGS. 11 and 12) in the
station of the first embodiment, explanation thereof will be
omitted.

[0316] Andin S1208, the insurance bet button is displayed
on the image display device 8 for a predetermined time (for
example, 3 seconds) and it is determined whether or not the
insurance bet button is pressed for the predetermined time.
And if it is determined that the insurance bet button is
pressed (S1208: YES), the roulette game machine shifts to
the insurance subscription state, and a part of game media
(for example, 10% of the credits betted in all stations 4)
consumed when betted is newly collected as the premium
(S1209). On the other hand, if it is determined that the
insurance bet button is not pressed (S1208: NO), the roulette
game machine shifts to the insurance non-subscription state.
Here, in the roulette game machine of the seventh embodi-
ment, by pressing the insurance bet button, the player can
play the game by selecting one of two insurance subscription
state and insurance non-subscription state. And especially in
the insurance subscription state, a part of game media
consumed when betted is collected as the premium and if the
right to win the JP is not obtained in a JP right lottery process
(S1309) mentioned later, it is constructed so that a prede-
termined number of game media (for example, 50% of all
credits betted by the player or 50% of all bet numbers betted
in the game) is paid out (S1218) to compensate the player’s
loss.

[0317] Next, in S1210, the station control CPU 91 trans-
mits the bet information (bet area 72 directed, number of
chips betted to bet area 72 (bet number)) conducted by the
player in the station 4 and existence of the insurance
subscription state if exists.

[0318] Next, in S1211, the station control CPU 91 receives
from the server 13 the effect lottery result obtained by the
lottery whether or not the bonus pocket notification effect to
notify that the bonus pocket is set in the present game and
the number corresponded to the set bonus pocket is con-
ducted.

[0319] And in S1212, based on the effect lottery result
received in S1211, it is determined whether or not the effect
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to notify the bonus pocket is conducted. As a result, if it is
determined that the effect to notify the bonus pocket is
conducted (S1212: YES), the bonus pocket notification
effect process is executed by using the image display device
8 and the speaker 10 (S1213). Concretely, in the bonus
pocket notification effect process, it is notified to the player
that the bonus pocket is set in the present game, the number
corresponded to the set bonus pocket and the kind of JP
(kind of JP that winning right thereof is obtained in S1309)
which can be obtained when the ball 27 enters in the bonus
pocket.

[0320] Here, as for the bonus notification effect conducted
in S1213, such effect is as same as that of the roulette game
machine in the sixth embodiment, thus explanation thereof
will be omitted.

[0321] Thereafter, in S1214, after the lottery by the rou-
lette device 102 is terminated, the number pocket 105 in
which the ball 27 enters and the kind of the bonus pocket 107
are received from the server 13. And S1215, the station
control CPU 91 determines whether or not the ball particu-
larly enters in the bonus pocket 107 set according to the
above. And if it is determined that the ball 27 enters in the
bonus pocket 107 (S1215: YES), it is conducted the JP
obtainment effect process to notify whether or not the JP is
obtained in such station 4 (S1216). On the other hand, if it
is determined that the ball 27 does not enter in the bonus
pocket 107 (S1215: NO), procedure shifts to S1217.

[0322] Here, the JP obtainment effect conducted in S1216
is as same as that of the roulette game machine in the sixth
embodiment, thus explanation thereof will be omitted.

[0323] And in S1217, the station control CPU 91 receives
the payout result of credits transmitted from the server
control CPU 81. Here, the payout result of credits is con-
structed from the payout result of the base roulette game
conducted by using the BET screen 110, the payout result of
JP when the JP is obtained and the payout result compen-
sating loss of the player when the insurance subscription
state exists.

[0324] Thereafter, in S1218, the payout of credits is done
based on the payout result received in S1217. Concretely, the
credit data of the allotment in the roulette game which is the
base game, the credit data of JP sum accumulated in the JP
by present if the JP is won and the credit data corresponding
to 50% of the credits betted if winning is lost in the lottery
to obtain the JP under the insurance subscription state are
respectively stored in the RAM 93. And when the CASH-
OUT button 48 is pressed, medals (generally one medal for
one credit) corresponding to the credit number stored in the
RAM 93 at present are paid out from the medal payout
opening 9.

[0325] Thereafter, in a case that the game is continued in
any of the stations 4, procedure returns to S1204, thereby the
bet time is again started and procedure shifts to the next
game.

[0326] On the other hand, if the game is terminated in all
of the stations 4, the roulette game is terminated.

[0327] Here, in the seventh embodiment, although it is
constructed so that the insurance bet button is pressed after
the process in S1207 is terminated, validity/invalidity (non-
valid) of the insurance bet operation may be always selected
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during the game (in spite of present game or next game), by
collecting a predetermined sum (for example, 1 bet among
10 bets) betted for the base game by the player at the start
of game or another predetermined sum (for example, 1 bet)
different from the sum betted for the base game as the
insurance bet. And it may be constructed so as to have a
game state discrimination device through which the station
control CPU 91 discriminates the validity/invalidity of the
insurance bet. Thereby, at the station side, as one example,
the present game state of the station 4 can be recognized by
the player, by discriminatingly displaying the insurance bet
button in blue color if the insurance bet button is valid or in
red color if the insurance bet button is invalid.

[0328] Further, the credits to compensate the loss may be
paid out when the loss credit number obtained by subtracting
“credit number paid out (obtained) on the basis of the game
result” from “credit number betted (consumed) through the
bet button by the player” reaches to the upper limit value.
And instead of the loss credit number, the credits may be
paid out based on the payout rate. For example, when the
payout rate becomes a predetermined rate (for example,
60%), the credit may be paid out. As for the payout at that
time, the credit may be paid out like a mystery bonus.
Thereby, when the loss sum of the player reaches to a
predetermined rate, the loss compensation is suddenly con-
ducted, and game motivation of the player is raised, as a
result, game continuation by the player can be progressed.

[0329] Next, with reference to FIGS. 34 and 35, the game
process program conducted in the server side will be
described. Here, processes in S1301 and S1306 are as same
as those in S101 to S106 of the game process program (see
FIGS. 11 and 12) in the station side of the first embodiment,
thus explanation thereof will be omitted.

[0330] And, in S1307, the server control CPU 81 receives
the bet information (bet area 72 directed, the number (bet
number) of chips betted to the directed bet area 72) and the
information whether or not the insurance subscription state
exists, and stores them in the bet information memory area
83A of the RAM 83.

[0331] Thereafter, in S1308, the credits corresponding to
0.30% of total credits betted in each of the stations 4 from
which the bet information is received in S1307 are accu-
mulatively added to the JP sum of “MINI” stored in the JP
accumulation memory area 83E of the RAM 83. And the
credits corresponding to 0.20% are accumulatively added to
the JP sum of “MAJOR” stored in the JP accumulation
memory area 83F of the RAM 83. Further, the credits of
0.15% are accumulatively added to the JP sum of “MEGA”
stored in the JP accumulation memory area 83G of the RAM
83. And according to this, the JP sum display portion 15 and
the MINI display portion 111 MEGA display portion 113 are
renewed.

[0332] Next, in S1309, based on the bet information
received in S1307, the server control CPU 81 extracts the
station 4 in which the bet number is more than 50 bets and
conducts the JP right lottery process to conduct a lottery
whether or not the right to win the JP is obtained in one
station 4 or plural stations 4 extracted. In the JP right lottery
process, concretely, the random number is obtained by the
random number sampling circuit and the lottery is conducted
by using the JP right lottery table to determine whether or
not the right to win three kinds of JPs is obtained in each
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station 4. Here, as one example, in the JP right lottery table,
a range of random numbers is set so that the probability to
win the JP of “MINI” becomes 4.7684%, the probability to
win the JP of “MAJOR” becomes 0.4172% and the prob-
ability to win the JP of “MEGA” becomes 0.0298%.

[0333] And in S1310, based on the lottery result of the JP
right lottery process in S1109, it is determined whether or
not the right to win any of the JPs is obtained in at least more
than one station 4. As a result, if it is determined that the
right to win any of the JPs in at least more than one station
4 (S1310: YES), any one of number pockets 105 among
“007, <07, “1°~*36” is randomly selected and such selected
number pocket is set to the bonus pocket (S1311).

[0334] On the other hand, if it is determined that the right
to win the JP is not obtained in all of the stations 4 (S1310:
NO), procedure shifts to S1314.

[0335] Next, in S1312, the server control CPU 81 obtains
the random number by the random number sampling circuit
and conducts the lottery by using the effect lottery table to
determine whether or not the effect to notify the number
corresponded to the bonus pocket set in S1311 is conducted,
and whether or not the effect to notify the kind of JP that the
right to win thereof is obtained. Here, in the effect lottery
table, a range of random numbers is set so that the number
is notified with the probability of 90%. And if the player
obtains the right to win the JP of “MEGA” and “MAJOR”,
the kind of JP is notified with the probability of 50%, and if
the player obtains the right to win the JP of “MINI”, a range
of random numbers is set so that the kind of JP is notified
with the probability of 0% (the kind of JP is not notified).

[0336] Thereafter, in S1313, the server control CPU 81
transmits the lottery result of S1312 to each station 4. And
each station 4 conducts the notification effect of the bonus
pocket by using the image display device 8 and the speaker
10.

[0337] Next, in S1314, the server control CPU 81 drives
the winning determination device after the ball 27 enters in
the number pocket 105 or the bonus pocket and determines
that the ball 27 enters in the number pocket 105 corre-
sponded to which number, or whether or not the ball 27
enters in bonus pocket set in S1311. And based on the
determination result in S1314, the server control CPU 81
transmits the kind of pocket in which the ball 27 enters to
each station 4 (S1315).

[0338] Next, in S1316, if it is determined that the ball 27
enters in any of the number pockets 105, it is determined
whether or not winning is obtained for chips betted in each
station 4, based on the bet information of each station 4
received in S1307 and the kind of pocket determined in
S1314. Further, based on the kind of pocket determined in
S1314, it is determined whether or not the JP is won in a case
that the station 4 obtaining the right to win the JP exists.

[0339] Next, the server control CPU 81 executes the
allotment calculation process (S1317). In the allotment
calculation process, winning chips betted to the winning
number are recognized in every station 4 and total allotment
sum of credits paid out to each station 4 is calculated by
using the allotment magnification (credit number per one
chip (one bet)) for each BET area 72 stored in the allotment
credit memory area 82A of the ROM 82. And if any of JPs
is won, the credits accumulated in each of the JP accumu-
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lation memory areas 83E~83G at present are calculated as
the allotment sum. Further, in the insurance subscription
state, if there exists the station 4 which loses the lottery of
the right to win the IP, 50% of the credits betted in such
station 4 are calculated as the allotment sum.

[0340] And in S1318, the server control CPU 81 executes
the transmission process of the payout result of credits on the
basis of the allotment calculation process in S1317. Con-
cretely, the credit data corresponding to the allotment sum of
the base game are output to the station control CPU 91 of the
station which wins the base game, and if the JP is won, the
credit data corresponding to the JP sum accumulated at
present are further output. Further, if there exists the station
4 which loses the lottery of the right to win the JP, in order
to compensate the loss, the credit data corresponding to 50%
of the credits betted in such station 4 are output.

[0341] Thereafter, in S1319, the ball collection device
arranged under the wheel 104 is driven, and the ball on the
wheel 104 is collected. The collected ball 27 is again thrown
in the wheel 104 of the roulette device 102 in the following
game.

[0342] As mentioned in the above, in the roulette game
machine according to the seventh embodiment, after the bet
time elapses, the roulette game machine shifts to the insur-
ance subscription state based on that the additional credits
are collected in the station 4 in which the insurance bet
button is pressed, and even if the right to win the JP cannot
obtained in such station 4, 50% of the credits betted in the
present game are returned. Therefore, the loss of the player
can be compensated. Thereby, fairness among players can be
raised by compensating the loss of the player and game
motivation can be raised.

[0343] Here, the present invention is not limited to the
above embodiments, and various modifications and changes
can be done within the scope of the present invention.

[0344] For example, in the embodiments mentioned in the
above, concerning with the award beneficial for the player,
such award means that the game state shifts to a beneficial
game state for the player or a beneficial game result for the
player is obtained. Concretely, such award includes that the
bonus game is conducted and the game media with a
predetermined worth are paid out.

[0345] And for example, in the first embodiment, although
the special bonus game, which is conducted when the ball 27
enters in the bonus pocket, is determined by turning on the
WIN lamp 11 as shown in FIG. 14, and all credits betted in
each station 4 are paid out to the station 4 in which winning
is obtained, the bonus game is not limited to the above bonus
game. For example, the BET screen 61 displayed on the
image display device 8 is changed to the special bonus
screen and the player who touches to the object first dis-
played on the special bonus screen can become a winner, and
further all credits betted in each station 4 may be paid out to
the station 4 in which the winner plays. And other than all
credits, only a part of credits (for example, % of credits) may
be paid out. Further, predetermined credits may be paid out
to losers in addition to the winner.

[0346] And in the first embodiment, although all credits
betted in each station 4 are paid out to the station 4 in which
winning is obtained in the special bonus game, a lottery
result that any of the stations 4 cannot win may be provided
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based on a lottery result of the special bonus game. And if
such lottery result that no station 4 can win is realized, the
credits which are scheduled to pay out in the present game
(that is, all credits betted in each station 4 in the present
game) may be pooled, and if the station 4 in which winning
is obtained appears in the next bonus game, the credits
pooled by present may be accumulatively added and such
credits may be paid out to the station which winning is
obtained. Here, the payout may be done in the game fol-
lowing to the next game.

[0347] Further, in the first to third embodiments, although
if the station 4 in which winning is obtained in the bonus
game appears, the credits betted in each of 12 stations 4 in
the present game are paid out or accumulated to the JP, the
game media (credits) paid out to the player may include the
game media betted through the bet operation at any timing.
For example, such game media may be the game media
which are betted in the game when the bonus pocket is
specified or may be the game media which are betted in the
previous games or the game media which are betted in the
games conducted in plural times within a predetermined
time. Concretely, the credits betted in the games previously
conducted before the previous game may be paid out or
accumulated to the JP, other than the credits betted in the
present game. And credits betted over plural games con-
ducted for a predetermined time may be paid out or accu-
mulated to the JP.

[0348] And in the first and second embodiments, as the
condition to execute the special bonus game and the condi-
tion to pay out the bonus allotment, although it is set the
condition that game media more than 10 credits are betted in
the station 4, the condition of more than 10 credits may not
be required. For example, such condition may be satisfied by
more than 1 bet. And without setting the condition by the
worth of game media, the station 4 in which betting is
conducted through a specific kind of game method (for
example, “straight bet” or “corner bet”) may satisfy the
condition to execute the special bonus game and the condi-
tion to pay out the bonus allotment.

[0349] And in the fourth embodiment, although the bonus
allotment is calculated and paid out corresponding to the
case that the ball 27 enters in the bonus pocket 24 based on
the credit number betted by the bet operation conducted by
the player through the BET screen 61 and the allotment
magnification corresponding to such bet method, the bonus
allotment which is calculated based on only the credit
number betted may be paid out or the bonus allotment
calculated based on only the bet method (that is, payout rate)
may be paid out.

[0350] Here, concept of “bet method” includes the kind
and number of the discriminative numbers to which the
game media are betted and the magnification when such
discriminative number is won.

[0351] And in the sixth embodiment, although the number
of bonus pocket is set one in a case that the right to win the
JP is obtained in any of the stations 4, more than two bonus
pockets may be set.

[0352] Further, in the seventh embodiment, the compen-
sation of the loss means that the game state shifts to a
beneficial game state for the player or a beneficial game
result for the player is obtained. Concretely, such award
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includes that the bonus game is conducted and the game
media with a predetermined worth are paid out. And an
additional bet operation for compensating the loss may be
accepted and such loss may be compensated for (returned to)
the player when the additional bet operation is accepted.

[0353] And, for example, although 50% of the credits
betted are returned to the player under the insurance sub-
scription state if the right to win the JP cannot be obtained
through the insurance bet, for example, the right to win the
JP may be forcibly obtained or compensation may be done
by increasing the payout rate for a predetermined time.

[0354] Further, the credits to compensate the loss may be
paid out when the loss credit number obtained by subtracting
“credit number paid out (obtained) on the basis of the game
result” from “credit number betted (consumed) through the
bet button by the player” reaches to the upper limit value.
And instead of the loss credit number, the credits may be
paid out based on the payout rate. For example, when the
payout rate becomes a predetermined rate (for example,
60%), the credits may be paid out. And under a condition
that winning is not obtained in the station 4 for a predeter-
mined time, the loss may be compensated for such station 4.
Thereby, game motivation can be raised for the player of the
above game machine who is losing interest for games
without obtaining winnings.

[0355] And in the first to seventh embodiments, although
such embodiments are described according to the roulette
game machine 1 with the roulette device 3, for example, the
present invention can be adopted for the bingo game
machine or the keno game machine.

What is claimed is:
1. A gaming machine comprising:

a wheel having a plurality of pockets to each of which a
discriminative number is given, the pockets being
arranged thereon;

a plurality of game stations each of which has a bet
acceptance device which accepts a bet operation con-
ducted while predicting a winning number; and

a processor programmed to operate with the wheel and the
game stations (a) to specify the pocket among plural
pockets on the wheel, (b) to detect the discriminative
number given to the specified pocket as the winning
number, (¢) to pay out to the game station based on the
detected winning number and the bet operation
accepted by the bet acceptance device in the game
station, (d) to set one of the pockets to a bonus pocket,
and (e) to give an award to the game station when the
bonus pocket is specified thereby.

2. The gaming machine according to claim 1, wherein the
processor determines whether or not there exists the game
station in which more than a predetermined bet amount is
betted through the bet operation accepted by the bet accep-
tance device; and

wherein the processor gives the award to the game station
when there exists the game station in which more than
the predetermined bet amount is betted.
3. The gaming machine according to claim 2, wherein the
processor executes a bonus game as the award.
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4. The gaming machine according to claim 1, wherein the
processor notifies the discriminative number given to the
pocket which is set to the bonus pocket before the pocket is
specified.

5. The gaming machine according to claim 1, wherein the
processor awards to one game station all or a part of the bet
amounts which are betted in all of the game stations when
the bonus pocket is specified in the one game station.

6. The gaming machine according to claim 3, wherein the
processor pays out based on a game result of the bonus game
executed.

7. The gaming machine according to claim 3, wherein the
processor executes the bonus game in the game station when
there exists the game station in which more than the prede-
termined bet amount is betted.

8. The gaming machine according to claim 1, further
comprising:

an accumulation memory for accumulatively storing a
predetermined rate of a bet amount which is betted
through the bet acceptance device in each of all game
stations;

wherein the processor accumulatively stores in the accu-
mulation memory all of the bet amount betted through
the bet acceptance device in each of all game stations
when the bonus pocket is specified thereby, and

wherein the processor pays out the bet amounts stored in
the accumulation memory when a predetermined con-
dition is realized.
9. The gaming machine according to claim 1, wherein a
plural kinds of bet methods are accepted by the bet accep-
tance device, and

wherein the processor pays out corresponding to the kind
of the bet method accepted by the bet acceptance
device when the bonus pocket is specified in the game
station.

10. The gaming machine according to claim 9, wherein
the processor specifies the bet amount based on worth of the
bet amount betted and a payout magnification corresponding
to the kind of the bet method.

11. A gaming machine comprising:

a wheel having a plurality of pockets to each of which a
discriminative number is given, the pockets being
arranged thereon;
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a plurality of game stations each of which has a bet
acceptance device which accepts a bet operation con-
ducted while predicting a winning number; and

a processor programmed to operate with the wheel and the
game stations (a) to specify the pocket among plural
pockets on the wheel, (b) to detect the discriminative
number given to the specified pocket as the winning
number, (¢) to pay out to the game station based on the
detected winning number and the bet operation
accepted by the bet acceptance device in the game
station, and (d) to compensate a loss in a game based
on a bet amount betted through the bet acceptance
device when a right to win an award is not obtained
according to the detected winning number.

12. The gaming machine according to claim 11, wherein

the processor collects a part of the bet amount betted through
the bet acceptance device in the game station; and

wherein the processor conducts compensation of the loss
under a condition that the bet amount is collected.

13. The gaming machine according to claim 11, wherein
the processor switches a game state of the gaming machine
between an insurance subscription state and an insurance
non-subscription state; and

wherein the processor compensates the loss in the game
under a condition that the game state is switched to the
insurance subscription state.

14. The gaming machine according to claim 11, wherein
the processor sets one of the pockets to a bonus pocket and
gives an award to the game station when the bonus pocket
is specified thereby.

15. The gaming machine according to claim 14, wherein
the processor notifies the discriminative number given to the
pocket which is set to the bonus pocket before the pocket is
specified.

16. The gaming machine according to claim 11, wherein
the bet acceptance device accepts an additional bet operation
for compensating the loss, and

wherein the processor compensates the loss when the bet
acceptance device accepts the additional bet operation.
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