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ROULETTE GAM NG MACHI NE BACKGROUND OF THE | NVENTI ON
Field of the Invention 5 [0001] This invention relates
to a roulette gam ng nachine for enabling a player to
bet based on a ganme result history, thereby
i ncreasing the variety of the gane entertainnent.
Description of the Related Art 10 [0002] A nedal gane
usi ng a nedal aspA,PaNk: i ﬁbokAﬁﬂﬁ t machine, a
roul ette gane machine, "a card ganme nachine, etc., 1is
a ganme that can be started by a player who purchases
or borrow a plurality of nedals wth a nedal |ending
machi ne and inputting
machi ne. |f t hEARRGBEPN R THE NT LM r edet er mi ned
_nunber of nedals are paid out to the player
FighdrefofBe L{R¥SPLaPEr who can gain a | arge number of
medal s can enjoy a successive gane w thout purchasing
[O@Plborrowing new nedals. Particularly, with a
roul ette gam ng machine, the 20 player bets a nedal
pur chlasediroreporomwed afigh te aedalll ¢ehedi grpimadiideign for
a W n-possi bl e nunber, thereby playing a gane. 1In a
ensiel ahgd pibyeforo bled phayéort 8 deete weshlthe soutet ttdereby
gam ng machi ne, a betting board displayed on a nonitor
indir8pkayg itheUvadicay SITOWhd nyahke Ar20N3: SRTIR6E . A
plurality of nunbers 25 (containing also letters) as
DePatigERcaharagher Reaeitical Rty the 1 sane nunbers as
the nunbers di spl ayed on a wheel are displayed

[0002]

= \A/ [} a

A medal game using a medal as a game medium of a slot
machine, a roulette game machine, a card game machine, etc.,
is a game that can be started by a player who purchases or borrow
apluralityofmedals with amedal lendingmachine and inputting
the medal to the gaming machine. If the player wins the game,
a predetermined number of medals are paid out to the player.
Therefore, the player who can gain a large number of medals
can enjoy a successive game without purchasing or bocrrowing
newmedals. Particularly, with a roulette gaming machine, the
player bets a medal purchased or borrowed with a medal lending
machine on a win-possible number, thereby playing a game.

In a related art, for the player to bet with the roulette
gaming machine, a betting board displayed on a monitor display
is used, as shown in JP-A-2003-325726. A plurality of numbers

(containing also letters) as pattern characters containing the
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on the betting board |Iike squares. Using the betting
board w th the nunbers arranged |ike squares thereon,
the player predicts the nunber to bet on and bets a
chip on the nunber. 5 [0003] However, the roulette
gam ng machi ne described in JP-A-2003-325726 is a
gam ng nachine for the player to play a gane

dj t hod | _
Sﬁ%ﬁﬁ‘l’%ﬁ% 311%811 S L YR R RRT TS epLaved
Ch ﬁerE é’é_"lﬂlo d CI %Iélqlnafroq% .tetegh’g 3 hﬁé: asﬁ(%‘_étulsnegs board

.deci sion naterlal on deternining the mark to bet on.
WlfhaFW@sn%@h%ﬁ%ﬂ??ﬁﬁﬂﬁﬁdo¥1%?a?@Pérﬁﬁkéhﬁr&ééhyﬁﬁ? player

that "the mark has not becone a win mark recently and
pr?ﬁéﬁéﬁortée wumbem 6babEy becand Betw i ke ioh tiie meber -

game" or that "the 15 mark has often become a win mark
(0p@8&eéntly and therefore will also probably becone a

win mark in the next game" fromthe past wn result

i n tHewewelet t thgammuldgviey eaniimat hpacbuhet téeganilpgd in

machi ne described in JP-A-2003-325726, the player can
Jpkaep 00Rack 50f2 4 he gamemriesuiaci2Gomor widenpladwyrerts play

eyes. If the player keeps track of the gane result and

a eediticrdiey ey k 1ot bett i based ved tAegameri NGoulette,
frequency of the mark, 38 marks exist on the roulette

an¥heek %@ﬁwﬁi@:éﬂﬂrﬂié tyhOfma PRI ks BbttBa $3Mhis or her
degree of frequency as the frequency 25 determ ned by

deEE%z.BlnayeéfE@H fEﬁQ“ﬁP&WrOﬁgé’E tﬁ@?&é@fv@m'fbguﬁticﬂx the

a case, the player needs to search t betti ng wheel
roﬁ?%tte game as the decision material on determining the mark
to bet on. That is, a large number of players make a decision
that "the mark has not become a win mark recently and therefore
will probably become a win mark in the next game" or that "the
mark has often become a win mark recently and therefore will
also probably become a win mark in the next game" from the past
win result in the roulette game.

However, in the roulette gaming machine described in
JP-A-2003-325726, the player can keep track of the game result
only under player's eyes.

If the player keeps track of the game result and predicts
the mark to bet on based on the winning frequency of the mark,
38 marks exist on the roulette wheel and thus a plurality of

marks at the same degree of frequency as the frequency

determined by the player can frequently occur. Therefore, in
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the correspondi ng marks and then bet on each of the
mar ks; the player nust performintricate operation.
Usual Iy, the mark nentioned here is assigned any of
natural nunbers of 0 to 36 5 (00 may be cont ai ned).
SUMVARY OF THE | NVENTI ON [0004] It is therefore an
object of the invention to provide 10 a roulette
] chine far. lisng
suhM rltgalég R 10Xe%”%%ed% 8 Q{e?i‘ﬁlfmsti,lger;t%aﬁﬁf%é‘ wheel for

condition base the wn resu et on
all marks neetin he c it b iRl e .o ' .
e o on TR e ke Spitay Be BPe s Ry ProbEh M ene
maki ng i ossi bl et .l ncrease the variet f. th
Plgine BHPb: POFIREM Lind Lo abe TP 1M guReaill gpe Tark
the player. Further, the roulefte gam chi ne
mephigied pREShEE ARt IWAT P8V ot i 1o L TP OB | brio 36
of the roulette gam ng machine to easily bet based on
(0P heaigi he Fesypingiddt-ory. [0005] 20 To the end,
according to a first aspect of the invention, there
is provided a roulette gam ng nmachine (for exanple, a
roul ette gam ng machine 1) including: a roul ette whee
(for exanple, £WRNGARTtEF whide| IMYEBRIGNI ch a
plurality of marks (for exanple, a nunber indication
[cpbates 14) are placed; a lottery 25 neans (for
exanple, a win determnation unit 84) for drawing 3 a
W n marksfresreherpl Hhabbtgcef offatke; iavieeitimneao provide
di splay neans (for exanple, an inmage display 7) for
a gbspkaykngariBhuUmakhtiYie for enabling a player to select a

condition based on the win result history and bet on all marks
meeting the condition by simple operation, thereby enabling
the player to easily bet a chip for making it possible to
increase the variety of the game entertainment and increase
the game will of the player. Further, the roulette gaming
machine enables the beginner who is unfamiliar with operation
of the roulette gaming machine to easily bet based on the win
result history.
[0005]

To the end, according to a first aspect of the invention,
there is provided a roulette gaming machine (for example, a
roulette gaming machine 1) including: a roulette wheel (for
example, a roulette wheel 4) on which a plurality of marks (for
example, a number indication plates 14) are placed; a lottery

means (for example, a win determination unit 84) for drawing
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of bet areas (for exanple, BET areas 42, 52) forned
based on the sane marks as the plurality of marks

pl aced on the roulette 5 wheel; a selection neans (for
exanpl e, a touch panel 28) for selectting a bet area
di spl ayed on the bet area display neans; a bet neans
(for exanple unit BET buttons 36, 47) for betting a

' | he. b | d
= Phfer® Hafdn rﬁlu?%%iégfan%i“ﬁﬁ%eor B BEpALGR] Qhmeans
f 10 | 1 | t
BRI Y NN
Wi

exanpl e, n_count BET buttons 43, 60) r_selectin
Ofanga?’éﬁa§oh ‘P?l%?ﬁa%%%er?@%galf%%svﬁ% i qﬁfé?ﬂ:‘iffg? Sge‘i on

each mark; a search neans (for exanple, a satell
theotaToMmaCis 8%) the P sarldiivhg f ks ﬂléﬁﬁddaflaﬂb%éf@dllette
on the 15 search condition; and a conditional bet

wheednsa($eteekanpl eeana $6eel¢xampbonta olowry ek #8) for
betting a gane value on the bet area corresponding to

sel hetseanch hefsalrteaofli théagedreh reaket af0806splay means;
According to a second aspect of the invention, in the

a 126t medret t(Eogaskagpiechinet GET ba tftiorst 3&spéet Ofr e ting
i nvention, the bet areas are forned based on marks

a phaseshlikem theeket hRchheeSaftedrbangeserdl east idie means;
mar ks placed on the roulette wheel. [0007] 25

a HESOS NGt & 02 e ti 416k asmACexahdike RAMeRR| 083) ther 4toring
roul ette gam ng machine of the first and t he second

a %ﬁ@ﬁ%tllq:fy Sheriopventl oo frd hgs hNGluAss @atsfSk search
hange means for

condition selection means (for example, win count BET buttons
43, 60) for selecting a search condition concerning the win
freguency of eachmark; a searchmeans (for example, a satellite
control CPU 91) for searching the history data based on the
search condition; and a conditional bet means (for example,
a satellite control CPU 81) for betting a game walue on the
bet area corresponding to the search result of the searchmeans.
{0006]

According to a second aspect of the invention, in the
roulette gaming machine of the first aspect of the invention,
the bet areas are formed based on marks placed like a wheel
in the same arrangement as the marks placed on the roulette
wheel.

[0007]

According to a third aspect of the invention, the
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changi ng the arrangenent of the marks form ng the bet
areas from wheel -1ike arrangenent to square-like
arrangenent; and 5 a second change nmeans for changi ng
t he square-1ike arrangenent displayed by operating
the first change neans to the wheel -like arrangenent.
[ 0008] The roulette gam ng according to the first

ro@f@’?ﬁ% egognr%%{g m svent ban Enckudesy the: Ried®d aspect of

or ag or storing a plurality of lottery

th%:?ﬁ%%?lgﬁ%ﬁggﬁéﬁé%ﬁ}%at & Bﬁeéeaaf CPifQQn@ihtain% means for

he plrayer to select a search

condi ti on concernin he.win freguen . eac rk, .t
chihing et el R mehe RSAHEr §¥ohy BRSO MR Kirl U eas

the search 15 condition; apd the coggi i onal__bet neans .4
FrgmribRR 1ThGKS GRRERIVAFUE bR PHABET LAKEant TANgemERT)

corresponding to the search result of Qg,jeaﬁggangement

t

a sesams. cBangrgreane faragRrne ARISHI & SAVRRE

~condition concerning the win frequency of each mark L%
dismbaved bibepenagang the dd ron ERendamead sy FeddvndrRgLrdl«e

the search 20 condition by easy operation. Therefore,
artdmegementty of the ganme entertai nment can be

i ncreased, so that the player does not |ose interest
[00om8 pl ayi ng ganes. Even the beginner of the roulette

gam ng nmachi ne can easily bet in an easy-to-understand

mannEie r2mifet0qhing acthedioyl vt thegdiirsg asedcheof the

according to the second aspect of the invention, the
inPeht dbgasnanagker red basadon dtherage means for storing a
plurality of lottery results as history data; the search
condition selection means for the player to select a search
condition concerning the win frequency of each mark; the search
means for searching the history data based on the search
condition; and the conditional bet means for betting a game
value on the bet area corresponding to the search result of
the search means, so that the player can select the search
condition concerning the win frequency of each mark and can
bet a game value on the mark corresponding to the search
condition by easy operation. Therefore, the variety of the
game entertainment can be increased, so that the player does
not lose interest in playing games. Even the beginner of the
roulette gaming machine can easily bet in an easy-to-understand

manner.

[0002]
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mar ks placed |like a wheel in the sane arrangenent as
the marks placed on the roulette wheel, so that the
pl ayer can recogni ze 5 the arrangenent of the narks
actual ly displayed on the roulette wheel and the bet
areas in visual association with each other.
Accordingly, it is made possible for the player to

dict,the et tq bet. on b the pl
01 S T RO e TP e o Sga i Ch Recond

win fr ency_of _each r 10 and the variety of th
asBatb Cni SPRAHECBan DE T AR 21 BRTBEL RRT R P the
roul ette gam_ng machi ne according to the third ect
maBKS (HAG R rith R, WERE. it KD P ABEGR FFRBISTGREEHS CHF Berks
changed to the marks placed |ike squares and the marks,
rlaraged the rrelsgharedeehn 35 thgdi hle nalrdlr (G371t Kgcognize
marks placed |i ke a wheel, so that the player can bet
thew rgenasmand) ¢ Ldilspraykegacthel bedigtday bphdd byctpette
mar ks pl aced |ike squares or the bet areas forned by
whebk armt kdepbaterréa ke mviieell. aFhecdhdien wihl each other.
arrangenent of the marks form ng the bet areas can be
Ac20réhagiyed, iisd ¢ hatlevas s olisl befo miahrepd awetrht ¢ herdgiitct the
apparatus are nmade available and it is nade possible

bet ¢ HUidedthengaseedrodeshaeel 4 gnyat | ofistltemrdss aff the
pl ayers. BRI EF DESCRI PTI ON OF THE DRAW NGS 25 These

ro@0ét 8t hgke 8D @@%@tﬁl@ﬁ woivantegesi off tdimgi@sett ebch mark,
invention will be nore fully apparent fromthe

anfothowng; detabkedhdesshbPbhoBrtakafch? €A BRCEhRReased.
with the acconpanying drawi ngs, in which:
{0010]

In the roulette gaming machine according to the third
aspect of the invention, the marks placed like a wheel can be
changed to the marks placed like squares and the marks placed
like squares can be again changed to the marks placed like a
wheel, so that the player can bet by selectively displaying
the bet areas formed by the marks placed like sgquares or the
bet areas formed by the marks placed like a wheel. Therefore,
the arrangement of the marks forming the bet areas can be
changed, so that varicus bet manners with the bet apparatus

are made available and it is made possible to provide the game

modes meeting various demands of players,

BRIEF DESCRIPTION OF THE DRAWINGS

These and other objects and advantages cf the present
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FIG 1 is an external perspective viewto showthe 5
schemati c configuration of a roulette gam ng machi ne
according to an enbodi nent of the invention; FIG 2
is a plan view of a roul ette wheel according to the
enbodi nent of the invention; FIG 3 is a schematic
representation to show a first BET 10 screen where a

._table betting board_is displa r di t t :
RS Ret TF BRerPrvarttbhy “EPE-RERR Ll P 251 10wing

ch tic, representatigon. of win caount. BET .buttons
debRovPled BT TI Pt BEFCor cbh; FPAIBGIGOR  With  the

schemati c representatioon of a part of the 15 table
2CHRPPPRY 1BGard 29 N&F reParfeFScale; FIG 6 is a

schematic representation of a second BET screen where

a whBE&F - bét thhgaBoskdardadi SpFaFRACRERSr dilfy th® fhew the

enbodi ment of the invention; FIG 7 is a schematic .
scHematag to Show at bet off ditPslettlismgan2pagerthbpe according

according to the enbodi nent of the invention on an
toeahaegbddioaing; offl GheB iinzvemtsichiemati ¢ drawi ng to show

a part of the wheel betting board according to the

enboHL@eEN? 0f 4 hel amweindw anf @n roarl edrflaanged Is @alamrdisig to

FIG 9 is en enlarged schematic representation of win

thé enuptiBERtbult amse @romirdeidon the second BET screen;
FIG 10 is a block diagramto schematically show a

controt. Syt emefehdiei & ot etd Sogodt Ngn rACBhA a first BET
according to the
screen where a table betting board is displayed according to
the embodiment of the invention;

FIG. 4 is en enlarged schematic representation of win
count BET buttons provided on the first BET screen;

FIG. 5 is a schematic representation of a part of the
table betting board on an enlarged scale;

FIG. 6 1s a schematic representation of a second BET
screen where a wheel betting board is displayed according to
the embodiment of the invention;

FIG. 7 is a schematic drawing to show a bet width setting
section according to the embodiment of the invention on an
enlarged scale;

FIG. 8 is a schematic drawing to show a part of the wheel
betting board according to the embodiment of the invention on
an enlarged scale;

FIG. 9 is en enlarged schematic representation of win
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enbodi nent of the invention; 5 FIG 11 is a bl ock
diagramto schematically show a control systemof a
satellite according to the enbodi ment of the
invention; FIG 12 is a schematic drawing to show
storage areas of RAMincluded in the satellite
according to the enbodi nent of 10 the invention; FIG

13 i fl hart of . in 0cessin r of_ . the
copatl BT ePHERPHY HRoH? e actoriiing T8 Fhe oo St  of
the _inventjon; gl 14 is a_flowhart, of a in
o oGB! 0 17 Gor Lok 18 Adrer ad At i FRpB.2 EpRtrol
15 is a flowhart of a bet processing program based
sygRemh@ i £5e BETusekben eI BChdDehed erBBaL HENt T Ehe
the invention; FIG 16 is a flowhart of a bet
enbpp@tesstngfpkEbgr ARVEAEE®T 720 on the second BET screen
according to the enbodi rent of the invention, FIG 17
i s aFEehédnts @ pkpeksdmgatamoho gfchend siptall s epeerm control
when the player bet using any win count BET button on
sys$henf bfsta B8ETestitenzcand P59 LtBei smbatimandt i ef the
representation of a display screen 8 when the player
inbeht Ushpng any win count BET button on the second BET
screen. DETAI LED DESCRI PTI ON OF THE PREFERRED
EMBARXWMENES i s a schematic drawing to show storage areas of
RAM included in the satellite according to the embodiment of
the invention;

FIG. 13 is a flowchart of a main processing program of
the roulette gaming machine according to the embodiment of the
invention;

FIG. 14 is & flowchart of a main processing prodgram
executed in the satellite;

FIG. 15 is a flowchart of a bet processing program based
on the first BET screen according to the embodiment of the
invention;

FIG. 16 is a flowchart of a bet processing program based
on the second BET screen according to the embodiment of the
invention;

FIG. 17 is a schematic representation of a display screen
when the player bet using any win count BET button on the first

BET screen; and

FIG. 18 is a schematic representation of a display screen



5 [0011] A roulette gam ng nachine 1 according to the
invention wll be discussed in detail wth reference
to the acconpanyi ng draw ngs based on an enbodi nent
of a roulette gam ng machine according to the

i nvention. 10 The roulette gam ng machine 1 is a
ganing machi ne in which a player predicts t he nunber

term ned wW.th rotat,on tte
Wb h G ek YA HeHF A GThY e Peud kit Berah otaan gecond
on the predicted nunber, etc. , and when the nunber
BEBtgCreen which the player bets beconmes a wi n nunber,
the player can 15 receive payout of a predetermn ned
nunber of medals. [0012] To begin with, the schematic
configuration of the roulette gam ng nmachine 1
acdﬁ?ﬁﬁf@ﬁwcDE%@Réh%b@Nn@ﬁtTHEIPRBEERBEQCEM§§@INENH@
on FIG 1. FIG 1 is an external perspective 20 view
5 [6@Dblshow the schematic configuration of the roulette
gam ng machine 1 according to the enbodi nent. As
shown rdauldtEGe Lantiher maudibstriee lgaricog dimeghitve thei $nvention
basically made up of a cabinet 3 of a main body, a
wiTDWeetit e cunhed id qutovided thodghkyehbetthe ttenteconbanying
the top face of the 25 cabinet 3, and a plurality of
drdibhgSeo£ebed el ertRNin sl i tes12tklagafdisg Aschine
to surround the roulette wheel 4. The satellite 2 is

acggrégﬁéopg tfReiphpRiensatel lites 2 are installed for
a ne gam ng machine of a roulette gamng machine,

10 a capl 9am ng (BCH NEy Bl Grin LRGN LYY A§cR188Mh which

a player predicts the number, etc., determined with rotation

of a roulette wheel and bets game media such as his or her owned

medals on the predicted number, etc., and when the number, etc.,

on which the player bets becomes a win number, the player can
15 receive payout of a predetermined number of medals.

[0012]

To begin with, the schematic configuration of the
roulette gaming machiné 1 according to the embodiment will be
discussed based on FIG. 1. FIG. 1 is an external perspective

20 view to show the schematic configuration of the roulette gaming
machine 1 according to the embodiment.

As shown in FIG. 1, the roulette gaming machine 1 is
basically made up of a cabinet 3 of a main body, a roulette
wheel 4 provided roughly in the center of the top face of the

25 cabinet 3, and a plurality of (in the embodiment, tenj)
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5 area where the player predicts the gane result and
bets a gane nedi um such as a nedal. The satellite 2 is
made up of at |least a nmedal acceptance unit 5 for

i nputting ganme nmedia such as coins and nedals used to
play a gane, a control section 6 nade up of contro
but t ons, etc., operated by a player entering 10

d d f
N
h I 6,
e THRG G ShY e ‘0n 2 A HagE i OBFay 7ot RoPBby L 1 tes

advanci ng the devel oped gane. 15 Medal payout openlng

2 ag%#ésﬁﬁg\}ﬁdeﬂoér@ fﬂﬁéaéu FERIBF MARD LN Bl n tr o Wi 9aming
the satellites 2 are install ed. Further a sp eaker 9

ma¢lpingr odued Tg Jaming eFglbte s, . @ach tq §J-’|6>r"d\ﬂedé‘d game
in the upper right portion of the inage dlsplay 7 of

areacthematdld plever POef00L8]tiNexaame e Stdr pRdrReFHrp game
of the roulette wheel 4 according to the enbodi nent

medd hh shecldiascassetia W t Threbatedde teo2 H Gmagle up|l & gt ilgast
a plan view of the roulette wheel according to the

a mexizadh sesh tarbeAsn Sthowo t A npluGt 12yg Gharemoid it echieelcoins
4 is basically 10 made up of a frane 11 fixed to the

an§akifgl s3uaRd aorplayi angafleskaldoheusedsant isup@omaed up
in the inside of the frane 11 for rotation. The

of I ltdy dbskedisi s ef&f medogBrihedt apy faceWddr @antering

| ar ge nunber of (|n he enbodi nent, 38) concave bal
prgggééPﬂlned commands, and an image display 7 for displaying
an image involved in a game.

The player can operate the control section 6, etc., while
seeing the image displayed on the image display 7, thereby
advancing the developed game.

Medal payout openings 8 are provided on the sides of the
cabinet 3 where the satellites 2 are installed. Further, a
speaker 9 for producing music, effect sound, etc., is provided
in the upper right portion of the image display 7 of each
satellite 2.

[0013]

Next, the configuration of the roulette wheel 4 according
to the embodiment will be discussed with reference to FIG. 2.
FIG. 2 is a plan view of the roulette wheel according to the

embodiment.

As shown in FIG. 2, the roulette wheel 4 is basically

10



5 grooves 13. Further, nunber indication plates 14
indicating nunbers of 0, 00, and 1 to 36 as pattern
characters in a one-to-one correspondence with the
bal | housing grooves 13 are fornmed on the top face of
the rotation disk 12 in the outer direction of the
bal I housing grooves 13. 10 A ball input port 15 is

ma&@rEEQOfgatPPé%%agglfﬂxe&‘P§|£hei@QHin99i§ éﬂ@}aSPgﬁﬁiion

IS Jjoined to t i nput port 15 and a ball 16 is

0N nta the.r I [ : h S atell
dlsp]%ﬁtlét PO, Dol SBhL PR K clfe %%%tmdtﬁmsif g ey a1 for
above t roul ett.e eel 4.is re i -
rotabhhar et Ao IE e GvE 1%515ne%0r9\§§reqflj9ws%a%g%)q fas e th
hem spher e. 014 he fra 11.is,ipclined nt.| .
o 1@ NOTAE a1 FHeneBP SRty o &l tih & prd) BRlsing
Wi th azguide wal | 18 for guiding. the input ? [ éG .
5  gregEtnsis ¢ hd UEdhal f oyEP ol s 1sd 1ot PilRd %o 3héﬁ aFpting
16. As the rotation speed reduces and the centrifqgal,
nulepeee PE [Opst00+ hanBalll tP6 31 #8 BaWESERe NHFFFGITI he? 2
frame 11 and goes to the inside thereof and arrives
onat t¢-hene aratigrpondeats o thi she imllTheusding 480eBepsLt 3 are
on the top of the rotation disk 12 and 25 is housed
foimeanyn behé bopsfagegobovieelBothtdaghdihé fL8pinotheiouter
the nunber indication plates 14 outside the rotating
diretatbonofdiik B211Theusdmberyrdesers Bed on t he nunber
i ndication plate 14 corresponding to the ball housing
10 gr oy a3 iimpMi glrtthes bal Fotfiedsihotisedt benones. t Beball

W n nunber.
input unit (not shown) is joined to the ball input port 15 and
aball 16 is input onto the rotation disk 12 from the ball input
port 15 with drive of the ball input unit. The whole above
the roulette wheel 4 is covered with a transparent acrylic cover
15 member 17 shaped like a hemisphere.
[CG14]

The frame 11 is inclined gently to the inside and is formed
in an intermediate portion with a guide wall 18 for guiding
the input ball 16 against the centrifugal force and rolling

20 theball 16. As the rotation speed reduces and the centrifugal
force is lost, the ball 16 rolls down the slope of the frame
11 and goes to the inside thereof and arrives at the rotating
rotation disk 12.

The ball 16 rolls on the top of the rotation disk 12 and

25 is housed in any ball housing groove 13 through the tops of

11
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5 [0015] Awin determnation unit (not shown) is
installed below the roulette wheel 4 for determ ning
whi ch nunber the ball is housed in the ball housing
groove 13 corresponding to. Further, a bal
collection unit (not shown) is installed below the 10
rotation disk 12 for collecting the ball 16 on the

thd QLA AN ; ik 12, phh ek RaCh Ja®i ds t@l\éefrot-gk&ﬁn@aﬂfbtatlon

Input unit, the win® determnation unit, and the

di %]Q plgi u q"ht [&pak" Ség}f kp glﬁ'non aﬂgelgn]%%ro 1 @ Wi ltt 1%91 plate

scusse againin etal 15 Next

configurations of r n e e
14 d?%lf)}f‘g@pgn%%%%rg?)ngﬁ E?EE Bcl_) ggﬁheﬁgogv% q.getj_lﬂ wh%a the
ssed, The .control tion 6_is.provided on the
baﬁi ggofsthguFﬁﬁg ec&@?ﬁl 7W&P‘ng¢ggielllte 2 and
buttons operated by the player 20 are placed, as
holn in FIG 1. SpeC|f|caIIy, a BET confirmation
button 22, a payback (CASHOUT) button 23, an
( HEPY iBUEE6R TP Narte o3 RBed f PO TRV bfks tlalsttﬁel%%ﬁjgﬁtelow

vi ewed fromthe position opposed to the satellite 2. i
th¢ ooyl et 25 whee IBET fesnfeEaahi BAnBUY R bah 2punie s Hig t}%ll is
pressed by 12 the player to confirmthe bet after bet
howped dtn bhe wall hhesimgger oalve pRayo 7reeseni bed ot eFurther,
If the bet is confirnmed and the player has bet on the
a babbercoddsertiibed wni t hénotinseownndiicatimstapled ebgédow the
corresponding to the ball housing groove 13 in which
rotation disk 12 for collecting the ball 16 on the rotation
disk 12 after each game is over. The ball input unit, the win
determination unit, and the ball input unit are already known
and therefore will not be discussed again in detail.
[0016]

Next, the configurations of the control section 6 and
the image display 7 according to the embodiment will be
discussed.

The control section 6 is provided on the side of the image
display 7 of the satellite 2 and buttons operated by the player
are placed, as shown in FIG. 1. Specifically, a BET
confirmation button 22, a payback (CASHOUT) button 23, and a
help (HELP) button 24 are placed from the left to the right
viewed from the position opposed to the satellite 2.

[0017]

The BET confirmation button 22 is a button pressed by

12
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5 the ball 16 is housed on the roulette wheel 4 during
the gam ng, the player wins the gane. If the player
wins the gane, the credit points responsive to the
nunber of the bet chips are added to the current
owned credit points of the player. The bet operation
is described later in detail. 10 [0018] The payback

button 23 is a_buttqon ysual essed by. the .player .
B L e
.payback button_ 23 dal s responsive to the current
dléRﬁé@ cﬂ@&q;ﬁ?ﬁqnﬂgiﬁIThé%pﬁgﬁeh?%g&ﬁn&?qﬁiﬁﬂ? and the
anes, etc., (usuall 15 one nedal to_one credit

plg‘@’ieﬁtl}a%lh@tpapdﬂb%é%%@?@rt feSprAyes 91 She RHEPREdqdication

payout opening 8. [0019] The helg button 24 is a_ . ,
plpGet bh presserohdinpetp|tdiredaifl hors ipagepove 13 in which
unfam liar with the gane operation nethod, etc. 20
thefienlt Hé pbdyarsgt essee trival Updie wheedrt 2aring the gaming,
i medi ately a help screen indicating various pieces
thef popeeat wdmsi rifrer maticon I tHiespllayed onnshdherggane, the
di splay 7. [0020] On the other hand, the inage display
crédis aototchrpanensAsd itquitthec rysttadr difsSpllay et ehlaps are
touch panel 28 attached to the 13 front of the liquid

adgeystal tHespliayenthewpkayeregan poeassadf t@Mplayer. The
di spl ayed on a liquid crystal screen 29 with a finger,

be@l 6perhen o3eliactddttied cteF | (35.d8cand. 6 are
drawi ngs to show exanpl es of display screens
[c@hgpl ayed on the inage display

The payback button 23 is a button usually pressed by the
player when the game is over. When the player presses the
payback button 23, medals responsive to the current owned
credit points of the player, gained by the games, etc., (usually,
one medal to one credit point) are paid back to the player from
the medal payout opening 8.

[C019]

The help button 24 is a button pressed by the player if
the player is unfamiliar with the game operation method, etc.
When the player presses the help button 24, immediately a help
screen indicating various pieces of operation information is
displayed on the image display 7.

[0G20]
On the other hand, the image display 7 is a touch-panel

liquid crystal display with a touch panel 28 attached to the

13
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5 during the gam ng. [0021] As shown in FIGS. 3 and 6,
during the gaming with the roulette gam ng machi ne 1,
the i mage display 7 displays two types of screens of
a first BET screen 31 having a table betting 10 board
30 and a second BET screen 33 having a wheel betting
board 32. The display can be sw tched between the

T screen on e 3

rrop et % d6REEH pbeBat: ANSPIET s B i ee%%aﬁi FEASh an

. en i ressed After, sel ect

e S PpkRvBErRRna s ek it eV EEeonacEE o ePed t51§ §inger,
t he player_can, bet. chips using his or her_ cre

et§ 002 rﬁ’?%?‘:t%% FhestCBET doh%en 3R 19 aﬁ@ drawmgs to
di scussed based on FIG 3. The sane nunbers as

shei prere 155 06, 4Rl aY 66736 S| R bR ¥ac o the Jﬁ‘tﬂfﬂfeFilSplaY
i ndication plates 14 are arranged 20 |i ke squares on

duxheyt bbeegpeinpng board 30 displayed on the first BET
screen 31. Special BET areas for the player to bet a

[(Oehip by specifying "odd nunber," "even nunber," "col or
of nunber indication plate (red or black), or "given
nunbes stange i fDIGExaBphed &,tdut2ngr thhegkinkepy ariéh the
al so arranged |ike squares. 25 BET areas 42 where the

roSh8etdufhei SgagathensulbetieO;imBBe dhgpldyl7t aidplays two
i ndi cated on the nunber indication plates 14 are

tysk spiyedeane €aGhriRge BHY ot racAUDeEviikd §aldidne patting
42A and an identification indication part 42B. The

bodHIBeN ahAH 68ELAR BPAIdS 438 n i Pen PRTWAE 88D A M Eboard
parts where the sane nunbers

32. The display can be switched between the first BET screen
31 and the second BET screen 33 each time a screen switch button
34, 46 displayed on the screen is pressed. After selecting
either of the first BET screen 31 and the second BET screen
33, the player can bet chips using his or her credit.
[0022]

First, the first BET screen 31 will be discussed based
on FIG. 3. The same numbers as the numbers 0, 00, and 1 to
36 indicated on the number indication plates 14 are arranged
like squares on the table betting board 30 displayed on the
first BET screen 31. Special BET areas for the player to bet
a chip by specifying "odd number," "even number," "color of
number indication plate (red or black), or "given number range

(for example, 1 to 12 or the 1ike) are also arranged like squares.

BET areas 42 where the same numbers as the numbers 0, 00, and

14
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5 as the nunbers 0, 00, and 1 to 36 indicated on the
nunber indication plates 14 are displayed. On the
ot her hand, the identification indication part 42B is
a part indicating which of win count BET buttons 43
(described later) corresponds to the area. (See FIG
5.) 10 [0023] Displayed below the table betting board
0O are a result = hist di spl ay .secti on 35, the
1 Zhout nons SRERSs EFac Sk BRREL bATEGR 340 Rl aee 14 are
count BET buttaons 43, unit BET buttons, 36
digpsareddrse oRFs BaCiEoRP 3L BRYmRELT Lot cabaan ngr%h%%%\ and
15 section 38 fromthe |eft to the right of the , ,
angeteit £ opRign Hndieadulan regtof ¢Bdi 5%11%1)?1‘%@@31 pRdagation
lists the results of the win nunbers in the previous
praphaes mfe thenBETedineas t4? 24 bpetat Voarsdiue medd ngmbers
the player betting a chip at each 20 satellite 4 to
ast heebaluimb®d sdrioppd g &odt he tiballe higudi ot et conethe3nugber
payi ng out credit based on the win nunber) . \Wen one
ingaoRtisnopeéated Néwawendidpiareds addedheoothert bpndf, the
the result history display section 35 for display and

idéheiplayerceatneheskiohheaht st2w ¥ s0& ddrer Windl irnathieres which
of a maxi mum of 16 ganes. 25 [0025] 15 The screen

of SM b Gl Bt tHTr it tords M t@R Sfari vl iGhidly RetreRYRnds to
the first BET screen 31 and the second BET screen 33

thglgpggyed(§@etﬁggln§g? di splay 7 as nentioned above.
the player presses the screen switch button 34 on

05§§ liquid crystal

Displayed below the table betting beoard 3C are a result
history display section 35, the above-mentioned screen switch
button 34, the win count BET buttons 43, unit BET buttons 36,
a payback result display section 37, and a credit count display
section 38 from the lefi to the right of the screen.

[0024]

The result history display section 35 lists the results
of the win numbers in the previous games (one game refers to
an operation sequence from the player betting a chip at each
satellite 4 to the ball 16 dropping tc the ball housing groove
13 to paying out credit based cn the win number). When one
game is over, a new win number is added to the top of the result
history display section 35 for display and the player can check
the history of the win numbers of a maximum of 16 games.

[{0025]
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5 screen, the first BET screen 31 using the table
betting board 30 can be switched to the second BET
screen 33 using the wheel betting board 32 for

di splay. Then, the player bets a chip based on the
betting board on the current displayed screen. [0026]
10 The win count BET buttons 43 are buttons for the

P! ay’fﬁ? égrgg{% 8{?1 BM gﬁt?he§44§sb%5§Gtggnt l%%r sﬂrltchlng

coun or “eac garmes before t
teI cedln n. co
be W??o@ 1\{ %‘% cu‘%‘%e:g?vmrf% tthr B éercegﬁnc&e%{mB%Céeen 33
As shomn [ he roulette a
CHECRER R e R TR P SEMIV IR Bt ‘g%nurﬁf the
BET buttons 43 are nmade up_ of four t es of . putt
playen Ar&Aiept BEﬁCbﬁﬁ%fbﬁW&’éﬂh bt Py el O BEF b b crystal
43B, a level 2 BET button 43C, and a level 3 BET
schaehontg3d i et MR P e PévesingBETe itk loh befh fing poard
button for betting on all of the nunbers indicated on
30tdmn MenBEd ticheidc Aei ohe il eaayd BEX Retebacofi wylng Wik wheel
nunber at all in the nost recent 100 games. The | evel
beflt BEF bottdn333Boirsdaspdatyon Thenbethenglemeal begfs 25chip
the nunbers indicated on the nunber indication plates
badddlénbetonbaytangi hoaudben thkyconeenitndibelewsid screen.
recent 100 ganes. Likew se, the level 2 BET button

[043€]is a button for betting on all of the nunbers
i ndi cated on the nunber indication plates 14 becom ng

a W thdufelcduMiC 8T bhRe ciest 3r g8 fbh §aRS .the player
to bet on any BET area 42 based on the win count for each mark
from the game 100 games before to the immediately preceding
game. The win count BET buttons 43 will be discussed with
reference to FIG. 4.

As shown in FIG. 4, in the roulette gaming machine 1
according to the embodiment, the win count BET buttons 43 are
made up of four types of buttons of a level 0 BET button 434,
a level 1 BET button 438, a level 2 BET butteon 43C, and a level
3 BET button 43D.

[0027]

The level 0 BET button 43A is a button for betting on
all of the numbers indicated on the number indication plates
14 not becoming a win number at all in the most recent 100 games.
The level 1 BET button 43B is a button for betting on all of

the numbers indicated on the number indication plates 14
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5 On the other hand, the |level 3 BET button 43D is a
button for betting on all of the nunbers indicated on
the nunber indication plates 14 becom ng a wi n nunber
three tinmes or nore in the nost recent 100 ganes.
Each win count BET button 43 is forned on the left
wth 10 a corresponding count indication part 44

T
begug{l%ﬁtéw%rg%l\fgﬁ%n% S (nu %egg)rEﬁgﬁﬁgg¥tPeém %]%O games.
.Sh 00 .
RS oF ekt 8 AR o O R o

[ 1 th nb f .th b
or i T RST (Bl DS DeCRTLB A 1o oo
becoming a win nunber twice is 10; and the n

14t1H%Cﬂlahﬁar@ BeR ISR W HCRulber® A 1S 5RdY ”570%9@&65
is 4. [0028] Each win count BET button 43 is forned
Ont Hee re gt r iand, dhe Jesifdnd BETt hetiaentdPi Eatd dwtton for
i ndication parts 42B displayed for identifying the BET
begténgdd ebirael pbrdiHges éadh caitedocvuithe BERO G NG 43 Lon
on the table betting board 30. As shown in FIG 5, on
plehest bblbedvetiing boamdgkacbored hgmesoot wre in the most
enbodi nent, the BET area 42 corresponding to the |evel
re2bn@ BET luinteen 43A has the identification indication
part 42B 17 displayed in green, and the BET area 42

correspRnaimg-dunt IBET emelonl 4BETsbabtnad4dn tias tdft with
identification indication part 42B displayed in |ight

a BbHPesgbRABES akeat4ZngoraespANshng 44 diddiecd emed hbw many
BET button 43C has the identification indication

numbers correspond to the BET button in the 38 marks (numbers).
In the example shown in FIG. 4, in the most recent 100 games,
the number of the numbers not becoming a win number at all is
16; the number of the numbers becoming a win number cnce 1is
8; the number of the numbers becoming a win number twice is
10; and the number c¢f the numbers becoming a win number three
times or more 1is 4.
[0028]

Each win count BET button 43 is formed on the right with
a legend of the identification indication parts 42B displayed
for identifying the BET area 42 corresponding to each win count
BET button 43 on the table betting board 30.

As shown in FIG. 5, on the table betting board 30 according

to the embodiment, the BET area 42 corresponding to the level

0 BET button 43A has the identification indication part 42B
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5 part 42B displayed in yellow, and the BET area 42
corresponding to the |level 3 BET button 43D has the
identification indication part 42B displayed in pink.
That is, the display color of the identification

i ndication part 42B on the table betting board 30 (for
exanple, 10 green, light blue, yellow, or pink) is

.di splayed in the | f gach B
1B PoRasr Frertr ores Tre e ey o7 Red e i to Se

Lot S Vi b“ﬁéé?h%?eq%%%q"e&%lco%ﬂfce%h%"qica%%} part

betting board 30. 15 k0029] The unit BET buttons 36
423, dippleyRe FBrlﬂHQt éﬁ@r t bhesBEEcaTBRe ARuRBEF esPonding
chips to be bet on the BET area 42 (on nunber or mark

toﬁ%ﬂ@%ﬁ dBEIghuEEORA IR Ag S| tlh%)l%étcﬂi Figatign ipddcation

pl ayer. The unit BET buttons 36 are nmade up of four
patry B 20 spfl aygrd dnsyedfl an 1 aBET e BEGha B6A 4 A CHrBEFPONding

button 36B, a 10-BET button 36C, and a 100- BET button
to362 1&helpt ®PEr blittsh &Ptk Ese tilve rBET jaraal R indilgett ion

with a cursor 40 described |ater by directly pressing
patbe48Br désplaiviell anf pdger.,, etc. In this state, if the

pl ayer presses the 25 1-BET button 36A, the player

bet sTiog€e cihi p ahea HigplGhecousberofl8 tife beteghiification
i ncreases fromone to two to three to ... each tine

1n&b§a@h@ﬁ%aﬂf a3%esn e 1aBEE bt ¢ DG 3A M B0 erdi Rgekple,
etc. ,) . If the player presses the 5-BET button 36B,

gréglﬁ glh?%tglf Ibnlgrﬂé:lg%g\i%wcr‘bi?spﬁ{k)a itd BB spli B¢ AUMIREOf e gend
portion of each win count BET button 43. Therefore, 1if the
player bets using the win count BET button 43, the player can
also easily understand which BET area 42 to bet on from the
table betting board 30.

[(0029]

The unit BET buttons 36 are buttons for the player to
select the number of chips to be bet on the BET area 42 (on
number or mark square or on square forming line) specified by
the player. The unit BET buttons 36 are made up of four types
of buttons of a 1-BET button 36A, a 5-BET button 36B, a 10-BET
button 36C, and a 100-BET button 36D.

The player first specifies the BET area 42 to bet with
a cursor 40 described later by directly pressing the screen

with a finger, etc. In this state, if the player presses the

1-BET button 36A, the player bets one chip at a time {(the number

18
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5 fromfive to 10 to 15 to ... each tine the player
presses the 5-BET button 36B with a finger, etc.,).
If the player presses the 10-BET button 36C, the
pl ayer bets 10 chips at a tine (the nunber of bet
chips increases from10 to 20 to 30 to ... each tine
t he player presses the 10- BET button 36C wth a
fin Fur.t her th | aye L8sS$es t he
of Thoe BBt LOREUBBES FRETpPAGeFOCSHEOED TBOCEn s at £
.tinme (the nunber of be chlp ase rom
tinmgothe RHBYED preseaéh e ERE gPﬁgaP §81f5e§§§ Fhilngeﬂ
100- BET button 36D with a flnger etc. re,
ctEor bet B FhPgaL Al a1 s st e o 1T SRR SRD TS Rhaver
al so be sinplified. [0030] The payback result display
beteciion Gvips spt &y < imfe Hifhaunbsir et beki pEies tlﬁéreases
pl ayer in the preceding ganme and the paid-back credit
frooufitve Her 6,0 Swbflbatbi ng- térchunbes tdfe pdiayEr eHigsses the
fromthe paid-back credit count results in the credit
5-BODHutnew \B eFaivined H\f iyl ayer. ,pl.aylfigthde lpacediregses
game. [0031] Further, the credit count display
theect+muT Ihtdiwpl3ays thbhepTagditbetountd awied by 4 HeEime (the
pl ayer at present. Wen the 25 player bets chips, the

nuwfk 861 & £ aNtcH o dlasTanmiiad et he runbertdBoftd he . each
bet chips (one credit point per chip) . If the nunber

£iR0 Whiohndher pﬂ)]@&@ée@%ﬁe beco®s Wit dh Beberi |6 ttheger,
credit is paid back, the credit count is increnented

etDY {1 PRl back ¢ €15§‘i‘51tay%%‘ Prassbt e 1e0edil oUén 36D,
omned by the pfayer reaches

the player can bet 100 chips at a time (the number of bet chips

increases from 100 to 200 to 300 to ... each time the player

presses the 100-BET button 36D with a finger, etc., ).

Therefore, to bet a large number of chips, the operation
can also be simplified.

[0030]

The payback result display section 37 displays the number
of bet chips of the player in the preceding game and the
paid-back credit count. Here, subtracting the number of bet
chips from the paid-back credit count results in the credit
count newly gained by the player playing the preceding game.
(00311

Further, the credit count display section 38 displays

the credit count owned by the player at present. When the

playerbetschips,thecreditcountisdecrementedbythenumber
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50, the gane is over. [0032] A BET tinmer graph 39 is
provided at the top of the table betting board 30. The
BET tinmer graph 39 is a graph for indicating the
remaining time during which the player can bet, 10 and
a red graph extends gradually to the right with the
passage of tinme fromthe gane start tine. \Wen the
graph extends to the rightnost side, the tine durin
of WHie P heC bRy efoRAF A LT iBP tHe R&F <dHP lganmd fe%gier plmber
If the BET tinmer graph 39 reaches a specific position
on (Whptclexidhplrel aypsitelon kfcarey a fHa pambets apgl jthe credit
input into the roulette wheel 4 fromthe ball i nput
ispaid befckyheheowredie ashudl 14, inoosBEnAedupgdhespaid-back
indicating the BET area 42 selected by the player at
credébamints di 4 dyedmiitheotall evived tivnghbgarad/<30 re20hes
A chip mark 41 indicating the nunber of chips bet so
¢, fehe andmet he BiEErarea 42 is al so displayed on the
tabl e betting board 30. The nunber displayed on the
rochep mark 41 denotes the nunber of bet chips. For
exanple, the chip mark 41 of 7 placed on the square

18 g% HBMOWANet BkGpn33bndi galRsi ddattt BReptayest helsS table
25 seven chips gng?he nunber 18. The nethod of betting

be\gﬂiﬁfgoﬁoggdo% nunpes gercalibed "stL4@hohb uR "4 Tx?ﬁaeph for

Ip mark 41 of 1 placed at the intersection of

inSRURE PRg e 0L A S8 e Bl Y FE ik et
an&—%erggt@f‘)%}?fextends gradually to the right with the passage
of time from the game start time. When the graph extends to
the rightmost side, the time during which the player can bet
in the current game expires. If the BET timer graph 39 reaches
a specific position (for example, position of 2/3), the ball
16 is input into the roulette wheel 4 from the ball input unit
of the roulette wheel 4.

[0033]

A cursor 40 indicating the BET area 42 selected by the
player at present is displayed on the table betting board 30.
A chip mark 41 indicating the number of chips bet so far and
the BET area 42 is also displayed on the table betting board
30. The number displayed on the chipmark 41 denctes the number
of bet chips. For example, the chip mark 41 cf 7 placed on

the square 18 as shown in FIG. 3 indicates that the player bets

seven chips on the number 18. The method of betting only on
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5 betting covering four nunbers is called "corner
bet." [ 003 41 O her avail abl e bet nethods are as
follows: "Split bet" for betting a chip covering two
nunbers on the line between the two nunbers; "street
bet" for betting a chip covering three 10 nunbers (for
exanple, 13, 14, and 15) on the end of a horizontal

onéQMﬁﬂEe£h§ ng%?g%a Gg@rg ome row in the vertica

direction ve bet OP betting a chlp

Q ,

[ n:f%e?:v\r}el nYri%he nu er SQ%JOQ a%lch'elz ln&t Otrp%f the
betti c |p £V, rin SIX n , .
saysted ) s By Bl #%5%3 ﬁﬁ%&i%ﬁ?ﬁ? e cnip

hori zont al roms of the nunb FIG, 3, t ro [
on ikt “Sait | RARCGF PeEPPBR) T8 Seoftnls b8t Por BOE PRGBS ©f
chip covering 12 nunbers on the square witten as 2
be%lqg CORAPLNGoF R hBEMPEr S, 15e Rk ﬂ@da GoRE T ng
12 nunbers on the square witten 20 as 11 1st 12, "
[0034H 12, " or "3rd 12. " Further, bet methods each
covering 18 nunbers dependi ng on the nunber indication
pl at@heplage i(eéd cbeblreid)ods edd op evkkrwainbeSplit bet”
whet her the nunber is equal to or less than 18 or is
feeduattimgon obip tbwarifguswagnusbgrsqoar ebeplovedbdtween
at the bottom stage of the table betting 25 board 30
thanrecahsnbavai; | ‘&bt eee 2 bdt0085} ot hieig a cthip anvdiheng three
first BET screen 31 descri bed above in a genera
nufBener (tdd egtmphe, pl ayars,speaifijesnt tiee Bol areaho42zontal

(on nunber or mark square or on square formng |ine)
rowOolelthe numbers (in FIG. 3, one row in the vertical
direction); "five bet" for betting a chip covering five numbers
of 0, 00, 1, 2, and 3 on the line between the numbers 00 and
3; "line bet" for betting a chip covering six numbers (for
example, 13, 14, 15, 16, 17, and 18) among numbers of two
horizontal rows of the numbers (in FIG. 3, two rows in the
vertical direction); "column bet” for betting a chip covering
12 numbers on the square written as "2 to 1;" and "dozen bet”
for betting a chip covering 12 numbers on the square written

s "1lst 12," "2nd 12," or "3rd 12." Further, bet methods each
covering 18 numbers depending on the number indication plate
color (red or black), odd or even number, whether the number
is equal to or less than 18 or is equal to or more than 12 using

six squares provided at the bottom stage of the tabkle betting

board 30 are also avallable.
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5 on, on the screen and presses the BET area 42

directly wwth a finger. Consequently, the cursor 40

noves to the specified BET area 42. Then, whenever

t he player presses one of the unit BET buttons 36

(1- BET button 36A, 5-BET button 36B, 10-BET button 10

36C, 100-BET button 36D) , as many chips as the nunber
[Oéﬂg'cated by the pressed unit BET button are bet on

speci fied BET area 42. For exanple, if the player

DUt 5 PECBoOTELE S i lfsééﬂé"%“%rée g%r%%@abm
1n%%8nq%]ég{a%{mo%g4§8jiﬁs%% ﬁg’%gké%tp@ dﬁés EE} ghg darea

pl ayer presses any of the mnn count BEJ buftons, 43
42 t g EF. OTHBAL Kt HE 3 Ryer Opr 898BECcHRIBIY HEt ) t S bet

BET buttons 36 (1-BET button 36A, 5-BET button 36B

on 1 PBETGUTEBRSN 3BT RDOSSET bhet BRT3BDF2 fRefebpchdy with
many chi ps as the nunber 20 indicated by the pressed

a fuimigeBET Comstesnieartel hetthencaik5oBEY0 mpeas t4p the specified
corresponding to the pressed win count BET button 43

BET | eved 02BET button 43A, |level 1 BET button 433, |evel
2 BET button 43C, level 3 BET button 43D). [0036] 25
NextThdme wesoade BEFhscpeepeB3pnekkebeodiesclissbd basédBET
22 on FIG 6. The sane nunbers as the nunbers 0, 00,

oufhdnd 10 (13GH acedcen3che BUBDErbutithe @ dn @IS b4 ton
are displayed on the wheel betting board 32 displ ayed

360N 1lhe swecend tBET3 667 een ma3dyaacns diaRgrhe i sambdicated

eel -1i ke arrangenent as the actua
by the pressed unit BET button are bet on the specified BET
area 42. For example, if the player presses the 10-BET button
36C four times, the 5-BET button 36B once, and the 1-BET button
36A three times, a total of 48 chips can be bet.

On the other hand, to bet using the win count BET button

43, the player presses any of the win count BET buttons 43 on
the screen. Then, the player presses one of the unit BET
buttons 36 (1-BET butteon 36A, 5-BET button 36B, 10-BET button
36C, 100-BET button 36D), whereby as many chips as the number
indicated by the pressed unit BET button are bet on ail BET
areas 42 corresponding to the pressed win count BET button 43
(level C BET button 43A, level 1 BET button 43B, level 2 BET
button 43C, level 3 BET button 43D).
[0036]

Next, the second BET screen 33 will be discussed based
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5 roulette wheel 4. [0037] Displayed bel ow t he whee
betting board 32 are a result history display section
45, the above-nentioned screen switch button 46, unit
BET buttons 47, a payback result display section 10
48, and a credit count display section 49 as with the
first BET screen 31 described above. Therefore, the
history display section 45, the unit BET huttans 47,
ony ﬁéGpaéba&h%e wre QHeBray a§eEPFoﬁuﬂ3§?r§n§'t RE’cAEG ¢ tO
count display section 49 will not_ be discussed again.
36 [l 3QpREN The SEROST dWPEERTBAN: Bhales| k4 aalfﬁltqloﬁp%fad&ed on
switching between the first BET screen 31 and the
theadorrll BEIL siredn 831 3¢ dpbayedednonhehe o ¥ Tapcreen
as nentioned above. If the player presses the screen
33saicohdbug tton t4& eameheheeduildkerysrahgg0escraethg hetual
first BET screen 31 using the table betting board 30
roghatbe shkekdhdd to the second BET screen 33 using the
wheel betting board 32 for display. Then, the player
[obey$ a chip based on the betting board on the current
di spl ayed screen. [0039] 25 A BET tinmer graph 50 is

provibdedl aycinse1op Bie thatheeh td2Ppbhiragiboard 32 esult
on the second BET screen 33 as with the first BET

hi §§6§2%§§p9§§ Wd e ey erndhe BR-hé el oSEapit_len $18 tch

graph for indicating the renmaining time during which

put PELRIAYEE 1 + G EEEtoﬁ@dﬁ} A et S aph ext,andsi g advaldation
to the rlgﬁt W t

48, and a credit count display section 49 as with the first
BET screen 31 described above. Therefore, the history display
section 45, the unit BET buttons 47, the payback result display
section 48, and the credit count display section 49 will not
be disciussed again.

[0038]

The screen switch button 46 is a button for switching
between the first BET screen 31 and the second BET screen 33
displayed on the image display 7 as mentioned above. If the
player presses the screen switchbutton 46 on the liquid crystal
screen, the first BET screen 31 using the table betting board
30 can be switched to the second BET screen 33 using the wheel
betting board 32 for display. Then, the player bets a chip
based on the betting board on the current displayed screen.

[0039]

A BET timer graph 50 is provided at the top of the wheel
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5 the passage of tinme fromthe ganme start tinme. Wen

the graph extends to the rightnost side, the tine

during which the player can bet in the current gane
expires. If the BET timer graph 50 reaches a specific
position (for exanple, position of 2/3), the ball 16

is input into the roulette wheel 4 fromthe ball 10
input unit of the roulette wheel 4. 08%0% A BET wi dth

beEE%PGr@O%%‘éﬁ?oﬁmSih?sS%ﬁ;%ﬁid%FdT iS4 £ Wiioh it £1TSt

of the wheel betting board 32 on the second BET screen
BEB3scTRenBE} fedckibec: phRgvsect TBR BET| §iRerygepphn >0 1s a
unique to 15 the wheel betting board 32. If the player
graehSathénpérakiagohthe remed PBED hide Wuweing nisecthorlaver
51, it is made possible for the player to bet a chip
cancdbteonl ynodre tthel speapt icett BER amsaludblly hint tdlesy ight with
its peripheral BET areas 52. The BET width setting
theetds wag S lof st inmdef rafn sdwegamypesant bimée ondiloin &£he graph
1-width 20 setting button 51A, a 3-width setting

exbehfiont StBe AiShithdED siski,t ithe bithé AurSHG whidhviltd piayer
setting button SID, a 9-width setting button 51E, a

cabt ot 01 h st téner vt t@mdldxp el 2 T -tMdBE TS @litddig graph
button 51G enabling the player to set the bet wdth

50ter hék aspéeificlPos Aol S fsReahbY el YpodNeibstlo22/3),

th means the total nunber of BET areas containing

théhﬁaff' f@l é:tﬁgp%-rll?ﬁc?a&?% r%ﬂé@f‘e Birle &f e4a9f1:5>%1 the ball

pl aced on | des e selected BET area 52 on

c r t e ,same tinme, as
lnﬁ@éc??%ed a?é%.réﬁg?Q% g&gmgbhenatlc drawing to
[0858T'the BET wi dth setting section 51 according to the

A BET width setting section 51 is provided in the right
portion of the wheel betting board 32 on the second BET screen
33. The BET width setting section 51 is a function unique to
the wheel betting board 32. If the player sets the bet width
in the BET width setting section 51, it is made possible for
the player to bet a chip not only on the specified BET area
52, but also on its peripheral BET areas 52. The BET width
setting section 51 is made of seven types of buttons of a 1-width
setting button 51A, a 3-width setting button 51B, a 5-width
setting button 51C, a 7-width setting button 51D, a S-width
setting button 51E, a 1l-width setting button 51F, and a
15-width setting button 51G, enabling the player to set the
bet width to 1, 3, 5, 7, 9, 11, and 15 respectively. The bet

width means the total number of BET areas containing the
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5 enbodi nment on an enl arged scale. [0041] As shown in
FIG 7, the 1-width setting button 51Ais a button
for betting only on the specified BET area 52. The
3-width setting button 51B is a button for betting on
a total 10 of three BET areas 52 of the specified BET
area 52 and the BET areas 52 of the nunbers
ositi.oned on both adjacent sides (each. one) at
seDQRESl HET Pike SAnPaENE SEUTH RGIRRS OF BAESPS ot Bt o des
for bettlng on a total of five BET areas 52 of the
of e |79 lar IBET BifTears2 aAde® HEVIBET theeRd agerofapHeet at the
nunbers 15 positioned on both adjacent sides (each
sameo)ime, tdfe depar itiae lat/ye 70WGdt i S®td isedapdtition d3aBing
is a button for betting on a total of seven BET areas
to52hotv tthe HECifFiethBEFthieg 52cdndn thle BEJoadeag 52 the
of the nunmbers positioned on both adjacent sides
enpedthehhr ee) aat ehherg@r®e stdate:. The 9-wi dth setting
button 20 51E is a button for betting on a total of
[oDépe BET areas 52 of the specified BET area 52 and
the BET areas 52 of the nunbers positioned on both

adj acendhshlesn (epgh foutheati -LharnamRttiAg. buthen sia is
11-wi dth setting button 51F Is a button for bettlng on

a ButtohatoPfhdide k?é &Ih fB]@fj HEL aLa The
52 and the 25 BE areas 52 ers positioned

3—?{‘%@?t%@girgﬁw dt Ig%Slegs( aﬁﬁt&bélé gtbéél"ejbé?ton tPtal

setting utton IS a

of bc%tl,lé%] Egngg?%%t %E g and%Ehr r asd %% of E%QE?Z ehnd the BET

SpeCI area areas
area ngin)rsat oSl tlgn%nedt ﬁgﬂgggggnggj % %h a jacém‘fgl sides (each

one} at the same time. The 5-width setting button 51C is a
button for betting on a total of five BET areas 52 of the
specified BET area 52 and the BET areas 52 of the numbers
positioned on both adjacent sides {each two) at the same time.
The 7-width setting button 51D is a button for betting on a
total of seven BET areas 52 of the specified BET area 52 and
the BET areas 52 of the numbers positioned on both adjacent
sides {each three) at the same time. The 9-width settingbutton
51E is a button for betting on a total of nine BET areas 52
of the specified BET area 52 and the BET areas 52 of the numbers
positioned on both adjacent sides (each four) at the same time.
The 11-width setting button 51F is a button for betting on a
total of 11 BET areas 52 of the specified BET area 52 and the

BET areas 52 of the numbers positioned on both adjacent sides
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5 [0042] The player can sel ect one of the bet w dths

by pressing any desired bet width button and can bet
a chip based on the selected bet width (any of 1, 3,
5 7, 9, 11, or 15). [0043] 10 History graphs 53 are
provided in a one-to-one correspondence with the BET
areas 52 | i ke a wheel inside the circle of nunber

ation ts 54 descri bi ers,,on t
it THel BthEhEoss e S5 HTE% LEoHAdBRTE 6 2 bégcton 516
The hi story aph, 53 is a gr to en
istadptagRrt £36 115 YRRt y2 e%e‘icﬂy et Hh 7247 the
of the corresponding BET area 52 (nunbég% beconln
sPoF AL AaADBET RhGfe pastigaiBs PET EHEFT etedPhgths Umbers
FIG 8 is a schematic drawing to show a part of the
poahbépnpétart hgthoutth@rntas LegSalepeh seaes) ?*e@@&] sampptime.
As shown in FIG 8, the history graph 53 is pl aced
5 [0pA8BIde the nunber indication part 54 indicating the
nunber and is nade up of three areas of a first graph
ar ealhd,p lagec areh gredpivtanea o56thantet wikiths grnaphressing
area 57. Each area is lit based on the w n nunber

anhi 8¢9t yelvibat coudth Kseeokl £&hd 6an 2etSpecidicddsgd on the
when the nunber becane a wi n nunber once 26 based on

selbetBBShekeqent h1Q@ngames,1,t g f9,rst, grapht area 65) . of
the history graph 53 corresponding to the wi n nunber

[obkh BET area 52 of the win nunber) is lit. Wen the
er became a win nunber tw ce, the second graph

10 areaypbr 9F vt hgrBLELOT Y3  are provided in a one-to-one
correspondence with the BET areas 52 like a wheel inside the
circle of number indication parts 54 describing the numbers
on the wheel betting board 32 on the second BET screen 33. The
history graph 53 is a bar graph so as to enable the player to

15 wvisually easily understand a history of the corresponding BET
area 52 (number) becoming a win number in the past games to
the preceding game. FIG. 8 is a schematic drawing to show a
part of the wheel betting board on an enlarged scale.
[0044]

20 As shown in FIG. 8, the history graph 53 is placed inside
the number indication part 54 indicating the number and is made
up of three areas of a first graph area 55, a second graph area
56, and a third graph area 57. Each area is lit based on the
win number history (win count) (see FIG. 6).

25 Specifically, when the number became a win number once
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5 graph 53 corresponding to the win nunber is lit.
Furt her, when the nunber becanme a wi n nunber three
times or nore, the third graph area 57 of the history
graph 53 corresponding to the win nunber is lit.
Therefore, to know the past gane result, the player
can visually easily determ ne what frequency the bal
10.16 dropped to which position of the_roulette ee

bagedion ﬁf%g PefibefeCaRE ﬁ?@p@%@%ﬁfth?hélﬁﬁEegrBB%?Fﬁaa 55
board 32 di splayed on the second BET screen 33

of detrdi T E0 TP are CRFE&sAANE nGhtcakdendn BYmPRE (the
actual roulette wheel 4 as described above, so that

BET et Bdce fikhe urithaumbred )i apr dved. Wsen fhedaiumber pecame
l'ighting the graph areas 55 to S7, the <colors of the

a wiraphereast®Scep BiYe nagcbedctinagkdatesnbthef the history
surroundi ngs, thereby distinguishing the graph areas

gr&afh 66 &FrrefPOd8ingntd hieot emuwdred; iwi I tcourfturBEEYr, when
buttons 60 performng 20 simlar functions to those

thohunte: e ceoiinta BEL bukbenst¥Beon: imes fdy sloBETthe third
screen 31 are provided in the left portion of the

griheelretti g hoand s35100 g-iehs 86 ok BEdpSEAELE B3 .the win

The w n count BET buttons 60 will be discussed with

nudsderence ¢ 0 ThleGe fHr25 tAS k%%%hienpﬁls@ gamet PesWiR, the
count BET buttons 60 are nade 27 up of four types of

pl AL QNS 'x}iks,‘%lélhl? ‘s’éﬁ'éigl%r@tet%@-ﬁli% LR 43¢ %ntcg/elthe ball

I rst BET scree ; evel O BET button 60A, eve
Lo PR 0 B, gRLSUEh AT ML E0Gu a0
nmﬁbheersb%trteogi%?)lta@%dsggogﬂe wheel betting board 32 displayed
on the second BET screen 33 according to the same wheel-like
arrangement as the actual roulette wheel 4 as described above,
so that the effect is furthermore improved.

In addition to lighting the graph areas 55 to 57, the
colors of the graph areas 55 to 57 may be changed from the
surroundings, thereby distinguishing the graph areas 55 to 57.
[0045]

On the other hand, win count BET buttons 60 performing
similar functions to those c¢f the win count BET buttons 43 on
the first BET screen 31 are provided in the left portion of
the wheel betting board 32 on the second BET screen 33. The
win count BET buttons 60 will be discussed with reference to
FIG. 2.

As shown in FIG. 9, the win count BET buttons 60 are made
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5 BET screen 33. [ 004 61 Like the Ievel O BET button
43A, the level 0 BET button 60A is a button for
betting on all of the nunbers indicated on the nunber
i ndi cation plates 14 not becomng a win nunber 10 at

all in the nost recent 100 ganes. Like the |level 1 BET
button 43B, the Ievel 1 BET button 60B is a button
for betting on al he nunbers | nd|cated on_th

UP Rty raiRca Pénbﬁlt5f38§ iak@b%%%ﬁfwg PR Hihbgttons 43
only once in the nost recent 100 ganmes. Like the |evel
on A IBET ittt &% UICT atie Silevel LoveErd fiT St %! 606 ¢ devel
button for betting on all of the nunmbers indicated on
1 BER ey G000 catliedie lpRaBES Tutbevod? g andian Iides BET
twce in the nost recent 100 ganmes. Like the |level 3
buBEIn BT ene4B8D;angé@ flrewethd BET thuthekod0bn snghe second
button for betting on all of the nunbers indicated on
BET hechagbeB3indi cation plates 14 20 becomng a win
nunber three tinmes or nore in the nost recent 100
[ogases. [ 0 0 4 7 1 Each win count BET button 60 is
formed on the left with a correspondi ng count

i ndigatd ahdardvebl of BATCBLt BEnNOYA MBfle 20 PoIMIEBET button
correspond to the BET button in the 38 marks (nunbers)

60a 28 é%ﬁ@@oﬁxmlﬁe\?EQH@ bA EL 6 o9, the hhfpERSt indicated
recent 100 ganes, the nunber of the numbers not

on b@?ﬂ% d}&%ec‘éﬁrﬁk}]%@f& aﬁl% s 181 nHf h)té?f‘qnﬁl{ﬂ})ear wqfn hnﬁlber
gavvln er once 1s 8; the nunb
at %flltﬂ? trﬂl%”f%é% P 56%'9 a) Oagé%é]s nurﬁq&re {:}%Cleex}esl 1 BET button
43B, the level 1 BET button 60B is a button for bettfing on all
of the numbers indicated on the number indication plates 14
becoming a win number only once in the most recent 100 games.
Like the level 2 BET button 43C, the level 2 BET button
60C is a butten for betting on all of the numbers indicated
on the number indication plates 14 becoming a win number twice
in the most recent 100 games. Like the level 3 BET button 43D,
the level 3 BET button 60D is a button for betting on all of
the numbers indicated on the number indication plates 14
becoming a win number three times or more in the most recent
100 games.
[0047}]
Each win count BET button 60 is formed on the left with

a corresponding count indication part 61 indicating how many

numbers correspond to the BET button in the 38 marks (numbers}.
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5 10; and the nunber of the nunbers becomng a win
nunber three tines or nore is 4. [0048] Each win
count BET button 60 is formed on the right with a

| egend to schematically show the history graphs 53

di spl ayed 10 on the wheel betting board 32. As shown
in FIG 9, the displaynpdes of the history graphs 53
correspond to the win count BET buttons 60 on the

Invibkelex e e P ydarid F2Gcer dnnghe d'9File kafsoH: fetft games,
That is, the nunber not beconming a win nunber at all
thimahee rosf ez eNEQGS 18 tghresmdodr espbhndsimlpe ¥ et all 1s
| evel O BET button 60A, and none of the first graph

16ar eae5butibetrhe ft hhedngmhph sabeaobzngf at hé nhinsinbrey once is
graph 53 on the wheel betting board 32 are lit.

8; Threehamper bletRtahembershbekotmiaghiastvany ngrdelr E¥iice is
not Iit is displayed in the |egend of the level 0 BET

10PUsE@NE B0 A The RuBbetinbeeenbagoRiwhNa N efund®e three
in the nost recent 100 ganmes corresponds to the |evel

t ithe BEZrbHbt-@n 1608, and only the first graph area 55 of
the history graph 53 is lit. Therefore, the state in

O@@g h only the first graph area 55 of the history
graph 53 is lit is displayed in the | egend of the 25

level 1, BET, bittn5608, .20 They ngggmg%cem 803 Kt i e

nunbeér W Cce e I’TDS recent anes correspon S

a leo%encgglog%gh%eﬁggggaeﬂy g}rfoxgoc%e g’f g%%éﬁ% H %ﬂ@played

Second graph area 5 Gy
e ! th t t whi ch the
O {:‘ggt WEFEEL%EtItlng %%raerdorfz e state in ic o

As shown in FIG. 9, the displaymodes of the history graphs
53 correspond to the win count BET buttons 60 on the wheel
betting board 32 according to the embodiment. That is, the
number not becoming a win number at all in the most recent 100
games corresponds to the level 0 BET button 60A, and none of
the first graph area 55 to the third graph area 57 of the history
graph 53 on the wheel betting board 32 are lit. Therefore,
the state in which the history graph 53 is not 1lit is displayed
in the legend of the level 0 BET button 60A.

The number becoming a win number once in the most recent
100 games corresponds to the level 1 BET button 608, and only
the first graph area 55 of the history graph 53 is 1lit.
Therefore, the state in which only the first graph area 55 of
the history graph 53 is 1it is displayed in the legend of the

level 1 BET button 60CB.
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5 area 55 and the second graph area 56 of the history
graph 53 are lit is displayed in the | egend of the
| evel 2 BET button 60C. The nunber becom ng a win
nunber three times or nore in the nost recent 100
ganmes corresponds to the |evel 3 BET button 10 60D,
and the first graph area 55, the second graph area 56,
and the third graph area 57 of the history graph 53
are H1¢ number FREPEABLE WiReNSEAEE ﬁvf\l%il@h%f’ﬁé“qﬁtr gecent
graph area 55, the second graph area 56, and the
109 hjame yrephreseendy b the Lavsk ot BEJr dpit B3 £0€,aend the
lit is displayed in the |l egend of the 15 |evel 3 BET
£1bsit tooraG0Br cp0BaHnd ks, sehendogieapm asdsiech 6t hE tisthasyory
graph 53 on the wheel betting board 32 is |lit is
gr&bisEayed it t hahkegdnd «of thbetwite 1nournitciBERebiitongraph
60 corresponding to the |l evel of each win 20 count BET

arOYt OO tHh ey i@, grdpi herd BEo hehse bdist@rtyhgraph 53
wi n count BET button 60, the player can also easily

arsnder s ang sﬁ\iﬁs_\g@d BET @{ea &erld Jrettren ifdwem thgpwheeltton
betti ng board . [0050] A cursor 59 indicating the
coBET area 52 selected by the 25 player at present is
di spl ayed on the wheel betting board 32. 30 A chip

o o MO IR kDS DL AL e i
ST T T R
60 }aggéethéhfiggkpgggﬁh area 55, the second graph area 56,
and the third graph area 57 of the history graph 53 are all
lit. Therefore, the state in which the first graph area 55,
the second graph area 56, and the third graph area 57 of the
history graph 53 are all 1lit is displayed in the legend of the
level 3 BET button 60D.

[0049]

Thus, the mode in which the history graph 53 on the wheel
betting board 32 is lit is displayed in the legend cf the win
count BET buttons 60 corresponding to the level of each win
count BET button 60. Therefore, if the player bets using the
win count BET button 60, the player can aiso easily understand
which BET area 52 to bet on from the wheel betting board 32.
10050]

A cursor 59 indicating the BET area 52 selected by the

player at present is displayed on the wheel betting board 32.
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5 41 of 1 placed on the square 31 as shown in FIG 6
indicates that the player bets one chip on the nunber
31. [0051] To nmke a usual bet ("straight up" on the
tabl e betting board 30) on the second BET screen 33
descri bed above, first 10 the player specifies the BET
area 52 to bet on (the nunber indicated on the nunber

i ndi cati on part 4) on the screep and resses. t he
A PR Ry Dt s Pt gy PR eR! BT SER1 5L %and the
Conse uently, t he cursor 59 noves to, the specified BET
sehpehed2BET18TPRe 38| &fer éﬁfrels%e%i%edﬁp%meﬁnp{l BEe wheel
buttons 47 (1-BET button 47A, 5-BET button 47B, 10-BET
bebirgnbazcd 380- BETE butmbar 47oplayndr ebythet £hag asrk 41
many chi ps as the nunber indicated by the unit BET
dehotesntlon rhebepeef fhald BEP 3 ed B2 eXpIIE, (Fienghtipemark
BET wi dth setting section 51, first the 20 player
41 specl fplescddeorBEharsa52 t0 et showit He Alkbet indicates
i ndicated on the nunber indication part 54) on the
th&treka pbhdyprebses ohke cariea oft ihenurdwdrgdr directly
with a finger, thereby specifying the BET area 52 as
[obthejcenter of the bet width. Then, the player
specifies any desired bet width by 25 pressing any of

the 4ds Wid sakliangpbut { 08t pAAghENEY 8- e LI beR@ing
button 51B, the 5-width setting button 51C, the

bogréﬂv' N St NG BT PREDL R HNS) Fanigdish 1 Seleld B oRAL (frirst
51E, the 11-width setting button 51F, or the 15-w

th%iﬂjﬂ#ggrbggggtﬂflé:éet%f tther BET Wi 8 hté%é’cncgns?‘ﬁhboﬁumber

yer presses
indicated on the number indicaticn part 54) on the screen and

presses the area (the number) directly with a finger.
Consequently, the cursor 59 moves to the specified BET area
52.

The player presses one of the unit BET buttons 47 {i-BET
button 474, 5-BET button 47B, 10-BET button 47C, 100-BET button
47D}, thereby betting as many chips as the number indicated
by the unit BET button on the specified BET area 52.

To bet using the BET width setting section 51, first the
player specifies the BET area 52 to bet on (the number indicated
on the number indication part 54) on the screen and presses
the area (the number) directly with a finger, thereby
specifying the BET area 52 as the center of the bet width.

Then, the player specifies any desired bet width by

pressing any of the 1-width setting button 512, the 3-width
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5 one of the unit BET buttons 47 (1-BET button 47A,
5-BET button 47B, 10-BET button 47C, 100-BET button
47D) , thereby betting as many chips as the nunber
indicated by the unit BET button on the specified BET
area 52 (if the player specifies the bet wdth other
than 1, on a plurality of BET areas 52 at the sane 10

Lme) .. [,0052] he .ot her, .hand, .t o .bet, usi the win.
sebb ARy B Sarion Lo o i SEEbARTERT. i edd e Phacn
| ayer presses _any of. th wi n._count BET buttons on
s PRt AT Dot Pl Sy SLOEE pTEs5EaT ot PR halE: | the

uni t BET buttons 47 (1-BET button 47A, 5-BET button
L1zypdthosgEtipgt Lok t7C 100 BETBUt CoW14TD) Settemghputton
betting as many chips as the nunber indicated by the
51gnef BET BBUtwbAtbroaltimEmeeleben 521 corfhss poidisiy e sses
the pressed win count BET button 60 (level 0 BET
onbw f die60A Lt BEE| but BETs blit t(GrBEAObBOBeN| éVal 2-WET button
button 60C, |evel 3 BET button 60D). [0053] Next, the
47Bpni 0 gREAthontoh 47Cont¢otBEYdthemai 4Hy , rididmikte betting
gam ng nmachine 1 will be discussed based on FIG 10.
ashh&ny1Ohiss aa bl ook whistge am idi sehedasy cald yurshowRThéutton
control 25 systemof the roulette gam ng machine 1.

on3n SO ¢ B Gardds stheiroghetp Bagani sigedBehéferte bet
is made up of a main control section 83 including a

wiblBhNo €98t Nl an GPUB0a ;ﬁﬁ&§i—it9r@f RAM 82 ardsbhgt the same
e

roul ette wheel 4 and t 10 satellites 2 connected to
tikBe main control section 83 (see

[co52]

On the other hand, to bet using the win count BET button
60 on the second BET screen 33, the player presses any of the
win count BET buttons 60 on the screen. Then, the plaver
presses one of the unit BET buttons 47 (1-BET button 47A, 5-BET
button 47B, 10-BET button 47C, 1C00-BET button 47D), thereby
betting as many chips as the number indicated by the unit BET
button on all BET areas 52 corresponding to the pressed win
count BET button 60 {level 0 BET buttcon 60A, level 1 BET button
060B, level 2 BET button 60C, level 3 BET button 60D).
[0053]

Next, the configuration of a control system of the
roulette gaming machine 1 will ke discussed based on FIG. 10.
FIG. 10 is a block diagram to schematically show the control

system of the roulette gaming machine 1.

32



10

15

20

25

5 FIG 1) . The control systemof the satellite 2 is

described later in detail. [0054] The main contro

CPU 80 performs various types of processing based on

i nput signals, etc., supplied fromthe 10 satellites 2

and data and prograns stored in the ROM 81 and the

RAM 82, and transmts instruction signals to the

satellites 2 based on the processing result, thereby .

cont #8l £haygnt he F3gt ellPit E5C2TrGHAEE tenEaMiNG FEie st 1 1

the main control CPU 80 for advanpin% ames. Further,
matikeuped f & Gwtimolcogryodosesht ppl §31506 wghng a main control

determination unit 84, a ball input unit 85, and a
CPbaBD, &OM @dti emduRrM 8@ Enst dhleedoiud ettiee Mbiglegt tde and the

wheel 4 for inputting the ball 16 into the roulette
1owbeekldjtesl b esinmygctdédedahle h8ifiroomthelroateitr 83 (see

wheel 4, and determining the win nunber correspondi ng

FIEQ the bahé bewsiay gyoome dS8 thd catechit2@ tihe dealdribed
16 drops. [0055] The ROM 81 is inplenented as

12880 Genduetqn .menory, etc., for exanple, and stores a
program for providing the basic function of the

roheuhette ganming machine 1, a programfor 25
controlling the units in the roulette wheel 4, the

oddsf, ar fn’é%hﬁ he o RELo3r &%pi#2s 052péff]§§ﬁ§eq}.atriﬁﬁysou{: pes of

nunber o IpS responsive toa wn a programt or

oo BRI PR SR el bR o
satellites 2 and data and programs stored in the ROM 81 and
the RAM 82, and transmits instruction signals to the satellites
2 based on the processing result, thereby contrelling the
satellites 2 under the initiative of the main control CPU 80
for advancing games. Further, the main control CPU 80 controls
a win determination unit 84, a ball input unit 85, and a ball
collection unit 86 installed in the roulette wheel 4 for
inputting the ball 16 into the roulette wheel 4, collecting
the ball 16 from the roulette wheel 4, and determining the win
number corresponding to the ball housing groove 13 into which
the ball 16 drops.
[0055]

The RCM 81 is implemented as semiconductor memory, etc.,
for example, and stores a program for providing the basic
functicn of the roulette gaming machine 1, a program for

controlling the units in the roulette wheel 4, the odds for
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5 On the other hand, the RAM 82 tenporarily stores
chip bet information supplied fromthe satellites 2,
the win nunber data determ ned by the win
determination unit 84, data concerning the result of
the processing executed by the main control CPU 80,
and the like. The RAM 82 al so stores the gane 10

result of the nost ent 100 nes exa Ie he . .
thig B huREERe) . Bhe FELE ofy S6ta D005 ot Ehips
determ nation unit 84, the ball input unit 85 a
repRENBANE £813 Bef ond RAQIHH (LRt fa@m%aoithlflaetfe%@a&etléltes
wheel 15 4 are also connected to the main control CPU .
2 \godey tthehenbbtativae bithehea ph fpevt ral 6BEH Sagsd the lake.
reaches one tine, nanely, if the BET tiner graph 39,
[0e5¢edf the first BET screen 31, the second BET screen
33 reaches a specific position (for exanple, position
of 268) ththethak| handyt tiei RABS 8i2s témpwerarfidry stores chip
inputting 20 the ball 16 into the roul ette wheel 4.
beEuit herma vben I Didtfirem sheeshiodl theebdl,| thé win number
gradually reduces and the ball 16 | oses the

daﬁgntdétfél_ﬁx@iné@rqgv okl syfowie tidienislaperof uhhie fgape data
11, and is housed in any ball housing groove 13, the

coﬁh@rﬁ%&%rﬂh@akégﬁlﬁnbf @ﬂe E@E@%@fﬁ tdee AEHB8b ¥ he main
descri bed on the nunber i cation p ate 14

coﬁ@ﬁr[)gs@ﬁﬁd%@,g 4y 34 T?Ek@al | TH@@I\E‘%ZQE@LQ%es%éréQ the game

all 16 1s housed, and transmts the

re%ﬁ&%r 'anag §§u}:EcEﬁtt fl%ormdag.% n f@i‘ ggy%nége, the win

the colI'ection unit |s driven
numﬁ%ksgtlng %e hl Ory fgon1the top of the roulette

[0057]

The win determination unit 84, the ball input unit 85,
and the ball collection unit 86 installed in the roulette wheel
4 are also connected to the main control CPU 80. If the bet
time of the player at each satellite Z reaches one time, namely,
if the BET timer graph 39, 65 of the first BET screen 31, the
second BET screen 33 reaches a specific position (for example,
position of 2/3), the ball input unit 85 is driven for inputting
the ball 16 into the roulette wheel 4.

Further, when the rotation speed of the ball 16 gradually
reduces and the ball 16 loses the centrifugal force, rolls down
the slope of the frame 11, and is housed in any ball housing
groove 13, the win determination unit 84 determines the number

described on the number indication plate 14 corresponding to
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5 [0058] Next, the configuration of the control system
of the satellite 2 connected to the main control CPU
80 will be discussed based on FIG 11. FIG 11 is a

bl ock diagramto schematically show the contro
systemof the satellite 10 according to the

enbodi nent. The 10 satellites 2 basically have the

S configuration and_therefore in the,description
e PTE PO SePo Teets o GIateit B8 TAn Bampibdbd, and

0059 shown in FIG 11, t satellite 2 is
tr%%%ﬁ“i:gﬁﬁi}“%ﬁlﬁ&erﬁq?&lﬁn 56%}&% *B%&s’es@ailﬂ WPFEROL HEU 8O-

i mge display 7 and the Iike are installed and the
Thedaihadedpt aAdécariipnsunt t &héd €bivAR TomiGe HEHRF 18y the

Further, the main body 89 is made up of a satellite
batbntpofreacthentop amdtseverallegds pH@sdl 4machi nes.

The satellite control section 90 is nade up of a
[GgaBkllite 20 control CPU 91, ROM 92, and RAM 93. The

ROM 92 is inplemented as sem conductor nenory, etc.,

f or Mexanpl ehe andnstignestaonpodgriam farnfproli sysgethef the

basic function of the satellite 2, various programs
satefyuited2f aoraondt«ad | tag thbe msatrel toherd]l @rudad@ will be

table, and the Iike. The RAM 93 is nenory for

diseapocarbh¥eddont Grigng Mar i guss.piecess of wabako0A1wBrER to
operations are 35 performed by the satellite contro

sckEbOleai b cig@ntie edbhtreuntyovegd by the pkaveniite
the chip bet state of the player, the history data of

acf@ﬁ%%ﬁ& PYMPRESRbobReARSt TREENS 100-920R8s 2aBdsiRG11y

have the same configuration and therefore in the description

to follow, one satellite 2 is taken as an example.

[G059]

As shown in FIG. 11, the satellite 2 is basically made
up of a main body 89 in which the image display 7 and the like
are installed and the medal acceptance unit 5 attached to the
main body B89. Further, the main bhody 89 is made up of a
satellite control section 90 and several peripheral machines.
The satellite control section 90 is made up of a satellite
control CPU 91, ROM 92, and RAM 23, The ROM 92 is implemented
as semiconductor memory, etc., for example, and stores a
program for providing the basic function of the satellite 2,
various programs required for controlling the satellite 2, a

data table, and the like. The RAM 93 is memory for temporarily

stecring various pieces of data on which operations are
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5 [0060] The BET confirmation button 22, the payback
button 23, and the help button 24 placed on the
control section 6 (see FIG 1) are connected to the
satellite control CPU 91. Based on an operation
signal output as each button is pressed, etc., 10 the
satellite control CPU 91 controls the satellite to

execute ~the correspondi ng qQper.at.| Speci fical | .
PeERETERAEPYi tRE SR 1ok OIS G GEUL B3 VERT S TSpegTedit

of processing based on an input signal supplieqlfr%m
cophé eYREFoPYsEREiBhaBern PR pdhsR Pl Hrthy &f the plaver,

operation of the player and the data and the prograns
thedhisttoredatataet mn@w@qrﬁeommeg@shﬁ@w%g%%mesf

the processing result to the main control CPU 80 of
antlhéheodliéet.e gami ng machine 1 descri bed above. On the

ot her hand, the satellite control CPU 91 receives an
[opAstruction signal fromthe main control CPU 80 and

controls 20 the peripheral machines making up the

sat ethetBE? foffatvantongotbeon ok ptittes gaagod ak tthecton 23,

satellite 2. The satellite control CPU 91 executes

anMaEh@_Uﬁell}bpﬁﬁtQEanQC@&S_aidé@ bas etheOr it ridlpWectsicgnad (see
supplied fromthe control section 6 in response to

FIENtIY 208 Qpaiatian f thkespkayen tandohheodatayand. t ised
prograns stored 25 in the ROM 92 and the RAM 93

ondﬁp%ﬁ;&i% e RHosESBlRda L YRE-L BOL RS $atwldidad, etc.,
contro

CPU 91 controls the peripheral machi'nes

thg?%@#&%?%‘?%ﬂ :C'tPté]e%g JQ0t AVARGING 108 160Ul £Lt8acute

based on the processing

th%i?ug:trr'rreesvmo;ngcgior}r%it %ggggttrignggfe f’nesé.nig%éa‘f’lfﬂ b%he satellite
control CPU 91 executes various types of processing based on
an input signal supplied from the control section 6 in response
to entry of operation of the player and the data and the programs
stored in the ROM 92 and the RAM 93, and transmits the processing
result to the main control CPU 80 of the roulette gaming machine
1 described above.

On the other hand, the satellite control CPU 21 receives
an instruction signal from the main control CPU 80 and controls
the perivheral machines making up the satellite 2 for advancing
the roulette game in the satellite 2. The satellite control
CPU 91 executes various types of processing based on an input
signal supplied from the control section 6 in response to entry

of operation of the player and the data and the programs stored

in the ROM 92 and the RAM 93 depending on the processing type.

36



10

15

20

25

5 for each processing in response to the processing
type. For exanple, nedal payout processing responsive
to the win nunber corresponds to the forner type of
processi ng and bet operation processing of the player
on the first BET screen 31 or the second BET screen
33 corresponds to the |atter type of processing. 10
[ 0061] A hopper 94 is also connected to the satellite
Th@(ﬁﬁq@ﬂl1@Lg:cg{troﬁthﬁ]oBkeqw@grcb]a?g‘:k@peglpheral machines
predeterm ned nunber of medals to the player fromthe
ma lpdal up aiterits dlpeht hee & (e advencing fhe ggpdredda gagr in
instruction signal fromthe satellite control 15 CPU
the®lsatraklhee 2 tleddapetde gptage Fsing cormekt ed Wiighamethod
liquid crystal drive circuit 95 to the satellite
theqtoods €Phy9ls Théve Ipegficdrord) stcalo wditiineg tol rieudetesmined
is made up of program ROM inmage ROM an image
fot i 0l pRtb s 9ol RAMegpMDR: (W dete dirsples 20y type. For
processor), video RAM etc. The program ROM stores an

exhBUE, 1R&dM T a;ﬂﬁﬁg&a&mc@&l\@ redposelieet tontiablies number
concer ni ng isplay on the image display 7. The inmage

co%é&ﬁ&@st@cﬁledﬁgﬁmeﬁsotfr}% Mt preessdisgl é‘ﬂ&d)étnog%@atlon

i mge display 7, for exanple. ~The image contro

prg§é§% ﬁ the ﬂ]{?ﬂ%g%gﬂ {96 ¢k sRkayefl seR 23 §f%_r'ﬂ§@%econd

romt t data previously stored in th

BE%@J:PBQS ?9\’&6&8%@858%”‘& %Eh B'E‘Ee!rm%gﬁl cCHRt E%c ssing.

gram previous stored I'n t e progr ased on
0@ ?ﬁraneter set in the satellite control CPU 91. The
m% RAMis inplemented as a tenporary storage means

for Aqueopi)pnglgeiaéfom r(?Llso c%ntnoected to the satellite control
CPU 91. The hopper 94 pays out a predetermined number of medals
to the player from the medal payout opening 8 (see FIG. 1) in
response to an instruction signal from the satellite control
CrPU 91.

Further, the image display 7 is connected via a liquid
crystal drive circuit 95 teo the satellite control CPU 91. The
liquid crystal drive circuit 95 is made up of program ROM, image
ROM, an image control CPU, work RAM, a VDP (video display
processor), video RAM, etc. The program ROM stores an image
control program and various selection tables concerning
display on the image display 7. The image ROM stores dot data
to form images displayed on the image display 7, for example.
The image control CPU determines the image to be displayed on

the image display 7 from the dot data previously stored in the
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5 execute the image control program The VDP fornms an
i mge responsive to the display determ ned by the
i mage control CPU and outputs the imge to the inmage
display 7. The video RAM is inplenented as a
tenporary storage neans for the VDP to form an inmage.
10 [0062] The touch panel 28 is attached to the front
~of the impge display 7 as, i.oned above, a
ingger st Plin nt GFRRERGHCG Ehor tUon paRel G@iFsel program
transm tted to the satellite caontrol CPU 91. Throu
orefdousdohshaned 28, tRaPT IR Hdt Haskidhenon H%ﬂﬁ?gﬁ set
15 BET screen 31 or the second BET screen 33.
ingpbei $atal ytettent pphyeRU dPer affbs vREKRMEN pamglpnted
in selecting the BET area 42, 52, operating the
asser domBWACH bhorage3deans, fawl the imrge BEWLBGHt GFU to
36, 47, pressing each bet width setting button (51A
extauikGthef inmgBETomidoh pebyirAn.sefheoNDEl fopressimginage
each 20 button of the win count BET buttons 43, 60,
reandrisherd ikkethandl sp bag ipanatiopekat ithe imégenadnonol CPU
is transmtted to the satellite control CPU 91. Based

an@n ot:RguitkRf @heetnade thethet imbhgboamepilag of thiee video RAM
current player is stored in a bet information storage

1sa{1§1§181§@n€fadteh§ RAMLE3 r Wb eNevErF a HE GRS YorFtlid WeIp £85orm
he bet information 1s transmtted to the main contro

an 1%-%%' 38 [0063] Further, a sound output circuit 96
the above- nenti oned speaker 9 are connected to
satellite <control CPU 91. The speaker 9 generates

various effect sounds

The touch panel 28 is attached to the front of the image
display 7 as menticned above, and operation information of the
touch panel 28 is transmitted to the satellite control CPU 21.
Through the touch panel 28, the player bets chips on the first
BET screen 31 or the second BET screen 33. Specifically, the
player operates the touch panel 28 in selecting the BET area
42, 52, operating the screen switch button 34, 46, and the unit
BET button 36, 47, pressing each bet width setting button (31A
to 51G) of the BET width setting section 51, pressing each
button of the win count BET buttons 43, 60, and the like, and
touch panel operation information is transmitted to the
satellite control CPU 91. Based on the information, the bet
information of the current player is stored in abet information
storage area 93A of the REM 93 whenever necessary. Further,

the bet information is transmitted to the main control CPU 80.
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5 in making various effects based on output signals
fromthe sound output circuit 96. [0064] The neda
acceptance unit 5 is also connected to the satellite
control CPU 91. The nedal acceptance unit 5is a 10
unit into which the player inputs gane nedia of coins,
nmedal s, etc., in playing a gane, as nentioned above.
Fﬂ? ﬂedal acceptance unit 5 transmts a credit signa
{hformation concerning the added credit count based
on the .input gane nedia of coins, nedals, etc.
the datdiN8hre 18 coft¥ol CPUtPNT Theizghndkl s coﬁﬂdol the
CPU 91 increnents the credit count of the player
abaer geRn il are dwhpg akeadi @ sventconstasttRye hredh3Bsafellite
the RAM 93 based on the transmtted credit signal.
cqrguss] CPP0S As §H@Wﬁﬁamhéﬂ39QEheI¢E£$%MWI93nkseﬁiewtde@unds
with the bet information storage area 93A for storing
inthekbey varfionmatifdrctefbd dswed ourgentuipkayes lanfiréhe he sound
owned credit count storage area 93B for storing the
owtped tcicauntt owhed by the player at present. [0066]
25 Subsequently, a main processing programin the
[oomdiette 39 ganming machine 1 will be discussed based
on FIG 13. FIG 13 is a flowhart of the roulette

gane TROGRSRH NG ¥ SO A4 Nut e sroul gtitg %Hﬂhg:ted to the
machi ne 1. The program shown in the flowhart of FIG

sakd 115 1 ARt AN tdhey RAM 8Inand dhe RAMER dned ydedr id 54 4

unit into which the player inputs game media of coins, medals,
etc., in playing a game, as mentioned above.

The medal acceptance unit 5 transmits a credit signal
of informaticn concerning the added credit count based on the
input game media of coins, medals, etc., to the satellite
control CPU 91. The satellite control CPU 91 increments the
credit count of the player stored in an owned credit count
stcrage area 93B of the RAM 93 based on the transmitted credit
signal.

[0065]

Ag shown in FIG. 12, the RAM 93 is provided with the bet
information storage area 932 for storing the bet information
of the current player and the owned credit count storage area
93B for storing the credit count cwned by the player at present.
[0066]

Subsequently, a main processing program in the roulette

38



10

15

20

25

5 the roulette gam ng machine 1 and is executed by the
main control CPU 80. [0067] When the power of the
roul ette gam ng machine 1 according to the enbodi nent
is turned on, first the first BET screen 31 10 shown
in FIG 3 is displayed on the inage display 7 of each
satellite 2, enabling the player to bet a chip. Any

ot her ayer.can. j Qi n f.he gane on the wa and_th
526 ere B SHR i hhaif A S AR SRS % RCanbadi et~ 13
. al |l ows maxi of 10 | ayers to play a gane. 15
ls[%ofgjéiw%éicgg fRELS rgawet%g?% FebH P HRmT Ay 11 the
machine 1 is turned on, the main processing program
rophetRe YHLIRY PR g - nBRRINE Ards sdeapui Bd- b d lamehart
bet period of the acceptance period during which each
cfpFhyerliars betomt day tdes ROYd S BEIndr tlae 2AM B2 5nqlgided in
started (S1). Wien the bet period is started, in the
thBETouilgdrc egragii 189, m&ch e iLndindatismgetdeutedabni ige main
time of the period during which the player can bet, a
conedogr &pH 8@xtends gradually to the right with the
passage of tinme. Each player joining the gane can

[oopeiate the touch panel 28 during 25 the bet period to
switch between the first BET screen 31 and 40 the

secomgleBEhsSphRER 3B taktrbele bt s R meEBhRneM e ording
BET area 42, 52 associated with the nunber predicted

tobynd hendd @ednt (See utiEd o3,ard 8k thdhei sPeGidt Gd¥ten 31
nmet hods using the first BET screen 31 and the second

shBl 8678833 aceqakpeaduqdescrhbednage display 7 of each
satellite 2, enabling the player to bet a chip. Any other
player can jolin the game on the way, and the roulette gaming
machine 1 according to the embodiment allows a maximum of 10
players to play a game.

[0068]

That is, as the power of the roulette gaming machine 1
is turnedon, themain processing program in the roulette gaming
machine 1 is executed and the bet period of the acceptance
period during which each player can bet on any desired BET area
42, 52 is started (S1). When the bet period is started, in
the BET timer graph 39, 50 for indicating the remaining time
0of the period during which the player can bet, a red graph
eXtends gradually to the right with the passage of time. Fach

player joining the game can operate the touch panel 28 during

the bet period to switch between the first BET screen 31 and
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5 and therefore will not be discussed again. [0069]

The ball input unit 85 is driven for inputting the

ball 16 into the roulette wheel 4 (S2) based on the

fact that a predetermned tinme (in the enbodi nent,

the tine until the 10 position of 2/3 of the BET tinmer

graph 39, 50 is reached) has elapsed since the start

of the bet geriod (S1). [0070] Next, whether .or not
theheebendpBEFodCaRsly 65 P&ddEEdr Rilfe@T RETSERIPhEHee BET

period is displayed wwth the BET tiner graph 15 39,
arg6. 4Thé2 edsgrapheexvhlisthp admhar pEg ik od GHitRE Pfaver

the passage of time fromthe ganme period start time
(se81FIGHeh anché ) gr aPhe exemidsl @ dethrmerhghenpsingifhe first

the bet period in the current gane expires. [0071] .
BE2(: Befat 6 1t dred héte pecbnd BiberesenNG areS3)readegdessribed

accepted continuously until the bet period expires.
an@nthbe egbher whand not fbd hiel heisped iagahexpi res (YES at

S3) , a bet end signal is output to the satellite
[ogeayrol sections 90 of all satellites 2 and an image

to the effect that the bet period expires is displayed

25 oppthe, i auigerystals sSekeani#8nofoeathpset ehyitiee ball
2, disabling 41 each player from perform ng bet

GRS LI O S uplepan 98, BUECTmLR el Cac o
prséid%r‘]caelrmti%e%ﬂ ltlsh% el(_Hlt %ﬁez e%%i@rterﬁs) ’@P?Q time until the
position of 2/3 of the BET timer graph 39, 50 is reached) has
elapsed since the start of the bet period (31).

(0070]

Next, whether or not the bet period expires is determined
at S3. The bet period is displayed with the BET timer graph
39, 50. The red graph extends gradually to the right with the
passage of time from the game period start time (S1). When
the graph extends to the rightmost side, the bet period in the
current game exXpires.

[0071]

Before the bet period expires (NO at S3), bet is accepted
continuously until the bet period expires. On the other hand,
if the bet period expires (YES at 83), a bet end signal is output
to the satellite control sections 90 of all satellites 2 and

an image to the effect that the bet period expires is displayed

on the liquid crystal screen 29 of each satellite 2, disabling
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5 then receives bet information of the player at each
satellite 2 (specified BET area 42, 52 and the nunber
of bet chips on the specified BET area 42, 52) ($4)
and stores the bet information in the RAM 82. If the
pl ayer does not bet on any BET area 42, 52 at the
satellite 2, the main control CPU 80 10 receives

f t to the_.effect that BET 42, 52
AL EATRREOR R, LIBEELLEE) BU o0BrREToRLER, Re At panes
of bet chips is 0 as the bet information. [0072]

28V\hile S3 and S4 are executed, when the ball 16 input
at 15 S2 rolls on the _top of the roulette wheel 4
al ongPENBagR GeMkAPH E@Uaﬁ& tREATRE oottdre Setspegdast and
the ball 16 gradually reduces and the ball 16 |oses

outREteent PREUGRF FéPeel tneabhl$atablibehs2 dOWRS tdfe S3) and
slope of the frame 11 to the inside and arrives at

theRer peeavPAGR? btiatfomnali sk I (SeepFh@er23t @-iketellite
ball 16 rolls on the rotation disk 12 and is housed

2 i(apany fheld BRGusireg ¢i200ve k3dt hheughintideer todp beft tdieips on
nunber indication plate 14 outside the rotating

theotsgieanf edkBEZ, arwlh 90Lops5ES5)(s4Theandnd@iores the bet
descri bed on the nunber indication plate 14

incormespondingthe rire 4l | IFOYsienpldieevacdsd hot We€hbn any
25 the ball 16 is housed (any of 0, 00, 1-36) becones

BETherwkninymber at42nk0Q43k 1 Sukseayertley maaft @onithe 1baldy g0
16 is housed in the ball hou3|ng groove 13, the main

re60RVEQl 1 CPYR9rdrhVes Eﬂ@eé%beQQﬂﬁﬁﬂhBaEEQnaPQét4?4'52 is

for determ ning which nunber the ball
specified and information indicating that the number of bet

chips is C as the bet information.
[0072]

While 33 and S4 are executed, when the ball 16 input at
S2 rolls on the top of the roulette wheel 4 along the guide
wall 18 and then the rotation speed of the ball 16 gradually
reduces and the bail 16 loses the centrifugal force, the ball
16 rolls down the slope of the frame 11 to the inside and arrives
at the rotating rotation disk 12 (see FIG. 2).

The ball 16 rolls on the rotation disk 12 and is housed
in any ball housing groove 13 through the top of the number
indication plate 14 coutside the rotating rotation disk 12, and
stops (35). The number described on the number indication
plate 14 corresponding to the ball housing groove 13 in which

the ball 16 is housed (anyof 0, 00, 1-36) becomes the win number.
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5 16 is housed in the ball housing groove 13
corresponding to (S6). [0074] At S7, the history data
of the ganme result (win nunbers) of the nost recent
100 ganes stored in the RAM 82 is updated. 10 That is,
t he nunber data determ ned the win nunber at S6 is
added to the history data and the ol dest wi n nunber
¢ﬁ4§ﬁ del eted fromthe history data. After the
story data of the nost recent 100 games is updat ed
the process goes to S8. 0075]. 15 Further, the maj
contp %té?’l?ﬁ%sg bt l%o*f"‘t‘ﬁ%dpjr%y%]?e ball

at each satelllte 2 W ns the game in the bet chip
hquome HerpeYei Aor FliSi il eaRbraht eFVi 88 ?rrlé@ vigee win
at $S4 and the win nunber determned at S6 (S8).
deteo7eina Zeomier Hert driowotde terplayey weick » eroblee ball
satellite 2 wins the ganme in the bet chip is
1l deteetwivsed] basddheobahle Wiusindeteroonati dncat r&8p¢89ing to
If it is determned that the player at at |east one
(=gtellite 2 wins the gane in the bet chip (YES at
S9), the main control CPU 80 executes award
[opadagul ati on 25 processing (S10). In the award
cal cul ation processing, the 43 wn chip is recognized

for eachisatied lHits A ppdtihert ohalgamard suauRtintumbers)
credit paid out to the player at each satellite 2 is

ofc%hrl%uinégﬁdré‘@bﬂg 1 b6 ogddssforoeach BELARGH 42, 1 92ipdated.
stored in the ROM 81 (the credit count paid out per

THel R)s, the number data determined the win number at S6 is

added to the history data and the oldest win number data is

deleted from the history data. After the history data of the

most recent 100 games is updated, the process goes to S8.

[0075]

Further, the main control CPU 80 determines whether or
not the player at each satellite 2 wins the game in the bet
chip from the bet information at each satellite 2 received at
S4 and the win number determined at S6 (3$8).

[0076]

Whether or not the player at at least one satellite 2
wins the game in the bet chip is determined based on the win
determination at S8 (89). If it is determined that the player
at at least one satellite 2 wins the game in the bet chip (YES

at S59), the main controcl CPU 8C executes award calculation

processing (S10). In the award calculation processing, the
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5 Subsequently, the process goes to 511. On the other
hand, if it is determ ned that none of the players at
the satellites 2 win the ganme in the bet chip (NO at
S9), the process goes to 512. [0077] 10 At S11, gane
result transm ssion processing of transmtting
signal s involved in payout of credit based on the

.award cal cul ati on pr CeSSI 0. and di spl ay
Wl]avc\"@bleréﬁy]F%@O%%é?ﬁi RSPt AT hE R hambpheotal Shard
executed. To out credit _to the player at t
am%%PEIPﬁthleFhBaﬁﬁlﬁquﬁPrBhelBlé¥€Fl8 §C8uﬁﬁﬁﬁéllte 2
the credit data corresponding to the award anount to
istpeloaterpites toat Flot @dds ifonr @t Bk agwmaeld3t 2 gtored
of the winning player. The credit data is added to the
inRAMe QR@W Bhe datbel | fred2tofcobet wigmidg pltayeer Oship) .
the other hand, since the history data stored in the
SuRfeRAMNB2Yi sthpdatredeats 8§best e dildpl ay change signal s
of the image display 7 acconpanying the history data
updade tdree ditranshiatnided i ft dtals Gatethihesd hat none of the
Specifically, signals for changing the color of the

plagenti it catd odut Ol Cods On ot tr AL Brome tihe theg $let BRIp (NO
screen 31, increasing or decreasing the history graph

at9392p PRetpecseeangoBETtgckaen 33, and updating the
dlspiay of the 44 result history display section 35,

[odp7@re transmitted. At this time, the history data
stored in the RAM82 is also transnitted to al

sat eAil' t§f1,2' LJQQLZS]Tesult transmission processing of
transmitting signals involved in payout of credit based on the
award calculation processing at S10 and display change
accompanying determination of the win number is executed. To
payout credit to the player at the satellite 2, themain control
section 83 outputs the credit data corresponding to the award
amount to the satellite control section 90 of the satellite
2 of the winning player. The credit data is added to the RAM
93 of the satellite 2 of the winning player.
Cn the cther hand, since the history data stored in the
RAM 82 is updated at 537, the display change signals of the image
display 7 accompanying the history data update are transmitted
to all satellites 2. Specifically, signals for changing the
color of the identification indication part 42B on the first
BET screen 31, increasing or decreasing the history graph 53

on the second BET screen 33, and updating the display of the
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5 At S12, the ball collection unit 86 installed bel ow
the rotation disk 12 is driven for collecting the
ball 16 on the rotation disk 12. The coll ected bal

16 will again be input to the roulette wheel 4 in the
| at er ganme. Then, the process returns to Sl for

anot her gane 10 [ O 07 91 Subsequently a main

re%ﬁ?%%?ségl %&L?&%Piﬂn%%fllb %rgh Q%ﬁart At this

'SCusse of

t he proces ro ' teI . .

tlﬁ?oﬁi ?1 i TR 2@@ ce iff% Hpspitted
i RO¥ 92 and 1S the PAM 93 included in the

tosﬁﬁ | FPLE13 14R8F i%s executed by the satellite contro

CPU 91. [0080] First, at S20, the satellite contro
[0BPB)I 91 deternines whether or not the current screen

di spl ayed on the inage display 20 7 is the first BET

scr ebh B2, TdsWatldhchétwedn opheniir8f BETtakkeeédie 3w the

and the second BET screen 33, the player can press
rothtleprdéakshit th duiven Bdy <6l becdeseribedabbviet on the

[0081] If the first BET screen 31 is displayed (YES at
ro820)pon28ichi p2bet Thpe coekke eigeddeal Uilng wiol 1t keydin $te input

BET screen 31 is 45 perforned (S21). On the other

tohtatne, radld hiee fiied ]l BEInscheenat3t gsmaot Thap) ayed press
at S20), nanely, if the second BET screen 33 is

refihispkayedsichor hbebtpreacessiag according to the second
BET screen 33 is perfornmed (S22). The bet processing
[comsfhe

Subsequently, amain processing program in the satellite
2 will be discussed based on FIG. 14. FIG. 14 is a flowchart
of the main processing program in the satellite. The program
shown in the flowchart of FIG. 14 is stored in the ROM 92 and
the RAM 93 included in the satellite 2 and is executed by the
satellite control CPU 81.

[0080]

First, at 3520, the satellite control CPU 21 determines
whether or not the current screen displayed on the image display
7 is the first BET screen 31. To switch between the first BET
gcreen 31 and the second BET screen 33, the player can press
the screen switch button 34, 46 as described above.

[0081]

If the first BET screen 31 is displayed (YES at 520),

chip bet processing according to the first BET screen 31 is
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5 first BET screen 31 (S21) and the bet processing on
the second BET screen 33 (S22) are described later in
detail. [0082] Subsequently, at S23, the result of bet
information provided in the bet processing at S21 or
S22 (specified BET 10 area 42, 52, specified bet width
(applied only to the second BET screen 33) specified

cQ tr tte to.the nai ro
oo SEOFRBUTEA Lot P01 hb i gt dod FiES e %5# freen
at her _h t he e CPU 80 of the roul ett
31gan'Ry e B o8 bhe natism tocd peecond BT screen
ipformatjon in the 15 RAM 82 as descri bed above ($4).
33The %Je%piwe@na@iﬁom Re AR T 1D AIROTAERE dohthel second
CPU 80 is_stored in the bet information storage area
BEG32CHECR he> RAM DB fornee bet2 br odessioRf PaocsEEisy on the
S22. [0083] 20 Then, in the roulette gam ng nachine
fil,stdB%’-%uﬁe:Iieﬁlsﬁértiéal) vind ttheebedubettesefingl o tdrel second
the win determnation unit 84 (see FIG 8) determ nes
BET hecweanndabdB2E0r mespardionyg Heal tlkd.erbaln dwitsi hg
groove 13 into which the ball 16 drops. At S24, the
[OaBRA] nunber determined in the roulette gamng 25
machine 1, the credit count paid out to the player at

eachsdibs sqtehtive 2t auB .t hendi skany tdad@ 560r €d fomation
the RAM 82 are received, and the received history

préfidelisist ehedokt ﬁh@cgé%n%:%atAEﬁlhb% tboe, spectif@ed BET
Wi n nunber is confirmed, the history
area 42, 52, specified bet width (applied only to the second
BET screen 33), specified bet count) is transmitted to themain
contrel CPU 80 of the main control section 83 (see FIG. 8).
On the other hand, the main control CPU 8C of the roulette
gaming machine 1 stores the transmitted bet information in the
RAM 82 as described above (S4). The bet information
transmitted to the main control CPU 80 is stored in the bet
information storage area 932 of the RAM 93 in the bet processing
at 821 or S22.
[0083]
Then, in the roulette gaming machine 1, a game is started
with the roulette wheel 4 and the win determination unit 84
{see FIG. 8) determines the win number corresponding to the
ball housing groove 13 into which the ball 16 drops.

At 524, the win number determined in the roulette gaming

machine 1, the credit count paid out to the player at each

46



10

15

20

25

5 data is updated and thus the satellite 2 also
recei ves the display change signals of the imge

di splay 7 acconpanying the history data update.
Specifically, the satellite 2 receives the signals
for changing the color of the identification

i ndication part 42B on the first BET screen 31,

increasi ng or decreasi n he hi stor ra 5
saRi S8R0 BEF SHSaH SP1Y At aphhe Ry Che Hechrll % are

the result history display.section 35, 45. [0084
reéﬁ&?&ﬁ‘ueﬁ?ﬁﬁﬁﬁr§é??l?’gdgéilﬁt86¥ ot EnkS pfla ?gbla‘ie‘i}le RAM

on 15 the information received at S24 and the credit
93eowned by the player at present is incremented (S25).

The credit count stored in the owned credit count

st orAfeuke4108B #f GhreWRANIUINRET d schandjédradd BhetHstory

same tinme, the payback result display section 37, 38
datadiicatirdg telde dyed drioes ofhe heatebditei 8 sheo2@eceives the

precedi ng gane and the credit count display section
di3Blag9chamnde catgnegl & bé thie riemge Bediptl agolird ccansgoh ayed the

on the image display 7 (see FIGS. 3 and 6) are
hispdayedatihepphayer Lpac-khbvallhe ttheddtomnedte by rdieives

pl ayer at present, etc., by checking the display

theeGliien 13, £88, chBngd%g 25n¢ 0083brd 6Thenli stehtification
di splay of the win nunbers on the first BET screen 31

in8RdathenSgeoRda BE LS ¢1ReR 133+ SEYPEaE868n SPECiHdCHd Mg or
the color of the identification indication part 42B on

debPBabihgt thBEL1 SE686Ny3dphSs §Nanaate {16 HoF Y H i 33,
53 on the second

and updating the display of the result history display section

35, 45.

[C0B4]

Subsequently, credit is paid out to the player based on
the information received at S24 and the credit owned by the
player at present is incremented ($25). The credit count
stored in the owned credit count storage area 93B of the RAM
93 is changed and at the same time, the payback result display
section 37, 38 indicating the balance of the credit in the
preceding game and the credit count display section 38, 489
indicating the current credit count, displayed on the image
display 7 (see FIGS. 3 and 6) are updated. The player can know
the credit owned by the player at present, etc., by checking

the display section 37, 38, 48, 49.

[0085]
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5 BET screen 33 is increased or decreased, and the

display of the result history display section 35, 45

is updated. [0086] In the result history display

sections 35 and 45 changed comon to the first BET

screen 31 and the second BET screen 10 33, the results

of the win nunbers in the past ganmes to the preceding

ganme_are |isted. At the time, when one ganme is ov

the RBR bt ACRERG SPL= Rt d ethlF?enPBJBegﬁ PRt hF ot Bl BET
t he player can check the win nunber history of a

SCﬁﬁﬁPn%ﬂnﬁafﬂ 4o §aresd Bk sraenti 11 eatirRs e capiesd fically,
parts 42B changed in 15 display on the first BET

thegaelar 3f Hreipeatdd licatd ogntndocaheon conte4pBridehbe first
with the BET areas 52 each inside the nunber

BETnditaehonl pastchangeadi chite Nyl ¢ her numbeph (5kerFltBe Hecond
and are parts of the BET areas 42 where the sane

BEflurbeesnas 3t he nunbensed0prOdecardskd,0 a3 ate display of
di spl ayed, nanely, the identification 20 indication

thpartsd2B hestlctrs fdriemlexc|suditngt s nunbers wpdheati on
part 42A fromthe BET area 42. The identification

[oosdication part 42B correspondi ng to the nunber
becom ng a wwn nunber (BET area 42) once in the nost

recent 0 rganms h§sEB§99@£{spl£‘y%eﬁﬁl%§@|5°5nﬁo4Ejj B ged
bl ue based on the display change 25 signal received at

commén EbethgeﬁﬁEE%CEETOQHEQQBCQH'%deﬁﬁ% 48 472 BET screen

correspondl ng to the nu becomng a win nu

33tm%ﬁ8 késﬁ ?EQSQ Eﬂedbgﬂlﬁﬁmgg&%r % Eﬁ%lgorre % o the

the “identification indicatlon par

pr%%gﬁg§8Q¥n dISp g%gg%ﬁgrahyhﬂup%gggt &ﬁgg%nggggﬁgjigover,
the new win number is added to the top of the list and the player
can check the win number history of a maximum of 16 games.

The identification indication parts 42B changed in
display on the first BET screen 31 are placed in a one-to-one
correspondence with the BET areas 52 each inside the number
indication part 54 indicating the number (see FIG. 5) and are
parts of the BET areas 42 where the same numbers as the numbers
G, 00, and 1 to 36 are displayed, namely, the identification
indication part 42B results from excluding the number
indication part 42A from the BET area 42. The identification
indication part 42B corresponding to the number becoming a win
number (BET area 42) once in themost recent 100 games is changed

in display color to light blue based on the display change

signal received at 524. The identification indication part
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5 to pink. On the other hand, the history graphs 53
changed in display on the second BET screen 33 are
pl aced in a one-to-one correspondence with the BET
areas 52 each inside the nunber indication part 54
i ndicating the nunber (see FIG 6) and each 10 history
graph 53 is made up of the three areas of the first

raph _area 55, the cond graph area 56, and the third,

a2 SRR ARt 0 SBRo G o eath RP &g e, tice
. the histaory, graph 53 corresponding to the nunber
1speeBareagda Win Y (BEEQr ed© 52814R% i n BWe-hfst the
_ recent 100 ganes based on the win nunber 15 received
idgntgzacatiery i pdicak 4ph RadadsB cUrTREpIME AY Hothp@urnber

win nunmber is lit. In the history graph 53
beggmiagpantdimurb ert er a@fienobechiaigraad anndingiekay color

twi ce, the second graph area 56 is |lit in addition to
tot bénki.rst graph area 55. Further, in the history

graph 53 corresponding to the nunber becomng 20 a win

nunben theeetthiareshamdnotire alilstofrvt herdphst 5§r aphnged in

area 55, the second graph area 56, and the third

digpapk afiethd éeeerd BEQROAL; 8entIB Hie wilacednbera ahe-to-cne
lit. After the termination of the history display

codpdabendrheeessithg tha2BrTdasehished abeve intsNdTihR number
processing program 25 in the satellite 2 is exited.

1inf9cER98 Al poHPSRAYeRtil gt ithethetn PROS £Sed 41 FRIRIERM AN each
the firstt BET screen 31 (see FIG 3) at S21 nentioned

higP?\r‘gm\ﬁ’%FPbgfz ?Li Zﬁ‘%?%e%b%%e%gn thhGe 13eal Gr 1hd First
graph area 55, the second graph area 56, and the third graph
area 57 corresponding to each BET area 52. In the history graph
53 corresponding to the number becoming a win number (BET area
52) once in the most recent 100 games based on the win number
received at 524, the first graph area 55 corresponding to the
win number is 1lit. In the history graph 53 corresponding to
the number becoming z win number twice, the second graph area
56 is lit in addition to the first graph area 55. Further,
in the history graph 53 corresponding to the number becoming
a2 Win number three times or more, all of the first graph area
55, the second graph area 56, and the third graph area 57
corresponding to the win number are 1lit.

After the termination of the history display update

processing (S26) described above, the main processing program

in the satellite 2 is exited.
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5 processing programon the first BET screen 31. The
program shown in the flowhart of FIG 15 is stored
in the ROM 92 and the RAM 93 included in the
satellite 2 and is executed by the satellite contro
CPU 91. [0088] 10 First, at 530, the satellite
control CPU 91 determ nes whether or not the screen
O%@H tch button 34 is pressed. If the screen switch
but@on 34 is pressed (YES at S30) , the satellite
contro] CPU 9 oes.to_the second BET screen 33

FI G #Seaggg%l% %Pﬁeb%hé’rroﬁ&ﬁc?lqgf Pt’-’t?é?rsaé‘féjéh(t%e first
switch button 34 is_15 not pressed (NO at S30), the

BEL 4861690 TontFet EPB-9f) géds T4+ BIatigmedr appge will be
betting board 30 |ike a conventional table betting

diBEHEE R Pﬁsﬁﬁﬁﬁ%ﬂgﬁénéﬁwarEéGar¥%ﬂgé@-éhqubé¢§sof§ﬁwfbet
di spl ayed on the first BET screen 31, and the player

prpeegsang0rékigp apased tde the stalET betndary Iboar Th30 program
(S31) . Bet processing (S31) of usual "straight up,”

shews. inoph¢ hel dwaelsdr BEIE Skifeei 5 35 Bsoakrdeadyt kadvwdM & and
therefore will not be discussed again. [0089] Next,

thatRB8293 vihet hetedrimaheasy tefl 1tihe ¥ andolpteBEIuRSd by the
buttons 43 displayed on the inmage display 7 is

saselectedcoatz@1detper mined. That is, whether or not any
of the level O BET button 43A, the level 1 BET button

[068B; the level 2 BET button 43C, or the |level 3 BET
button 43D is selected is determned. |[|f any of the

W n pount, BRI D3 t aige 43 {51 S8 B AFER B o338btermines
whether or not the screen switch button 34 is pressed. If the
screen switch button 34 is pressed (YES at S30), the satellite
control CPU 81 goes to the second BET screen 33 (see FIG. 6)
(S38). On the other hand, if the screen switch button 34 is
not pressed (NO at S30), the satellite control CPU 91 goes to
S31.

The table betting board 30 like a conventional table
betting board with numbers and marks arranged on squares is
displayed on the first BET screen 31, and the player bets a
chip based cn the table betting board 30 (831). Bet processing
(531) of usual "straight up," etc., on the first BET screen
31 is already known and therefore will not be discussed again.
[0089]

Next, at S$32, whether or not any of the win count BET

buttons 43 displayed on the image display 7 is selected is
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5 the process goes to S33. On the other hand, if no
Wi n count BET buttons 43 are selected (NO at S32),
the process goes to S34. [0090] Al correspondi ng BET
areas 42 of 0, 00, and 1 to 36 are 10 selected in
response to the level 0 BET button 43A, the level 1
BET button 43B, the level 2 BET button 43C, or the
level, 3. BEJ button 43D sel ect ed t S32 ar elect d.
de’fﬁrguaﬁslceﬂ?ﬂﬁ WPr I “BECRFSCRESBaT bidia° o3 e 1636 O BET
where the level 1 BET button 43B is cte
ouf GenckEhp @i 12y Thd Pt eE b Bin (ot okt P
button for betting on all of the BET areas 42 with the
43qunperiidd@sihg BER RuRbipbet3Bnly soRESh J{Shéler‘ﬁ?ﬁ“med
recent 100 ganes as descri bed above. Therefore,
1588y offheheatial covatcdnt foltteps 93 Js%medw@étet%éﬁfﬁﬁs%ﬁﬁ
data of the win nunbers in the nost recent 100 ganes
th20pstoeed gneshtoRARB 93 Forthrinbdrer Feoohi rigf aanwin count
nunber only once and selects all of the BET areas 42
BETabnespnadi Bgate sdhbectednNOunbed®?) | ftiderawds Goes to
BET button 43A, the level 2 BET button 43C, or the
s3hevel 3 BET button 43D is selected, |ikewi se the 25
satellite control CPU 91 searches the history data
[ogtored in 51 the RAM 93 for nunbers not beconming a win
nunber at all, nunmbers becomng a win nunber tw ce,

or n}!ﬂPed'&er@ﬁS’ﬁ@Qn it PWHen > LRree dd,Mudol RIS are

and selects all of the BET areas 42 correspondlng to
seiQStEQUfg f%%$5ﬁ§e to the level 0 BET button 43A, the level
1 BET button 43B, the level 2 BET button 43C, cr the level 3
BET button 43D selected at 532 are selected.

This processing will be discussed based on the case where
the level 1 BET button 43B is selected at S$32, for example.
The level 1 BET button 43B is a button for betting on all of
the BET areas 42 with the numbers becoming a win number only
cnce in the most recent 100 games as described above.

Therefore, at 533, the satellite control CPU 91 searches
the history data of the win numbers in the most recent 100 games
stored in the RAM 93 for numbers becoming a win number onliy
once and selects all of the BET areas 42 corresponding to the
found numbers.

If the level 0 BET button 43A, the level 2 BET button

43C, or the level 3 BET button 43D is selected, likewise the

satellite control CPU 91 searches the history data stored in
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5 [0091] At S34, the nunber of bet chips (bet count)
on each BET area 42 selected at S31 or S33 is set.
The pl ayer presses one of the unit BET buttons 36
(1- BET button 36A, 5-BET button 36B, 10-BET button
36C, 100-BET button 36D), thereby betting as many 10
chi ps as the nunber indicated by the unit BET button

0 ecified BET areas 42. Chip marks 41 each
ther%%f@%iﬁ% PSS B T OBt S Hoh Ao 25 Lot Bgmbers
BET .area 42 so far are displayed on the table bettin
befgRig938, Y Hhd THE hitb&e ar sﬁ%ﬁ?@&%ﬁe?%l%u%“ﬁdﬂ? er
41 indi cates the nunber of _bet chip 15 (see FIG 3).
thipet Fr'ewtﬂsay‘éF B‘ﬁéﬁat%ﬁdaﬁ?lﬁﬂcﬁscm BETtHat tRIn 43T s 42
bet, the chip mark 41 is displayed on the nunber
corRaFEanPanY par tthe2 Aqudek rmmker]s7) . That is, the
pl ayer bets on all selected BET areas 42 as "straight
[08B11 20 The bet information based on the processing
(specified BET area 42, specified bet count) is
st ordd 33t hehdetunhaf afmatitonh$per dget arman OB Aorofeadie BET
RAM 93 whenever necessary. [0092] Next, at S35, the
arsat &t |ddleecond radl SGPULL P 1S Hetier gienes 2hewhkeifher mredwds one
the BET confirmation button 22 is pressed. The 52 BET

of iy iRt BEN hidtols 32 i s-Rpstal #ash i3wat, he-spnthot ton 368,
section 6 as shown in FIGS. 1 and 9 and is a button

10PEESIRM tdn Blge , Pl RYEEET L tGQH BEM § r@l&eéb@B%rt@tlh@_;nas many

sequence at S31 to S34 descri bed bove.
chips as the number indicated by the unit BET button on the
specified BET areas 42Z. Chip marks 41 each indicating the
number of bet chips and the selected BET area 42 so far are
displayed on the table betting board 30, and the number
displayed on the chip mark 41 indicates the number of bet chips
(see FIG. 3).

If the player operates any win count BET button 43 to
bet, the chip mark 41 is displayed on the number indication
part 422 (see FIG. 17). That is, the playerbetscnall selected
BET areas 42 as "straight up."

The bet information based on the processing (specified
BET area 42, specified bet count) 1s stored in the bet
information storage area 93A of the RAM 93 whenever necessary.
(00821

Next, at 535, the satellite contrel CPU 91 determines

whether or not the BET confirmation button 22 is pressed. The
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5 [0093] If the BET confirmation button 22 is pressed
(YES at S35) , the bet is confirnmed (S37) . After the
bet is confirnmed, the player cannot performthe bet
operation at S31 to S34, etc., before the next gane
Is started. After the bet is confirnmed, 10 when the

pl ayer has bet on the nunber described on the nunber

seSELELbRBePhAYS A £02 SEPRTELILY LheRall, 1OUP N e

roulette, 4_starting, the ganme, the player wns
6 4 EhGaToL I o Lot B e Eres Gt adRe & Pyl e PLaver
poi nts responsive to the nunber of the bet 15 chips .
aF e EHEB AL 19 Qe OB T BTEFWS Cehe tpf dy e a?t3‘br5§sséﬁlb6d
(S25). [0094] If the BET confirmation button 22 is not
abg¥essed (NO at S35), subsequently whether or not the
time during which the 20 player can bet expires is
[088Bérmi ned (S36). The time during which the player
can bet is indicated on the BET tinmer graph 39
pr ovi 8edhe BE T eorufpipea tpiorr bottof: 2he stabd esdet(iEdgat S35),
board 30. The BET tinmer graph 39 is a graph for
thendétat & ngothierme@mas 8% hg tAMeEewftHdhédqernisododifiiniged, the
whi ch the player can bet, 25 and the red graph extends
plgyaduahhiotopbhecringbhe héh dher H3ipassags oftd igm, etc.,
fromthe gane start tine. Wen the graph extends to

betbeel tWOtHMSE e ist Beabebdt.i NRreXPi 188 .bd 90Dk ohff i rmed,
the tinme during which the player can bet does not

wh&XP#E&€ player has bet on the number described on the number

to

indication plate 14 corresponding to the ball housing groove
13 inwhich theball 16 is housed on the roulette wheel 4 starting
the game, the player wins the game. If the player wins the
game, the credit points responsive to the number of the bet
chips are added to the credit owned by the player at present
{s25).
[0094]

If the BET confirmation button 22 is not pressed (NO at
533), subsequently whether or not the time during which the
player can bet expires is determined (S36}. The time during
which the player can bet is indicated on the BET timer graph
39 provided in the upper portion of the table betting board
30. The BET timer graph 39 is a graph for indicating the
remaining time of the period during which the player can bet,

and the red graph extends gradually to the right with the
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5 (NO at S36), nanely, if the BET tiner graph 39 does
not yet extend to the rightnost side, the process
returns to S31, and again bet processing is made
possi ble. As S31 to S34 descri bed above are repeated,
bet processing can be performed on a plurality of
points of the table betting board 30. 10 [0096] On the

t h .1 f the ti during which _the pl ayer n
padet ¥, 1 es et gr &3 IE iRt oe LR, [ filEh B arepn
ccording.to the current bet sjituation (537) . After
Xt RE e Y stthc%rﬁ}igrlﬁé%‘?St (He et g 3%%%&%@%%@&5%@-
% %rding to the first BET screen 15 31 is exited and
[Oﬁ é processing routine returns to the main processing
programof the satellite 2. After the bet is
conf LEMERE time BlEing wharhdthpelpyemddebpbtdasperaticvwire
at S31 to 534, etc., before the next ganme is started.
(NCoe$7F3620 Sabsdquert] yhet BETétl memaessing prasxrsaman yet
the second BET screen 33 (see FIG 6) at S22
exfrenti baedthabolvehmd st bei dali $hwspedckasetdebnrBEGo 1631, and
FIG 16 is a flowhart of the bet processing program
agenntiet pecand Bl $emeade 33.ssTha epr ogsaad 1l $hoywd ide ddiei bed
flowchart of FIG 16 is stored in the ROM 92 and 25

abbke RAM 93epagtodedbier thessadelhdt ead W pSrexeRdbedn a
by the 54 satellite control CPU 91. [0098] First, at

p 156481 ithe oFapelilitise oFortHO £ B He 04 Hes whet her
or not the screen switch button 46 is pressed. If the
[G096]

On the other hand, if the time during which the player
can bet expires (YES at S36), the bet is confirmed according
to the current bet situation (S37}). After thebet is confirmed,
the bet processing program according to the first BET screen
31 is exited and the processing routine returns to the main
processing program of the satellite 2. After the bet is
confirmed, the player cannot perform the bet operation at $31
to 534, etc., before the next game is started.

[0027]

Subsequently, the bet processing program on the second
BET screen 33 {(see FIG. 6) at 522 mentioned above will be
discussed based on FIG. 16. FIG. 16 is a flowchart of the bet
processing program on the second BET screen 33. The program

shown in the flowchart of FIG. 16 is stored in the ROM 92 and

the RAM 93 included in the satellite 2 and is executed by the
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5 screen switch button 46 is pressed (YES at $40)
the satellite <control CPU 91 goes to the first BET
screen 31 (see FIG 3) (S51). On the other hand, if
the screen switch button 46 is not pressed (NO at
S40), the satellite control CPU 91 goes to $S41. 10
[ 0099] Next, at 541, the player selects the BET area

mhlch to be bet according to the
Sa% gﬁ Ontr oaﬁgjéﬁ' di spl ayed on the inmage display

b go select the BET area 52, the player uses the
3@ h panel 28 attached to the screen. The 15 pl ayer
presses the corresponding BET area 52 (on_ the hunber
i ndi EaFPon part48a) t%t%a%eﬂh*@%rw%%ol WrerEhyiafgmines
cursor 59 noves to the correspondi ng BET area 52 for
whesbedt PR G A NBETrge@asE2 tChnpiRt temet & igcrssSg66s t b the
S42. [OlOO% 20 At S42, whether or not any of the win
scgeent SRETChurtbren 4016 Bptayed OfES lad FABYe dispaheldite
Is selected is determned. That is, whether or not
coaftyodf CERe Aleweles0 tBETHoutitios t6BAT tdueredrevEl (seBEFIG. 3)
button 60B, the |evel 2 BET button 60C, or the |evel
(S31BET Onttlba 60bershsedieci Bdthes sietesmm svedtch fhatnyorofdé is
the win 25 count BET buttons 60 is selected (YES at
noB4gresthe procesSsgues tie satedd. it cbhe retihepuhandgoes to
if no wn count BET buttons 60 are selected (NO at
s4942), the process goes to 544. [0101] Al
correspondi ng BET areas 52 of 0, 00, and 1 to 36 are

[0089]

Next, at 541, the player selects the BET area 52 on which
a chip is to be bet according to the wheel betting board 32
displayed on the image display 7. To select the BET area 52,
the player uses the touch panel 28 attached to the screen. The
player presses the corresponding BET area 52 (on the number
indication part 54) with a finger, etc., whereby the cursor
59 moves to the corresponding BET area 52 for selecting the
BET area 52. Then, the process goes to 542.
[0100]

At 542, whether or not any of the win count BET buttons
60 displayed on the image display 7 is selected is determined.
That is, whether or not any of the level 0 BET button 60A, the
level 1 BET button 60B, the level 2 BET button 60C, or the level
3 BET button 60D is selected is determined. If any of the win

count BET buttons 60 is selected (YES at S42), the process goes
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5 selected in response to the level 0 BET button 60A,
the level 1 BET button 60B, the |evel 2 BET button
60C, or the level 3 BET button 60D sel ected at S42
are selected. This processing will be discussed based
on the case where the level 2 BET button 60C is

sel ected at 542, for exanple. 10 The |level 2 BET

b on 60C.i s button for _betti.ng on _al fot BET
toDBh 50" APt okt haBar oL s RO TE FhnTerl Bkl Bo g0 are

in th t recent. 10 ames as descri ped ove.
seiReHBRoNED &t SAP) 1 AP S AR TS e G e B0 o1
[Oigirches the history data of the win nunbers in the

# recent 100 ganmes 15 stored in the RAM 93 for
nunbers becom ng a win nunber tw ce and selects all of
t he BET % e585B2NE5Re ERbridianf 5@ ehelf dithd ansubbps36 are
If the level O BET button 60A, the level 1 BET button
sebeBlefr inheefpvefe tBEha dietvel G0BEIsbgbtent @h, the level
i kewi se the 20 satellite control CPU 91 searches the
1 BEStuytdat 0Bt otled lewvehe2 R dRuftoon nerberse ndte level 3
becom ng a win nunber at all, nunbers becoming a win
BEfiubbétoonédp ek lrudeer sthecidmang: asai ectnedrber  three
times or nore and selects all of the BET areas 42

cor responidie 0 Aheiflound qiwhersed BaskQ1lRk neb-Lte where
S44, the satellite control CPU 91 determ nes whet her

ther18ot1apynef bhetbat cotdih sebbinadbult e Skt @x3B1e.
is pressed. The bet wdth setting buttons are seven

ThEYPESe Of 2 bttt onst 0fn £fte s W At 8GN0 tdQny 3 a11 of
the 3-width setting button 51B

the BET areas 42 with the numbers becoming a win number twice

in the most recent 100 games as described above.

Therefore, at 8§43, the satellite control CPU 91 searches
the history data of the win numbers in the most recent 100 games
stored in the RAM 93 for numbers becoming a win number twice
and selects all of the BET areas 52 corresponding to the found
numbers.

If the level 0 BET button €60A, the level 1 BET button
60B, or the level 3 BET button 60D is selected, likewise the
satellite control CPU 91 searches the history data stored in
the RAM 93 for numbers not becoming a win number at all, numbers
becoming a win number once, or numbers becoming a win number
three times or more and selects all of the BET areas 42

correspending to the feound numbers.

[01G2]
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5 the 5-width setting button 51C, the 7-width setting
button 51D, the 9-width setting button 51E, the
11-width setting button 51F, and the 15-width setting
button 51G provided in the BET w dth setting section
51 as descri bed above, enabling the player to set the
bet wwdth to 1, 3, 5, 7, 9, 11, and 15 10

ot s A Pat STE At P Rt E@Z?}&%Qﬂ??ﬁ%&?ﬁetmr
B R [ -
%ef S A i i

t I lied f bet t
CERREt setw‘:r?q'lp'@@?“’% %%?%%edghwgé&.s?@t%&% bitigen 51,

as_the bet dth unless the a presses a
thgi $16dRb s@etttWQjFHt%’Pﬁh@ F&'S]{et {Snwm*@hwsmttm button 51D,
previously pressed bet width setting button. The bet
thg grwidtd settisg Huttdre 51t itdle dilatwel dibsts elfttiarg tihet ton
power is turned on. Then, the process goes to $47.
S1Fel1eap AheSH5TWﬁdtbeBebninbebBEﬁoarE&GSﬁrseiéedeﬂnathe BET
S41 according 25 to the bet wdth set at S45 or $46,
witihhbetemnindhesBETianeal52b st eibed abobd]l, «mddlitnhe the
nunber of bet chips on the BET area 52 is set. The
plplayertpresseshandeaf Wikeriinié BFET3butz,ons, 43, (1.BEhd 15
button 47A, 5-BET button 47B, 10-BET button 47C,
re$pP@cBEL1QUtt on 47D), thereby betting as many chips as
t he nunber

[0103]

If any of the bet width setting buttons 51A to 51G is
pressed (YES at S44), the bet width is changed to the bet width
defined by the pressed bet width setting button ($45). On the
other hand, i1f none of the bet width setting buttons 51A to
51G are pressed (NO at S44), the already setup bet width is
continuously applied for betting (S46). Basically, the
previous bet width setting continues as the bet width unless
the player presses a different bet width setting button from
the previously pressedbet width setting button. The bet width
ig set to 1 in the initial state just after the power is turned
on. Then, the process goes to S47.

[0104]
At 547, tobet on the BET area 52 selected at S41 according

to the bet width set at S45 or 846, to bet on the BET area 52
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5 indicated by the unit BET button on the specified
BET area 52. Wen the player sets the bet w dth using
any of the bet width setting buttons 51A to 51G the
pl ayer presses one of the unit BET buttons 47 (1-BET
button 47A, 5-BET button 47B, 10-BET button 47C,

100- BET button 47D) , thereby betting as many chips 10

sedSahth 88 TBir 4fda 67 (ORIl BRt S AP eet Hredd Earen
52?%33?%36‘ #ﬁ%@%&%ﬁ%&déﬁ ‘caﬁﬁ%{a%f@éﬁ@%ns 47
button 60 to mark 41 is displayed

1fﬁ§TE§Eﬂ\f%?%é”§2 ép%@?fk?%torlé@v @rﬁ%"&é@tﬁ%‘li‘é) Loo-BET
That is, the player bets on all selected BET areas 52
bujgong 14 ) lght tgﬁre bghistirdmigs 23 Bael iAdiltat #hg thfe number
nunber of bet chips and the sel ected BET area 52 so
infijcaged Wy sphayed oBECheuthesnl on détg segciddred BRET anga 52.
t he nunmber di splayed on the chip mark 20 41 indicates
Whehethanbkayef detscipdqses EGBsitgandyl8f thdHeet width
bet i nformation based on the processing (specified BET
seakeéag B2t tspechiidamd BaG, Wty lspecidrieedsdebneouitfhésinit
stored in the bet information storage area 93A of the
BERAMUS3 onhreniev erl -BreC assatyn 29[ 0305ETS8uNexh, 48,548 -BET
the satellite control CPU 91 determ nes whether or
bul@bnt frec BED T Hitricens bot | Olfh@ﬁek'b? HuessefasTheny chips
BET confirmation button 22 is installed in the control

asSEd ianlee@ @ﬁdﬁ'&@ﬁ@d‘ By fiH&Sunl caglr $and snacheitdtified

pressed by the player
BET area 52 (on a plurality of BET areas 52 at the same time

if the bet width is specified cther than 1).

If the player operates any win count BET button 60 to
bet, the chip mark 41 is displayed on the BET area 52 specified
at S43 (see FIG. 18). That is, the player bets on all selected
BET areas 52 as "straight up.”

Chip marks 41 each indicating the number of bet chips
and the selected BET area 52 so far are displayed on the wheel
betting board 32, and the number displayed on the chip mark
41 indicates the number of bet chips (see FIGS. 4 and 18) . The
bet information based on the processing (specified BET area
52, specified bet width, specified bet count) is stored in the
bet information storage area 93A of the RAM 93 whenever
necessary.

[0105]
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5 to confirmthe bet operation sequence at S41 to $S47
descri bed above. If theBET confirmation button 22

i spressed (YES at S48), the bet is confirned (S49)
After the bet is confirmed, the player cannot perform
the bet operation at S41 to S47, etc., 10 before the
next gane is started. On the other hand, if the BET

COth@g@tl%& @%@to%h%zsa%el Qﬁxpr UF$%€I%§?H%$e$Pines

subsequent I'y whet'her or not the tine

wh%'t%%f omo«gec{%eé&lﬂ sc?nﬁrfasgs{)m ﬁfgtéx?g;g i3 %;ftggﬁe T

uring whic e player can iIS°In
ET t h? jded.in_t pper orti
it Rk i e 31t E%TE a?ﬁﬁﬁogo%f%tlon
h for di.cati.n |n|n tlne of,
6 SRETB AR TR SnICAPE NG 20 by et eaﬁo eseresa-%%dmeth@cplayer
graph extends gradually to the rig Wi th the assag
tooFoFifhEmfF]B%If‘ﬁ% W%ﬂc%tsqucww&%ﬁe 2054 g&ﬁﬁscrlbed
extends to the rightnost side, the bet tine expires.
abpyee6] |f the tinme during which the player can bet
does not expire (NO at S49), namely, if the BET timer
gr aphf 3O «BET grent yenat bxn Bt toa Ehd xpyhsaedt (e S48),
the process returns to S41, and 25 agai n bet
thprbetssengonsimadd 8480 bl eAfsr Sdie tlnetS4i/s descifidtmeed, the
59 above are repeated, bet processing can be perforned
plegea cphubal ptyfofrmpahnt seof opbeawnheal abetdingo bpard etc.,
32. [0107] On the other hand, if the time during which
befbeepltayehext game is started.

On the other hand, if the BET confirmation button 22 is
not pressed (NO at S48), subsequently whether or not the time
during which the player can bet expires is determined (S49).
The time during which the player can bet is indicated on the
BET timer graph 50 provided in the upper portion of the wheel
betting board 32. The BET timer graph 50 is a graph for
indicating the remaining time of the period during which the
player can bet, and the red graph extends gradually tc the right
with the passage of time from the game start time. When the
graph extends to the rightmost side, the bet time expires.
[010¢]

If the time during which the player can bet does not expire
(NO at 549), namely, 1f the BET timer graph 50 does not yet

extend to the rightmost side, the process returns to 541, and

again bet processing 1s made possible. As S41 to S47 described
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5 can bet expires (YES at S49), the bet is confirned
according to the current bet situation (S50) . After
the bet is confirned, the player cannot performthe
bet operation at Sol to S47, etc. , before the next
gane is started. [0108] 10 As descri bed above, in the
roul ette gam ng machine 1 according to the
| N n 0 4 r Lde
R tica e e e
r V, tt,gns 60
plgl:}%ﬂtsgw g%#%ﬁcgf ﬁ%n%%%n%%?ggﬁg%gmga tj9t he
[o% betting 15 board 32 is provided, so that the
pl (a%,(jer can bet on all BET areas 42, 52 correspondi ng
to the | ec oun romt he n_ nu
dat a T EReSHESF bandnt Th oM Eartts bfad grortn (4t Fhaver
i et , ane enterta| nment can be |ncreased SO
caPh 68 ¥Bipray&TERoat RO | 0Bt iR et CaHIA mfcording
mes. 20 Since the pl ayer can select and bet on all
tOo?b@ ﬁé‘rr@élrtrké%‘béﬁ&%lgm arehs Aftepthe het iggonfirmed,
|icated operation is not required. Accordingly,
th|et Y WRGETPOSsPRFECETend bet alrr debpnmdr St tthed’, etc.,
roulette gam ng machine to easily bet. [0109] 25
befgrehdgne mextserorel BETSSorieeh. 33 is formed with the
wheel 60 betting board 32, so that the player can
[CA@6dgni ze the arrangenent of the nunber indication
pl ates 14 actually displayed on the roul ette wheel
and nhedebeelibleel tabrwgrdjoard tiB32 rouVestal gandog alac®iine 1
with each other. Since the history
according to the embodiment, the win count BET buttons 43 are

provided on the first BET screen 31 where the table betting
board 30 is provided and the win count BET buttcns 60 are
provided on the second BET screen 33 where the wheel betting
board 32 is provided, so that the player can bet on all BET
areas 42, 52 corresponding to the selected win count from the
win number history data in the most recent 100 games. Therefore,
the variety of the game entertainment can be increased, so that
the player does not lose interest in playing games.

Since the player' can select and bet on all of the
corresponding BET areas 42, 52 at a time, complicated operation
is not required. Accordingly, it is made possible even for
the beginner of the roulette gaming machine to easily bet.
[0109]

Further, the second BET screen 33 is formed with the wheel
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5 graph 53 is displayed on the wheel betting board 32,
it is made possible for the player to predict the bet
area to bet on based on the placenent of the nunbers
of the roulette wheel 4 together wth the win count
for each BET area 52, and the variety of the gane
entertai nnent can be increased. 10 [0110] Further, the

b L EEe S e R n88 AT B P2 B .%%?é Pasa T
ar%%%g‘%%%;giﬂr%%t Qm&%%iifﬁ it ﬁ%e%[.n% bars $1LY
5
dlfﬁé%gf%v ErBEr S erdde E A e@h@yeéetﬁﬂow;“; S augPpoard
32480 155 ThaebpBLRBLGE It hooRRReobSbr bl BLAGT e PIsTOTY
pl ayers to bet with the table betting board 30 and bet
gr\ﬁ;ipthh53t1i‘r°ed\ﬂoﬁé’élayi§é’t Prnghdadras 3betédngharart 1% rhdes made

possible to nmeet 20 various demands of players.
popgibip fartHes pdavem soganthic hadif hétlaa%@o‘mbﬁg $p based
the enbodinent, the player can bet using the win
oncidun b LBEETsutt ofi - hetBunbo ramf s i hgtt@ehBEE ditdtdether
setting section 51 on the 25 wheel betting board 32 in
widtdithieowitno colmetusoal dpeth FaThercesb L2Thearef dites dahweiety of
pl ayer can enjoy various gane forns and the gane wl|
thef ghhe phayertcamdre icwr dasethcf®44@4.1t is to be
understood that the invention is not |limted
[¢110]

Further, the screen switch butten 34 is provided on the
first BET screen 31 where the table betting board 30 is provided
and the screen switch button 46 is provided on the second BET
screen 33 where the wheel betting board 32 is provided, so that
the player can switch between the first BET screen 31 and the
second BET screen 33 for display by pressing the screen switch
button 34, 46 (S12). Accordingly, it is made possible for the
players to bet with the table betting board 30 and bet with
the wheel betting board 32, so that it is made possible to meet
various demands of players.

[0111]

In the roulette gaming machine 1 according to the

embodiment, the player can bet using the win count BET buttons

43, 60 and bet using the BET width setting section 51 on the

wheel betting board 32 in addition to the usual bet manner.

6l



5 to the specific enbodi nent thereof and various

i nprovenents, nodifications, and changes may be nade
wi t hout departing from the spirit and the scope of
the invention. For exanple, in the enbodinent, the win
count BET buttons 43, 60 apply to the win counts O,

1, 2, and 3 or nore fromthe 10 win nunber history in

Thdwe taisé, teeepla$ed @aies ojutat heunidantOEBisis and the game
corresponding to the buttons are not limted to the

willmes f ceivel plesyandchhepbut hepsaBBy .be set to various
nunmeric values of the win counts. [0113] 15 The win

[gwber history stored in the RAM 82, 93 is not
limted to the history in the nost recent 100 ganes

and tjhe; ;W@ H{%‘ﬂl e DR Eﬂ%@e{ %@%n@{oﬂ@%ﬁo@iﬁmlted

be stored as |story at a or exanpl e

5 <$H§}0% ecquQEFﬁB%EJE% nEPQQQOfQQHS g%¥?gg %28£§9ements,

case nN-counts assi gned’
C T button 60 are chan d t. S flt
" &)%%ﬁé}%ﬁﬁﬁftlonChgagﬁsdg 2y ey %hQU% SﬁBPE ing from
r%glﬁé%:ln tQﬁ nbodi nent Fe Wi n count BET buttons
Hr %n%ﬂo?%roge E@t%ﬂ&ePﬁéOEorrespondlng
BET areas 42, 52 based 25 sinply on the wi n count of
each ﬁ&n%’é?mpﬂ)ﬁt ihéhermer A HRet & G@%Ui‘—nqu‘ﬁrﬂégEtTobUttons
t he node. For exanple, the win count BET buttons 43,
4350 SPayPRLE| RCE1E HELMIGP U0/ r Ank? nand ik pragorkef rom the
first to tenth places, the 11th to 20th places, 21st
10 wipp ngokiephdcdory dmd t3esmoed B8cphace§0i gamhe, but the win

descendi ng order of the win counts
counts corresponding to the buttons are not limited to the

numeric values and the buttons may be set to various numeric
values of the win counts.
(0123]

15 The win number history stored in the RAM 82, 93 is not
limited to the history in the most recent 100 games and the
win results in a larger number of games may be stored as the
history data. For example, the history in the most recent 300
games may be stored. In this case, the win counts assigned

20 to the win count BET buttons 43, 60 are changed to those fitted
for the condition, such as 0, 3, 6, and 9 or more.

([C114]
In the embodiment, the win count BET buttons 43, 60 are
designed for selecting the corresponding BET areas 42, 52 based

25 simply on the win count of each number, but the invention is
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5 fromthe win nunber history data. At this tinme, when
the nunbers have becone a w n nunber the sane nunber
of tinmes, if the newer nunber is assigned the higher
rank, snooth ranking is made possible. As the win
nunber history data, data of the color 10 determ ned
for each nunber (for exanple, red, black green) may

nb€ 15hered +8 e BAM, 82Fo;9§x(§1lrrﬁlbv%er Sy &1 cBuGe!F buttons

speC|fy|ng button Is provi e W n nu

e A R ST gys'glfcfhsa%e%%'e'
tﬁxteinuéh %ll%{cteesas pf{f?ﬁl ][:?1 ﬁgﬁ\é\géggﬁg CEJ| et ;Salaces,

am ng mac |ne Cco

aﬁ*%?flesrfytﬁe%éﬁfa& oG S ST & P et he W counts

Iuraé of marks; a bet area dIS | ay nmeans_ for
%pF naﬂﬂWF%H|Q?55?ryb@?térea§-f&@ﬁéﬂ bied BRen the
the sane narks as the plurality of marks placed on
NyMeef HUIETE L 8F8 2 vYonanuebest Fha mBpdwgiesdiedtimeg, 1£
a bet area dlsplayed on the bet area display neans; a
thRtneran QW heits iasg iampshd heahigher thakbetrapsa ranking
sel ected by the selection neans; a history storage
igreedde flopssibieéng a plurality of 15 lottery results
as history data;
As the win number history data, data of the color

determined for each number (for example, red, black, green)
may be stored in the RAM 82, 93. In this case, a color
specifying button is provided, whereby the win number history
data condition can be defined in more detail, so that the bet

mode intended by the player can be executed by easy operation.

63



10

15

20

25

a search condition selection neans for selecting a
search condition concerning the win frequency of each
mark; a search neans for searching the history data
based on the search condition; and 20 a conditiona
bet means for betting a ganme value on the bet area
corresponding to the search result of the search

W n redl.ette gam ng machine according to
s ?LAI Ep.ts 25 the bet areas are fornmed based on
marks placed |like a 64 wheel in the same arrangenent

as the marks placed on the roulette wheel. 3. The

roulette g niqg% q?ine according to claiml, 5 or 2,

furt her Co%pr]? ]rr%: @ $91519 hangE freQnEPF oF 1BHaNngi ng

the arrangenent of the nmarks form ng the bet areas

f r omWhBBILEFitR R ¢ hRgeehtl @oP 1 ekwht By |qfkmarks are placed;

arrangenment; and a second change neans for changing _

t he sgtaréerivkeeany &y dnguingta giigphay&d byn dher alirglity

the first change neans to the wheel-1like arrangenent.
olpguarks;

a bet area display means for displaying a plurality of
bet areas formed based on the same marks as the plurality of
marks placed on the roulette wheel;

a selection means for selecting a bet area displayed on
the bet area display means;

a bet means for betting a game wvalue on the bet area
selected by the selection means;

a history storage means for storing a plurality of
lottery results as history data;

a search condition selection means for selecting a search
condition concerning the win frequency of each mark;

a Search means for searching the history data based on
the search condition; and

a conditional bet means for betting a game value on the

bet area corresponding to the search result of the searchmeans.

2. The roulette gaming machine according to claim 1,
wherein

the bet areas are formed based on marks placed like a
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wheel in the same arrangement as the marks placed on the

roulette wheel.

3. The roulette gaming machine according to claim 1
or 2, further comprising:

a first change means for changing the arrangement of the
marks forming the bet areas from wheel-like arrangement to
sgquare-like arrangement; and

a second change means for changing the square-like
arrangement displayed by operating the first change means to

the wheel-like arrangement.
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