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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
using a nmedal as a ganme nedium of a slot nachine, a
roul ette gane machine, a card gane nachine, etc., 1is

a ganme that can b ried 0 purchases
or borrow a plurgpﬁingg ﬁgﬁgggpgﬁ¥%& dal | ending
machi ne and inputting 15 the nedal to the gam ng
machine. If the player wins the gane, a predetern ned

nunber of nmedals are paid out to the player.

Therefore, the Eﬁ%ﬁﬁﬂﬂﬂﬂiﬁ_QﬁhEEElﬂﬁﬁﬁﬁiﬁﬁéﬁ|1unber of

nmedal s can enjoy a successive gane w thout purchasing
Foel@oeEothrg InNewtiodal s. Particularly, with a

roul ette gam ng machi ne, the 20 player bets a nedal
[papthased or borrowed wth a nmedal |ending nmachine on

a W n-possi bl e nunber, thereby playing a gane. 1In a

rel atBigi arinvdoridhe gl atyes tiooabedubet het heminglettrine for

gam ng machi ne, a betting board displayed on a nonitor

elhSPLAY a p3aysedio detSha¥edich dR#n?@@3u32526tohy, thereby
plurality of nunbers 25 (containing also letters) as

iﬂé%é@éEn&h%hépbéE%é%?“dﬁ'HHEJ&JE% én 5@ IMABRE S as
the nunbérs di spl ayed on a wheel are displayed

Description of the Related Art

[0002}

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
aplurality of medals with a medal 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 borrowing
new medals. 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 machine for the player to play a gane

according to a bet nethod involved in genera

roulette, and the player determines the mark to bet

on by his or her 10 deci siqn. ten, the player uses

Sefie PuBPeRFmA? ddif FUPRerRe Tspapye R aifhsel ge displayed
deci sion material on determning the mark to bet on.
oph&he Petding featsherk oS Praget s Mikd'd e igoning board
that "the mark has not beconme a win mark recently and

wilitlr dfher eoundie s probabd§d bbé e sguairg snihie iaphet e layer
game" or that "the 15 mark has often beconme a win mark
predémttsy tard nimgresf doebwitl bn ahdobptsbabtibeenniehg number.
win mark in the next game" fromthe past wn result

fiowoBie roul ette game. However, in the roulette gam ng
machi ne described in JP-A-2003-325726, the player can

keep Hbaekeef, tbregamulestet galironl yauhdere phageribed in
eyes. If the player keeps track of the gane result and
Jeredipelos - 3wy rmrks t:p et ) masethoOntdhervé il figer to play
frequency of the mark, 38 marks exist on the roulette

aherl A0 sy aPhubat iddr iy iTKSr Rl ihh§eA8FB1 roulette,
degree of frequency as the frequency 25 deferm ned by

oL B LEBEINAY, SR P ELE S by et nes
dfe%rision. Often, the player uses the past win result in the
roulette 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 I NVENTION [0004] It is therefore an
object of the invention to provide 10 a roulette

gam ng nmachi ne for enabling a player to select a

condition based on the win result history and bet on

~Phbr BEyA ShabiTh LN BIRyeY "o 6REFTy ChE PaLEh Y Threl for

making it possible to increase the variety of the
th&neoeht ePPRFARETRABRE ATt 6RTeDES %eeag‘“ﬁw%thﬁ Bprks/ the
the player. Further, the roulette gam ng _nmachine
PéaYBIreBUshe PEEFioRHe 2 NG Gat Ui 3 G Een wi (U Wplehat i e mark
of the roulette gam ng machine to easily bet based on
nehéivhed hesgl L shessdaped] 80959~ Q@ttréa{h@w@h@,rs of 0 to 36
according to a first aspect of the invention, there

(08 pryvbdedoatraduestit.e gam ng machine (for exanple, a

roul ette gam ng machine 1) including: a roul ette whee

(for exanple, a roulette wheel 4) on which a

plurality of marks (for exanple, a nunber indication
plates 14) are plsipedire OotTEEYIRGEREAON (for

exanple, a win determnation unit 84) for drawing 3 a
(wbpagark fromthe plurality of marks; a bet area

di splay neans (for exanple, an inmage display 7) for

di spl ayi pg 8nRLWEBLL! ¥n object of the invention to provide

a roulette gaming machine 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
game val ue on the bet area selected by the sel ection
nmeans; a history storage neans (for exanple, RAM 82

93 for storin 10 lurality of Iotter results
%feaﬁr Kgrgm R IEShaT (13T SoPdit G SrbansPEpymeans
exanp W n count BET buttons_ 43, 60) for sel ecti

§0§e§?‘éﬁ‘Pé@nd|aﬂ omagendarRiAY { hefOF rfh?l?%ﬁlﬁéﬂ‘é‘ya d?ﬂgrallty
each mark; a searchneans (for exanple, a satellite
ofobeitoRTERY 9IPrf eranpiechBRE &heahi $€orj2Hafarsadeased on
on the 15 search condition; and a conditional bet
tieanané figrr lex aspthe plaisat Bty iofemevkis iola@ayogy Fhegroulette
betting a gane value on the bet area corresponding to
whbee lsear ekleeslilon okanise (fear ehampdns. a f00067panel 28) for
According to a second aspect of the invention, in the
s20ecatlield e garingearadhipnayveld bhetiié ettt aspectdisplhlyeneans;
invention, the bet areas are forned based on marks

abbagagk ke fio MReImp lid) LRE tSBINE Mittengemut 433 Ebe betting
mar ks placed on the roulette wheel. [00077 25

aASQﬁléd‘bQQuéooﬂ {1 Kb asReG! safiebhed ByephbOofe18B€ioA means;
roul ette gam ng machine of the first and the second

ﬁg%gérgég%épgg%nﬁggﬁéopfofL&ﬁiﬁﬁléﬁ@@ﬂp%§,39ﬁ'r§5r storing
a plurality of lottery results as history data; a search
condition selection means (for example, win count BET buttons
43, 60) for selecting a search condition concerning the win
frequency 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 contrel CPU 91) for betting a game value 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
aspect of the 10 invention includes the history
storage neans for storing a plurality of lottery

results as history data; 2arch %WT'O
. t of

r&EEe £ g SR IR Y A P P5t ap oty ddhng aspect o

condi ti on . conceg ni the win frequenc f each mark;
t@%elggﬁPGHOHWEiagﬁﬁkrségF&Hqﬁit e?ﬁ¥§£or g% BadRy for

on the search 15 condition; snd thi c%nditlongg b%tt
ChRRHEN Y oF B e FTARIEMERAC FvERGe™BR K EhE OhB TG &€ Pt areas

corresponding to the search result of _ . the search )
framisiesh-1hke 2REaprayeptchn §drace-thkesaaranpgement; and

condi tion concerning the win frequency of each mark
a gegor@hchbpgeangame fvdl gbapa inget hasidussradsidemn arignosment

the search 20 condition by easy operation. Therefore, _
didel yped étyoperahénggane femsdr Changemeagsh tbethe wheel-like

i ncreased, so that the player does not |ose interest
arrempdayenyg.ganes. Even the beginner of the roulette

gam ng nmachi ne can easily bet in an easy-to-understand
[o@aer . 25 [0009] 5 In the roul ette gam ng nmachi ne

according to the second aspect of the invention, the

bet aneasciedt gRAiPASEHcBPdLAG to the first aspect of the
invention includes the history storage 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.

[0009]
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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

predict the bet area to bet on based on the placenent

of the marks of the roulette wheel together with the

wi n frequency of each mark, 10 and the variety of .the

G, ERCERT o LR CE AFAB LS AT EAUNE SCFBRIb | F (i Second

roul ette gam . ng machi ne according to the third . aspect
a8PeEReoT i (OIen I i PRSDBE AERRR T | K 4 ORISH PBaROen the

changed to the marks placed |i ke squares and the marks
mprkecplascedkike quahes lcin He Sg8h 3gkangeT S gRethe marks

mar ks placed Iike a wheel, so that the glayer can bet
prbacsdl enttinepudiedleayhrgl t e et dheablpgeredehyadronize

mar ks pl aced |ike squares or the bet areas forned by

thbhe meakgepdac ed thkenaa sheekuaThegréispbayediom the roulette

arrangenent of the marks form ng the bet areas can be
wRBethamgerthe dett hatagainh olis et aswpedrat iwirt witheebeh other.

apparatus are nmade available and it is nade possible
AkBopHAYGUG,t he pamaddTpdesimRet Fog et ipdusyelerdnosedict the

pl ayers. BRI EF DESCRI PTI ON OF THE DRAW NGS 25 These

paldapthefo 0:5’%@‘3& L AGQRLR0BS aekmkbh® BFESBBImabks of the

i nvention w be nore fully apparent fromthe

rbRhLeMengnodet BbLEEHAeSEE LA A8 & BK ey & GuEARY UPELEMh mark,
wth the acconmpanying drawi ngs, in i ch:

and the variety of the game entertainment can be increased.
[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 sguares 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 squares 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 various 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 of 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

tabl e betting board is displayed according to the

enbodi nent of the invention; FIG 4 is en enlarged

. schematic representation_of _win count BET buttons ,
iprepitdes dnlthelei mareaeully cgRPageat sty@rathe following
schematic representation of a part of the 15 table
dptetilRg bodeACHRCBRORN| drded scale; gErdumpclikoy with  the
schematic representation of a second BET screen where
agcphpen vied idrgvdowrsd iish disptlayed according to the

enbodi nent of the invention; FIG 7 is a schematic

dr awi R§Gt o Ishbsv anbetxtwididl sperbpgct2@esetitdwnto show the
according to the enbodi nent of the invention on an
senkanged ssaf eguFhGiol d 8 aarschentt bgandmaymaght neshmvording
a part of the wheel betting board according to the

tenpadieneaidigfedthe i niantigreoniomn enl arged scale; 25
FIG 9 is en enlarged schematic representation of win

7 couptgBEL byt oppaprevigeds of Adiel Seeoeh T Sed®edling to
FIG 10 is a block diagramto schematically show a

tE2NERBL A1 O e AR £14:8; gam ng machi ne
according to the

FIG. 3 is a schematic representation to show a first BET
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 is 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 is a flowhart of a main processing programof the
roul ette gam ng machi ne according to the enbodi nent of
a flowchart

the_ Lpvention; FIG 14 i f mai_n .
CPBEeBEY nGUS Gam O1E St 'Y e FR S aPET | PrEEeRf

15 is_a flowhart of a pet processin ro m hased

on t PBL§1 I LBETOL Bk SECh ADr RN PeCa DS TERE Gntrol
the invention; FIG 16 is a flowhart of a bet_.
spfbeBsthg throgFamiBased 920ing MRchidndceerdeykehe the
according to the enbodi ment of the invention; FIG 17
epkodinenénafli ¢ heegmediti@nion of a display screen

when the player bet using any win count BET button on

t he friGt 11BEF asbieck;dagr 26 tBl ®hdBat scal dydmt acontrol
representation of a display screen 8 when the player
shetensiofy anygawki ldaentadBidrdirdg ohoorctHeheemlpocdimdenBESL the
screen. DETAI LED DESCRI PTI ON OF THE PREFERRED
1 iWBRDE VEINTS

FIG. 12 is 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 a flowchart of a main processing program
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
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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 nment
of a roulette gam ng machine according to the
i nvention. 10 The roulette gam ng machine 1 is a
gam ng machine in which a player predicts the nunber,
etc., determined with rotation of a roulette whee
and bets game nedia such as his or her owned nedals
on the predicted nunper, etc,, and when the nunbe
waeR, the gl aGicReEHES P agay Bhh SPUtoRES RuGF AP rﬂ%B? second
t he player can 15 receive payout of a predeterm ned
BRGinBEre6h -nedal s. [0012] To begin with, the schematic
configuration of the roulette gam ng machi ne 1
according to the enbodinent will be discussed based
on FIG 1. FIG 1 is an external perspective 20 view
t o shEOWAThBDsPEEARIIPE ICDINOFY Ui iEFRERERRER FMBORIMENTS
gam ng machine 1 according to the enbodi nent. As
ishowmp in FIG 1, the roulette gam ng machine 1 is
basically made up of a cabinet 3 of a main body, a
roul epteourbeet 4apinyimnechingghl yctsrdbegcentitie dinvention
the top face of the 25 cabinet 3, and a plurality of

whi D Bdeiemhedidlenth, gbefl1 i sRtRldddascL bl ereth &@mSanying
to surround the roulette wheel 4. The satellite 2 is

d?éwggg%oﬂﬁseggnoﬁ n&ﬁﬁo?ﬂ@hk' Fsazrcﬁffeﬁf‘ét@élﬁﬁ?gfﬁchlne
a ne

gam ng nmacni ne a roulette gam ng machi ne,

aBcEPHIngAT Y NRGH G s&1F. - €ach to provide a game

The roulette gaming machine 1 is a gaming machine in 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
receive payout of a predetermined number of medals.

[0012]

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

cabinet 3, and a plurality of (in the embodiment, ten)
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5 area where the player predicts the ganme result and
bets a gane nedi um such as a nedal. The satellite 2 is
made up of at |east a nedal 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
buttons, etc., operated by a player entering 10
predet erm ned commands, and an i mage display 7 for
di splaying an inage involved in a game. The pl ayer
can_operate the control section 6, efc., while seein
sphellihge di BpPEFEd 0N achd 0 FHGE CHNShITRP 7ok idpyrheel 4.
advanci ng the_devel oped gane._15 Medal payout openin%é_
8 ar eThrovatiedlohet Belsidesioilowe: QF (B W itheraellites
the satellites 2 are installed. Further, a speaker 9
2faore predadiley fosi nest¥flegemépgrmacline of ¢ proleled gaming
in the upper right portion of the inmage display 7 of
maabhnesatethitieg2nif@ HoOHBheNext ¢ .1 heachntd gorevidn a game
of the roulette wheel 4 according to the enbodi nent
anehlwiberdittousdedan phedetersenhe ¢andleéswPlt afldGbe2si 8 game
a plan view of the roulette wheel according to the

nedbadli Bt .23 NedashowThe Hiel 1 td I2eisauhd@é tup wiieet least
4 is basically 10 nmade up of a frame 11 fixed to the

a GRlidek c3ephdn2d @h 8 i@ﬁordﬂr?ﬁ?t]@iﬂ@%%ﬁ@ medi 8 IR ketkoins

in the inside of the frane 1 or Trotation. The

ofBLAREC LS sl R, B A (AL W mace up
OPO%%HE¥01 buttons, etc., operated by a player entering
predetermined 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
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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
formed in the frane 11. A ball input unit (not shown)
is joined to the ball input port 15 and a ball 16 is

i nput_onto_the rotation_disk 12.from.t.he ball_ _input -
mg 381 om0k BrhGe Lot SEREDAA ThipCRT . TR b tation
above the ropulefte wheel 4 .is_covered wt
ofF b e e FErbarerd 18 hERbIS 10 Shblg Frameall for
hem sphere. [0014] The frame 11 is inclined gently_ to
reheting; deTRAd QR HiRtnet 55 A 2ahSi HERAR AESpbPPI bRce Wwith
with a guide wall 18 for guiding the input ball 16 .

a depari A UIRE Ie et £ B Uded eﬁ%@@ww 881 agropverea phiousing
16. As the rotation speed reduces and the centrifugal _
gfooeesi k3| osfurtiher baiumisr rigid scafoiwn tihea k¢ 9ped amdiwating

frame 11 and goes to the inside thereof and arrives
nahbéhe odt dti ngO, r endt ilontali 8k 83, pPeEistdyat | chgraokbkss in a
on the top of the rotation disk 12 and 25 is housed
oh&-apyohal dohodispogdgnoowel t3 thier bagh Hdes inpygrobvebll3 are
the nunber indication plates 14 outside the rotating

r6phalli 87 tHeSkop2fatheokurber rdesariidiediik tie inurdley outer
i ndication plate 14 corresponding to the ball housing

AgFOLYeoR 30Nt W BhltineoRallg IPrdsvdoused becomes the
W n nunber.

A ball input port 15 is formed in the frame 11. A ball
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
member 17 shaped like a hemisphere.

{0014]

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
the ball 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

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
rotation disk 12 after each gane is over. The bal
input unit, the win determ nation unit, and the bal

. Lt %aaﬂ *&?ﬁﬁfl%&m g i gr%gr Wi{ndUotation
t%%ﬁg%g%gééé J'agalln [ etall. ?g f% xt, t%g
copfjguratio f t ro ectio q% '
: 1
AGFRA A i Ehrer, B s hat hent B il at B 1ate
I scussed. The control section 6.is provided]e n the .
1] SRS PhetiRage® GheoPay L Torying Hrhi s (o B Hpich the
but t ons  oper at ed by thesglﬁyer . 20 are Elaced, as
bahbwh®i ASFhePsed BseaTSTdINS it BEY™RShf i rmati on
button 22, a payback (CASHOUT) button 23, and a help
[¢®EPP) button 24 are placed fromthe left to the right
viewed fromthe position opposed to the satellite 2.

[ 00173 wizs dpfte IBEN adoit Wretl dRoushenn22ipsins byt tof below
pressed by 12 the player to confirmthe beta fter bet .
toperatl ontaivtreehel ifitagde tadirgpindy o7 wiidsdy nbetelrathe ball is

If the bet is confirnmed and the player has bet on the
housbdrirdererbdied honstibg auobee inhdobcatspondinat o 14 Further,
corresponding to the ball housing groove 13 in which
a ball collection unit (not shown) is installed below the
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



10

15

20

25

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 button usually pressed by the player
when the gane is over V%en t he player presses t he

tgl%g&lf'%?é:” B%IS% o? t resggn off oggrageio u”gﬂtthe image
a : ua 15 o aI t.o one cr
oy & Bt The 1 Aty A ors t%%nﬁbala?d and the
payout opening 8. [0019] The help button 24 is a
PﬁﬁﬁFﬁhhﬁ?ésseanQh?HemHFHy@PSFFlgﬁﬁboﬁﬁgyePuﬂ?er'lndlcatlon
unfam liar with the gane operation nethod, etc. 20
PARER t“—ﬁe%Fé?éPOBf‘jés@esotWee He bl &RQSOWQQIOOVE 13 in which
I medi ately a hel p screen indicatin arious pieces of
togdpat i dif inflorweed om the wiske bied lt Aedirrye the gaming,
di splay 7. [0020] On the other hand, the inage display
the plaveguotiipansie @Bned i quifd tdrqstlaayed:’r splay Wi¢hgame, the
touch panel 28 attached to the 13 front of the liquid
coeyidttalpodirgl ayespdres iptayey tded pumssr amf tkenbet chips are
di splayed on a liquid crystal screen 29 with a finger,
adlded tbothsekeetriend bhfedcereditChoidtand Otakeplayer. The

drawi ngs to show exanpl es of display screens
plitSpipayted i tihe déBmaei KkSPi&Yer in detail.
[0018]

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, gainedby the games, etc., (usually,
one medal to one credit point) are paid back to the player from
the medal payout opening 8.

{0019]

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
displaved on the image display 7.

{0020}
On the other hand, the image display 7 is a touch-panel

liquid crystal display with a touch panel 28 attached to the
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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 switched between the
first BET screen 31 and the second BET screen 33 each
time a screen switch button 34, 46 displayed on the

h

screen_i ressed, After sel.ectin 1 ther of t
o OB SRR S £l A e SRUAY BEFeoBladRT 1nggress an
.the player can bet chips using_.hi,s or her credit. .
lf@@z%wéi@gﬁg PR °f LG LEE P raiiddn SFESRY (2havith a finger,
di scussed based on FIG 3. The_sane_nunbers asﬁ%&$,
chtinbef8T05eb66CtARE theolcsB-i nbif €t ed Pt A Turfbefvings to
i ndication plates 14 are arranged 20 |ike squares on |
shpe el el dhshbday 3RS pPLapdaved endhe iragegbsplay
screen 31. Special BET areas for the player to bet a
dehipgbyhspeeirfiyiong "odd nunber," "even nunber," "col or
of nunber indication plate (red or black) , or "given
[ooRbér range (for exanple, 1 to 12 or the like) are
al so arranged |ike squares. 25 BET areas 42 where the

sanme msnmbessnasnt FecsunBensdl 6, 0Qurdndy the heanirdH with the
i ndi cated on the nunber indication plates 14 are

rgﬁet@ﬁe@‘aﬁ&ggem&h@ée_mp tofe andyEeri dpIdiEal idisphdys two
42A and an identification indication part 42B. The

t PP £ sRieCRld 98 a RakkE BRA Rfr ddie3BEHa R #g% 42b2E®etting
parts where the sane nunbers

board 30 and a second BET screen 33 having a wheel betting board
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, €0, 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 like) 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
30 are a result history display section 35, the
above-nentioned screen swtch button 34, the win
count BET buttons 43, unit BET buttons 36, a payback
Lr ésul 36 diBpRLap teEctdoNt BT, namired ciedi €atbont Pdspisayl4 are
15 section 38 fromthe left to the right of the
déespréeryed 8024%aThanads Wit ofii strompelf dpidiycataiom gar3542A and
lists the results of the win nunbers in the previous
agaivdsn{ dhecghienr gi@icat dongreopdi2dt. ofhseguehee fnmaication
the player betting a chip at each 20 satellite 4 to
pebhesbabh db whoppmgreast he Hed lpadraies whg rgy abeesamd nbmbers
payi ng out credit based on the win nunber) . \Wen one

agafp e TeMeits agNevoW Andunbelo | 56 agddadche ebherd ahofnumber
the result history display section 35 for display and

ihRe cRlkaver paat hack addhesistdrda of decvd N twePaisnd, the
a maxi mum of 16 ganes. 5 [0025] 15 The screen

of
i?ﬁ%‘f?!ﬁi‘%‘éﬁ% 3l 8.2 1 DY %ggtf@ﬁB S\d L.CRiLng iﬁ?&ié@@{%g%g which

irst BET screen 31 anhd the second BET screen
o FPhoLBl Bt oy RS 0 9L e ARCEILE BP0 B o
thBeakbqui d(SL¥SERL. 5.

[0023]

Displayed below the table betting board 30 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 left 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 te the ball housing groove
13 to paying out credit based on 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

pl ayer to bet on any BET area 42 based on the win
count for each mark fromthe gane 100 ganes before to

the i diatel y precedi a The wi.n_.count _ BET
butt onBeas el B BhssdHiie U @ o L 50 ewitehing
4. 15 shown in FIG 4, in_the roulette
bREURE A%i‘e g&éértdﬁﬁrgr FETERD éﬁrb%ﬁijnﬁh? SEh na} ﬁggoﬁﬁfeen 33
BET _buttons 43 are made up of four types of butto
déﬁpéaw@@epnotBETlﬁaﬂ@oﬁléﬁAay a ﬁév’é?nilBE‘deappé'ﬁ If the
43B, a level 2 BET button 43C, and a level 3 BET
p%ameérpmwemh[eomrzqerrweﬁlte%bu@tgeﬁ%eﬂt@he 43pmuiigl grystal
button for betting on all of the nunbers indicated on
stiheenunbbe [hdstBEDsPleates3] 14imgt thecbabhg etk hng board
nunber at all in the nost recent 100 games. The | evel
30 8&1 Writswirt 3l ite® ahbuséoonMEDetdriawn B3 aklinaf tBB wheel
the nunbers indicated on the nunber indication plates

bé4tih6 beeo BQ Fou RIiHpIey. Omhergnadd pidgeséts a chip
recent 100 ganes. Likew se, the level 2 BET button

b43Ed snathut berthah BRIt @n ahaldurdfedtheiplefsd screen.
i ndi cated on the nunber indication plates 14 becom ng

[BoWMe nunber twice in the nost recent 100 ganes.

The win count BET buttons 43 are buttcons for 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 43A,
a level 1 BET button 43B, a level 2 BET button 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 correspondi ng count indication part 44

i ndi cati ng how many nunbers correspond to the BET
button in the 38 marks (nunmbers) . In the exanple

b%E% OPF%he nu Qrt&§l %&xg%ﬁﬁ%%elﬁngagg enttpso ?ames

ers no ecom ng

L the n r, qf e.n com
e I 15,2 pRa°RAnger 22E0HE LB or betting
beco i n nunbe Wi ce O and the I
h%lﬁb%a?@ R hg- J\faéw—%ﬁﬁefh% F?ng’eli i écsflﬁer%lates
is 4. [0028} Each win count BET button 43 is forned
LénBeFPRANIWRL Win2DUBRPREGEHHCET 1P nERE JBRET fTREERbNL 00 “games .
i ndication parts 42B displayed for identifying the
OBEfharebhar kendespoadieieel o3 &&chbrtitcgods 1BEF button for
button 43 on the table betting board 30. As shown in
bEEGing, oma lilhef tthls Bubeet & i dic@teBonddrvondinhgr indication
t he enbodi nent, the BET area 42 corresponding to the
plavels 12&-BEMdu wan d3ibdbas Hiee itdewtsi broatrenn the most
i ndication part 42B 17 displayed in green, and the

rBEEntr a@4yamyg esponding to the level 1 BET button
43B has the identification indication part 42B

di spl Byed winl &gkt bbrre. biteoBHER aedAheDbhesRenteng with
to the level 2 BET button 43C has the identification
al BEteaLbBAding count indication part 44 indicating how many
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 once is
8; the number of the numbers becoming a win number twice is
10; and the number of the numbers becoming a win number three
times or more is 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 bettingboard 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 | egend portion of each win count BET
button 43. Therefore, if the player bets using the
Wi n_count BET button 33 t he Ia er n also eas th
AL FRLRY AN dT AR BRMBETGr ERS 435 AERT 4 TP TRRIOY %Feo ©
betting board 30. 15 £0029 The unjt. BET, buttons
Lavel bl iEheutdon HePphayetne old%ré%%%c%éoauh%@r%?mn part

chips to be bet on the BET area 42 nunber or mark
4gQudispéryen dguddehtondivusy | The) e@irﬁaeézofortlr%spondlnq
pl ayer. The unit BET buttons 36 are nmade up of four
toyies 120<df 2 AT bng toh 43¢ BETtbatidenBBALcat fopERdication
button 36B, a 10-BET button 36C, and a 100- BET button
p36D. 4 e iglcdysred inste peej faresthhBBERrared? 4> e dwinding
with a cursor 40 described |ater by directly pressing
tbhthsaesen 3WEhbathkongesd icthbnidédnisi Siakejonfindication
pl ayer presses the 25 1-BET button 36A, the player

phetsaoBedeRicd Ale A itd i)k he nunber 18 of bet chips
i ncreases fromone to two to three to ... each tine

t he pfﬁéf‘é‘r P§ ess@me t b SE1BET Butiben 36A whd h iadridieication
tc. If the player "présses the 5-BET button 36B,

éggcﬁkﬁ%ﬁf$a96t4§zé b¥er 18l iths 1@ et ti i Kdheq MwherrUxample,

chi'ps 1 ncreases
green, light blue, yellow, or pink) is displayed in the legend

portion of each win count BET button 43. Therefore, if 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.

[0023]

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 362, a 5-BET button 3¢6B, a 10-BET
button 36C, and a 100-BET buttén 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
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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
the player presses the 10-BET button 36C with a
finger, 10 etc.,) . Further, if the player presses the
100- BET button 36D, the player can bet 100 chips at a

EOgBFgEgEBEUTEa. eagﬁ%fﬂﬂ tﬁﬁ§%%ffﬂ¥%éogato. each

time e p ayer presses the
T buyttan % D _wit 4]ru§§ o &qufﬁ re, ¢4
1 T on "3 fln er
tf%e EEE p#gpgg \ %ggJWH% ips, tﬁgioperatlon % geL,
lifi 0030% q$1 uIt #@s Y.
B5Crion 35 IS Bl ey RESRERDAP o SR PURL B tﬁé% player
pl ayer in the preceding g and t he d back cred
bSBén?lV?IeFBW%BFr%cH]%@ e AREE o PREE D% s pitteases
fron1themfa|d back credit count results in the credit h
feeuntirewry bRitred by he -pRaFEr tplgyEh§ PhaYBFeREBFAGS the
game. [0031] Further, the credit count dlspla{
S5sBE lowt Ben di & ey at hitngetdiat Touht oWhédpepp leer presses
pl ayer at present. Wen the 25 player bets chips, the
theelll+BEDUmMLt fon dde? ertdvet pd alyert hetsuhBeehin af a héme (the
bet chips (one credit point per chip) If the nunber
nonbelri off bee Ehaysribetsabesofiesmal i te rhider 3@ndot he. each
credit 1is paid back, the credit count is increnented
thyet BReppl dybackreesedi thpol 0+BETI buthencBédi withuat finger,
owned by the player reaches
etc.,). Further, if the player presses the 100-BET button 36D,
the pléyer 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 pavback 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.
0031}

Further, the credit count display section 38 displays

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

player bets chips, the credit count is decremented by the number
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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 time during
whi ch the player can bet in the current gane expires.
If the BET tiner graph 39 reaches a specific position
of f bre abprleirposprtonredip/Byint Heebathink. 161p$ sthe number
input into the roulette wheel 4 fromthe ball input
omnvhichf thheplaveetbet ahketores [ 9088F numescandothe credit
indicating the BET area 42 selected by the player at
ipresiehback, ditdpl ayedibncdinet tisblieclretdeintg dobgr dh8®@aid-back
20 A chip mark 41 indicating the nunber of chips bet
csediarp@itt ¢ he BEThareped?t icoaltsowdiesihayed phatrbe reaches
tabl e betting board 30. The nunber displayed on the

ophtﬁenggﬁe415deﬁ@§£s the nunber of bet chips. For
exanple, the chip mark 41 of 7 placed on the square

(88383 shown in FIG 3 indicates that the player bets
25 seven chips on the nunber 18. The met hod of betting

only IQrBEk'lzcElQ([éer 3 Slgag%lh i dSh T4 Ghle YR oy@he table

chip mark 41 of ace |ntersect|on of

bégyﬂlﬁsb%’ar% t%% ?231{18 %Je?t?rg%r\‘/te? th%é)lﬁ%eg %%t gsh for
1nglcg§£1q8dthe remaining time during which the player can bet,
and a red graph extends gradually to the right with the passage
of time frbm the game start time. When the graph extends to
the rightmest 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 denotes the number
of bet chips. For example, the chip mark 41 of 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

20



10

15

20

25

_____ 5 b ' ' ' !
bet." [0034] O her avail able 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
row of the nunbers (in FIG 3, one rowin the vertica
direction); "five bet" for betting a chip covering
five nunbers of 0, 00, 1, 2, and 3 on the line
OB&t REBRSThE Snsifderd 00 it 913t “Pi he bet" for betting
a chip covering six nunbers (for 15 exanple, 13, 14,
15, 18he1ghipiERLk)d hithg RURSE 35f LhRoLDRBFFebhLan of the
rows of the nunbers (in FIG 3, two rows in the
sqeatrecab, do r dot ieond) 9; indotatmshghdt fidre péatviamybatehbpe chip
covering 12 nunbers on the square witten as "2 to 1;
oh ahd ‘fdoremupélers farvdieing ny aéchi p aoye?i ndgile method of
nunbers on the square witten 20 as "1st 12, " "2nd
bédRtingoeot@rd ni2.fouduniniedrs bes ol heds"eaeher bet.”
covering 18 nunbers dependi ng on the nunber indication
(pbane color (red or black), odd or even nunber,
whet her the nunber is equal to or less than 18 or is

equal ot Re Prav®f Bah DABLIOmEEhBGs §t& 0¥BNeSwR:0VIrdedit bet”
at the bottom stage of the table betting 25 board 30

f?feb@*:ﬁgnﬁvﬁi L:ﬁ*ibeco%r[iqi%gﬁ%uo-r%tgﬁ;e@s S 0 118 petween
[ e I

rst BET screen 31 descri above 1n a genera

tJEMNES nu%re“crts ;ngtkggg%%eép%xf bS%tﬁﬁg %%El%r 88\79%%5’19 three

on nunber or r square or on squar ornrng 'rne

nﬁﬁbggg {for example, 13, 14, and 15) on the end of a horizontal

row of the 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
as "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 19 using
5iX squares provided at the bottom stage of the table betting

board 30 are also available.
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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
i ndicated by the pressed unit BET button are bet on
the specified BET area 42. For exanple, if the player
[ﬁésg es the 10-BET button 36C four tinmes, the 5-BET
n 36B once, and the 1-BET button 36A three
times, a total of 48 chips can_be bet. %h the o S
hand, ¢ d&erd e?.lﬁgow%hwm%&ﬂsﬁrs@ﬁa aacr {hed avove
player presses any of the win count BET buttons 43 on
iphe genreen! MWeReIt hElpshylhe prbages opechbiienetlyniBET area
BET buttons 36 (1-BET button 36A, 5-BET button 36B,
420(BER UG DO BOCK 3ADABETO bR GHBEE) ,fomémbﬂtiag} to bet
many chi ps as the nunber 20 indicated by the pressed
ouni on BEAebatrepnaredbptressesl thBEBETaraaaessa 42 directly with
corresponding to the pressed win count BET button 43
a(fiavedr 0 Bioh dednieont 43A, thewrlrsbBED hoveentd38e laguatified
2 BET button 43C, level 3 BET button 43D). [0036] 25
BNextrehhezsecond BET screen 33 will be di scussed based
22 on FIG 6. The sane nunbers as the nunbers 0, 00,

and lrfén, %hehaeeg @Rel P& A dtd L AHOL Pl e Surdle BET

are dlsplayed on e wheel betting board 32 displ ayed
b%t&ﬂg §@C&%§EB1§§E&?@6A33 5a8¢a’ BLRYcho36Be SEOBET button
eel -7 ke arrangenent as the actua

36C, 100-BET button 36D), as many chips as the number indicated
by the pressed unit BET button are bet on the specified BET
area 42. TFor example, if the player presses the 10-BET butteon
36eC 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
buttcns 36 (1-BET button 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 all BET
areas 42 corresponding to the pressed win count BET button 43
(level 0 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
hi story display section 45, the unit BET buttons 47,
t he payback result display section 48, and the credit
count display section 49 will not be discussed again.
on5FIBe38} THBSsERBENNEWPEEH Bt the PARens fin tYh fepd 1 to
switching between the first BET screen 31 and the
3 e arbree BN fdreamdr dnshicalderoplefes ddgaragi dpsayayed on
as nentioned above. If the player presses the screen
theiwkdeblte oning retdeld idjuird ayebal the serewd BERescreen
first BET screen 31 using the table betting board 30
38 acderdimy ched o sthe sbeeid 1BEE screeged®@risesgthheactual
wheel betting board 32 for display. Then, the player
rbel etaechihpelbased on the betting board on the current
di spl ayed screen. [0039] 25 A BET tinmer graph 50 is
(ppgvided at the top of the wheel 23 betting board 32
on the second BET screen 33 as with the first BET

screep; 341 4¢8arboegdwabRy &h d&e Rk il o H BB a%el § Pesult
graph for 1ndicating the remaining time during which
h% %E?gga%?ég%%g%%t%@ﬁioﬁ% ached.grapbyextends wiadeah! Yuitcn
button 46, unit BET buttons 47, a payback result display section
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 discussed 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 liquidcrystal
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
i nput unit of the roulette wheel 4. [0040) A BET width
setting section 51 is provided in the right portion
of the wheel betting board 32 on the second BET screen
LeBtiThHeBETA W &tdn §6et FAgOsEcBEBsGleer I3 Agnwitbnthe first
uni que to 15 the wheel betting board 32. If the player
BEEt scthenbsfl viedttribien taieBET Vihet BESetitingy spoiplorb0 is 2
51, it is nmade possible for the player to bet a chip
ghgpbh Y1y iadiche ispethéirdnBET oy ¢dmeb@ur buy wilisth dhe player
its peripheral BET areas 52. The BET width setting

c8R8ChEON Sddis radeyedplseveehdpesrofiuULyOoNs e aright with
1-width 20 setting button 51A, a 3-width setting

tRUIL D048, o & Brid dtfbm S8l igRghePBlb@t 2ife .2 WhvhdtRe graph
setting button 51D, a 9-width setting button 51E, a

%’gef’x\ﬁgtéb %%tet 5:9 PHBE@” 5&%: 130t fme 11 M B Rirsiet tﬂg player

utton 51 ena |ng the player to set the” bet w

cclnqd%%tBin th%h Jt‘.‘r%!]if: %Qﬁgé?x%??%&m ' fflﬁ/he-rﬁ]ﬁl‘ b@fmgf_’ grarh

neans T areas containi ng
B LR TE ST P S e 2
E T PSP e Esweﬁg?scwfa?sem foerop the bais
1200t GRS BEE Wil T asld g §58d] op 51 according to the
[oc40]

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 buttonsof 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 9-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 nent 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

positioned on both adjacent sides (each one) at the

same time. The 5-width setting button 51Cis a button

for betting on a total of five BET areas 52 of th
S§|§>§§|’Cf3FieBE%E5rr%¢eEa2 s chiire RETEETeaf e2d RIAGHA gReboth sides
nunbers 15 positioned on both adjacent sides (each
ofwble ate ¢t edrRET ianea Senen7whighhthetrlagehraohesipt the
is a button for betting on a total of seven BET areas
sbReof inhe speiddceibB8ETlaren. 5SFHhd 7 tiseaBEFfhamehicsdrawing
of the nunmbers positioned on both adjacent sides
tbeatbw hitee)RRT whdthametitiimy dJbetDemi 8ilh asetdridigig to the
button 20 51E is a button for betting on a total of

efbbaiBEhtaeasrb2nirdde spereéfi ed BET area 52 and
the BET areas 52 of the nunbers positioned on both
(8dihagent sides (each four) at the same tinme. The

11- mndth setting button 51F is a button for betting on

a % RbwhliBEF1ay eas 32,01 theyapecdid ogy BRIt 868a51A is
52 an ﬁe 25 BET areas '52 of the nunbers positioned

aoﬂupggghggﬁaﬁgegt Ex' dgﬁliyﬁgn( %ﬁ%hsgg\f%)flgd b&%‘ 238 52. The

settrng button i's a button for

DRI ERRRob L cBh $T5°F AU e Piheipg on o cota
oge&gﬁégﬁf | té%%,gizt o:%ett)gtehsggj:?%entd ]gfi‘. réaeaé:ﬂj and the BET
areas 52 of the numbers positioned on both adjacent 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 cn 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 select 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 like a wheel inside the circle of nunber
i ndication parts 54 describing the nunbers on the
wheel betting board 32 on the second BET screen 33.
The history graph 53 is a bar graph so as to enable
(¢dehpf byey attoths vamed ine eaditey lonweddiame tiingsheEyon S51G
of the corresponding BET area 52 (nunber) beconing a
isd @ bwinben forthetpasy ganesteioalthe bp KBTI mgegane? of the
FIG 8 is a schematic drawing to show a part of the

spheekibat BEMg ot doDnand ehkarngad scade. 5p0044]the2Giumbers
As shown in FIG 8, the history graph 53 is pl aced

pb8st denetile BURBald] Ak saliieR spasschbdviticatitige thte time.
nunber and is nade up of three areas of a first graph
[66hea) 55 a second graph area 56, and a third graph
area 57. Each area is lit based on the w n nunber

hi st Of}%%(%ﬂué%&elf’%bnatr) d3B&FlGe Bk B2 §Q€%I3€ﬁ£ly% pressing

when t ecane a W n nunmber once 26 based on

ax{;{g‘lgd%lgig%e& %g@tw%8g§W§ont Q&af Jr:]néﬁt%g{: aghct?%ﬁ%%eécri oén the

ory grap correéspondi t he W

L1 BT 4158 A, 5ol Ve he

me % Wi er-twi’ce,’ t ontl grap
[86??]56 of the history

History graphs 53 are provided 1in 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
visually 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)

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 1lit based on the
win number history (win count} (see FIG. 6).

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 roul ette whee
4 at. The nunbers are displayed on the wheel betting
board 32 di splayed on the second BET screen 33
basedr dinghtombbé sawenwhddlO- lgiake s arbtendemsit graplhearea 55
actual roulette wheel 4 as described above, so that
ofheheflitstorg doapheddorer reapronéinglbol thaddit immmber (the
l'ighting the graph areas 55 to 57, the <colors of the

BET aphe &r8A 58 hkow bl mmybde) chmnged f whemnt bRe number became
surroundi ngs, thereby distinguishing the graph areas

adRihonddber| 0042k, O nthe Qiher fanth aMdn it Bile history
buttons 60 performng 20 simlar functions to those

g9£?5h§3@b?r%%%W5d§ P0G 1 A3 Qfbe bhEs fiikSt ggfther‘ when

een 31 are provided in the Ieft portlon of th

i?%%ﬁml?gi‘tﬁ@é’?ﬁ%%%%? Qﬂlbt gg BQfﬁsg %Sittﬂe third

W n coun uttons I SCUSSe

B LR R S%%é o) G E g i
t I t. B but 43

npRPEE BET SEr coTN R TS F avht TRt Re RSt eSpnd pgubf, the
1 BET butt 60B I BET butt 60

PiayeF SPBET SRRl LEnceor 3r<§esﬁﬂaﬁ§8d‘9$%n%ﬁ%u?aﬁyt fhe ball

t he bottomon the second
i6 dropped to which position of the roulette wheel 4 at. The

numbers are displayed on the 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 of the win count BET buttons 43 on
the first BET screen 31 are provided in the left portiocn 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. 9.

As shown in FIG. 9, the win count BET buttons 60 are made
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5 BET screen 33. [0046] Like the level 0 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 level 1 BET button 60B is a button
for betting on all of the nunbers indicated on the

nunber indication plates 14 beconm ng a wi n nunber
only once in the nost recent 100 ganmes. Like the |evel
up BETE ¢ ttarra3Q T thet ianse |l ikegthepuifiogouns BEE pythons 43
button for betting on all of the nunmbers indicated on
onhhehaufibest i BRIT cat 1 @Fn pllat es 1y edde@oREAgbatiion AlAbenr level
twce in the nost recent 100 ganmes. Like the |level 3
1BERT o t oon 4805, 4 Heevel el BEEBENthutt GPGO0Bnids aalevel 3 BET
button for betting on all of the nunbers indicated on
bhiecAustekh riendi-eahged Prakaheldoptdbetebagtanwmthe second
nunber three tinmes or nore in the nost recent 100
pii@aMes k@044, Each w n count BET button 60 is forned
on the left with a corresponding count indication
(Bakk61 indicating how many 25 nunbers correspond to
t he éET button in the 38 marks (nunbers) 28 In the

exaﬂptﬁggrﬂﬁ? jf%vé:i% BhT iﬂ?;ﬁé}%e@%%, 2eAkyL90098R®Shutton

the nu e nunbers not comng a win nugger at
b A ch U B BRI JORP RSB s cace
o% Wn(re] rrfgx%&r: :tLI\é\Ac.iJc_ga;Ljon plates 14 not becoming a win number
at all in the most recent 100 games. Like the level 1 BET button
43B, the level 1 BET button 0B is a button for betting 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 button 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.
{00471
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 display nodes of the history graphs 53
correspond to the win count BET buttons 60 on the
wheel betting board 32 according to the enbodi nent.
That is, the nunber not becom ng a win nunber at al
Ihnthdexmshle edeovn HG0 FI% .ga@nesncbheaspohdsetent hk0OO games,
| evel O BET button 60A, and none of the first graph
tBEé eaulbe £ 0o £ hthd Riuntbegraph tabeacdmi maf at heénhhahbey at all is
graph 53 on the wheel betting board 32 are lit.
1§hetBEOfhBmb et N8 rStBEEn URLWRISC B eldigh i LORA I rARIbSS disce is
not Iit is displayed in the |egend of the level 0 BET
8 bULE oM BB r20 £ TRRNHIRBE rREERHRAG rRy W Wit HRBLONGEvice is
In the nost recent 100 ganmes corresponds to the | evel

) n ' : f
1 ST S BB, In@nhokBE, LLESIGLARNY B SRS, Ol hr e
mhlchogghgr%hgﬁf:rst graph area 55 of the history

th?%ﬁh Fsli 4§ di splayed in the |l egend of the 25

hﬁ%g 1 BET button 60B. 29 The nunber becomng a win

[ r twice in the nost recent 100 ganmes corresponds

to the level 2 BET button 60C, _and the fjrst_graph .
ar ca BECAME W BRT BREBANAF Bt S6UmachePFBeof yont with

%:aph 53 are lit. Therefore, the state in which_the
af '%nq‘;,tgpﬁchematlcally show the history graphs 53 displayed

on the wheel betting board 32.

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 1it. Therefore,
the state in which the history graph 53 is not 1it 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 60B, and only
the first graph area 55 of the history graph 53 1is 1lit.
Therefore, the state in which only the first graph area 55 of
the history graph 53 is 1lit is displayed in the legend of the

level 1 BET button 60B.
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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 level 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 all [lit. Therefore, the state in which the first

graph area 55, _the second graph _area 56, and_the

t hi r dThPdpiee®SPIEMY R impipdey §Vapr B3 Hyemgpft recent
lit is displayed in the |l egend of the 15 |evel 3 BET

180t yames000r FOORONAThES, thRelavdd PnBWAilehtEas RPSt orpd the
graph 53 on the wheel betting board 32 is |lit is

fdirspl gyaohiares &9 egenchofs ddemdvgmapboanea BES dfuthenkistory
60 corresponding to the |l evel of each win 20 count BET
gbhaphdid 6@e Thier efthaxrefdre hehpl ayate het shishnthe¢ idrst graph
wi n count BET button 60, the player can also easily

awederst and tWhi €BcBEA grephbarka betoonthé ol sberwhgehkph 53
betting board 32. [00501 A cursor 59 indicating the

aBET1@keds5di sghagbadiRythbel edenpl 3¥eenhat 18088t BES button
di spl ayed on the wheel betting board 32. 30 A chip

rk 41 indicating the nunber of bet chips and the
sel ected BET area 52 so far is also displayed on the

Wh_eel Thg%ﬁr&ﬂgrbg gmf’gﬂ J%%%%ergitﬁﬁl %qm bRenore in
chip mark denot es the nunber of bet chips. For
tg)e(aan@éte’retcheenthiog 89:555 corresponds to the level 3 BET button
60D, and the first graph 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 1it 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 of 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 also easily understand
which BET area 52 to bet on from the wheel betting board 32.
00501

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 indication part 54) on the screen and presses
the area (the nunber) directly with a finger.
Consequently, the cursor 59 noves to the specified BET
RachdP FRrHEAThengl 6pEingr ddCe L WRRE T OF hBehnich i and the
buttons 47 (1-BET button 47A, 5-BET button 47B,
sedeBERd BETorm4EC, 52092 BEST st 8hs04BDsp lEvaceyp the wheel
betting as many chi ps as the nunber indicated by the
bahitti nBERcButd G2 .onTheenspbeirf idd¢PBEY <t em She Tehiretmark 41
using the BET width setting section 51, first the 20
dphayes spechiinkert hé BET ahtps52 For bexawpléi hehaunbhep mark
i ndi cated on the nunber indication part 54) on the
43ce€en phdcpaesneshet hguareas(the stuwberindiT@ctd yindicates
with a finger, thereby specifying the BET area 52 as

thhe eelt @n aGfert i thetond dittip Thenthé hguisbayeBl.
specifies any desired bet width by 25 pressing any of
(bBg13-wi dth setting button 51A the 3-width 31
setting button 51B, they-width setting button SIC, the

Lot DS TR L 181 3101 e A b Sekl g peceing
el S50 IR EH oS PUAR p P LG 0Eeh " LM BB 00SEL00 i
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.
Consequently, the cursor 59 moves to the specified BET area
52.

The player presses one of the unit BET buttons 47 (1-BET
button 47A, 5-BET button 478, 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 l-width setting button 51A, 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 chi ps 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
tinme). [0052] On the other hand, to bet using the win

count BET button 60 on the second BET screen 33, the

pl ayer presses any of the wn count BET buttons

sefid 189G RehtonekR, the praldeh setfiasbutspe BiCy ﬁéle Prwidth
unit BET buttons 47 (1-BET button 47A, 5-BET button

T8 1nT0- BETtont 1P 47Che 1 0BEItbusesh 12D but herethlE, the
betting as many chi ps as the nunber indicated by the

10niwtl dBET seduititron bort tdn BET, aredshéll Toridtpoddihgngobutton
the pressed win count BET button 60 (level 0 BET

Shat bdntG@AREreweith BETthuntt erct20n60B,. | Biel pR2aBET presses
button 60C, |evel 3 BET button 60D). [0053] Next, the

o@enbF ot ationt gETabaeRbhel 43yt Dibutheyn MO@,e6+-BET button
gam ng nmachine 1 will be discussed based on FIG 10.

4FEG. 180BES Bukkeskadicagrao-bersetietBhi 4ably shewebhebetting
control 25 systemof the roulette gam ng machine 1.

a%zmé‘ﬁysﬁﬂ\ﬁ\.’?)s' BsFi:ﬁ’e 0mbkhei haybatka Hgmcﬂg 8¢RI BETlbutton

a main control section 83 including a

o[ﬂaﬁ: ?éggg GP}'SJE§ %9\4@1{’1 @{%glelR?Ma %%etcli%le the bet

rou 4 and i 10 sa nnecte
wtilgi%hngltﬂer Ef}ggl 1, eCrE 'aogl%%a(lﬁ%% of BET areas 52 at the same

time) .
{0052]

Cn 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 player
presses one ¢f 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 number indicated by the unit BET
button on all BET areas 52 corresponding to the pressed win
count BET button 60 (level 0 BET button 60A, level 1 BET button
60B, level 2 BET button 60C, lewvel 3 BET button 60D).
[0053]

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

system of the roulette gaming machine 1.
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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
controlling the satellites 2 under the initiative of

the main control CPU 80 for advancing games. Furt her, _
t he nmaisnsbomry dn ERO .80 GsortheolroulB tf epigpming machine 1 1is
determination unit 84, a ball input unit 85, and a
mbaalel upcof | ®ctd ion asmittr 86 siestialnl 83 inclhdingubhenagn control
wheel 4 for inputting the ball 16 into the roulette
cwizeslo , 4 RopolgligCtary RAM S Daldd Ihd namldtecs artetl ed and the
wheel 4, and determining the win nunber correspondi ng
100skhe1bakkshoushnge 8£ 88 k3hd RizA nvBbal rod0stheibal B3 (see
16 drops. [0055] The ROM 81 is inplenented as

FS@M g9ndushr BEAPLY. S?SEem of oFnexaaplel 18802 Si T @Ss@ribed
program for providing the basic function of the

15quletite ganjsng machine 1, a programfor 25
controlling ﬁhe units in the roul ette wheel 4, the
ol %% for the BET area 42, 52 (the credit payout nunber
[ H' . ,
of 'chips responsive to a wn) , a programfor

under .the initiative

Che. P GOt o cegoR0, Caa habFF RBVTS| Ofie] O Ofpes of
ptrrc])?:e%tsq%rg rf;)aansdédtg]ne 51%41‘? Zstlc_ejn gg?r ielt)cl: .S,t osruepsplciheicP from the
satellites 2 and data and programs stored in the ROM 81 and
the REM 82, and transmits instruction signals to the satellites
2 based on the processing result, thereby controlling 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 ROM 81 is implemented as semiconductor memory, etc.,
for example, and stores a program for providing the basic

function of the roulette gaming machine 1, a prodgram for

controlling the units in the roulette wheel 4, the odds for
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bet. information supplied fromthe satellites 2, the ..
Wi n nunber data determ ned by the win determ nation
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 ganme 10 result of the nost
recent 100 ganes (for exanple, the win nunbers) as
the history data. [0057] The win determ nation unit
84, the ball input unit 85, and the ball collection
unit 86 installed in the roulette wheel 15 4 are al so
tbenmi® edree t4 mii2n toner giredPl gPayeRtt hautear t phe chips
of the player at each satellite 2 reaches one tine,
reapehgivei toteheiBET &ipmrgmpraflor30pngbodi inhetlieérstelilites
BET screen 31, the second BET screen 33 reaches a
29petdf ithepOsi tienitkasf ekanpk en copoidl QpUCE0 2/a3)d thhelike.
ball input unit 85 is driven for inputting 20 the
(bakk116 into the roulette wheel 4. Further, when the
rotati on speed of the ball 16 gradually reduces and

the bghl +46 Leses hhadcentbl Rugalsof @re@or=3 sy dmmes chip

the slope of the frame 11, and is housed in any ball

gel"fﬁjlflcgerEQ Lﬂ}:% 1148 Midh dakes it ot | P8s LQ'” tth%"'w;m number

et'erm nes t er 25 described on the nunb

diﬁgdl C@éﬁgﬂrﬂﬂlg&e |4n% rreﬁfﬁﬂgﬁ%%ﬁfﬁcﬁs&g lltPla.Lll 84, data

Using groove ouséd, and

I, det | h _
cepERED: noThiR r?ﬁa EaP?t t‘aﬁéﬁéi’?%#%ﬁﬁe%%g@éeg% Lk nain

cpg%iréit%em%@ g%gﬂ]éG f"l"lf?mfbﬁ? also sp.ores the game
result of the most recent 100 games (for example, the win
numbers} as the history data.

[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 2 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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Next, the configuration of the control system of the
satellite 2 connected to the main control CPU 80 w |

be discussed based on FIG 11. FIG 11 is a block
diagramto schematically show the control system of

the satellite 10 according to the enbodi nent. The 10
satellites 2 basically have the sane configuration

and therefore in the description to follow one

satellite 2 is taken as an exanple. [0059] As shown in

FIG 11, the satellite 2 is basically made 15 up of
thaibabbdy B0l ne dHe LRelnneybclid Hp 12 &ﬁdlﬁﬁéow%é: and
are installed and the nmedal acceptance unit 5 attached
tronshétsnlia deddyrrggnatrign kesulithéonilie Mggdy cgatrel CPU 80.
made up of a satellite control section 90 and severa
Theni phiee da ltachildest icthengat @6 liist drdvetr 6brsectlent 809 the
is made up of a satellite 20 control CPU 91, ROM 92,
babhtl RAME®3m The ROM X ithd nuhenentedvhasl 4.

sem conductor nenory, etc., for exanple, and stores a
[poegram for providing the basic function of the

satellite 2, wvarious prograns required for

cont rgbkt NgthbBe atf8ldurtat idn & dad teRteolanrgsthe of the
like. The RAM 93 is nenory for tenporarily 25 storing

sYBEh QUE PIe &ﬁhﬁécg@&atgn% Cha PRELALEQRS &/ 8B will be

performed by the satellite control CPU 91, the current

dg%gﬂh gfg;cagedovmﬁ%@ the, p 1h§eCQ' B1Rek %atl%tg%am to

I'story at W n nunbers

scpxemgglcarl%%en 100 GarES ont%%ci tlg%sltle%le o% [%go]satelllte

according to the embodiment. The 10 satellites 2 basically
have the same configuration and therefore in the description
to follow, one satellite 2 is taken as an example.

[0059]

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 89. Further, the main body 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 82, and RAM 93. The ROM 52 is implemented
as semiconductor memory, etc., for example, and stores a
program for providing the basic function of the satellite 2,
various programs reguired for controlling the satellite 2, a
data table, and the l1ike. The RAM 93 iszuemory'for‘temporarily'

storing various pieces of data on which operations are
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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 contro
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 operation. Specifically, the satellite
control CPU 91 executes various types of processing

based on nput_ sjgpal su ied fr contr ol
PeSLOraR S PNt hastre bt by GRS bCbarat FOA GREFRBE credit

pl ayer and the data and the rans 15 stored _in the
CRemtg.@walﬁai Pﬁethﬁwéeyeandtwaﬁgm%th%tﬁFec%Esﬁi% player,
result to the main control CPU 80 of the roulette
thanh byt omr date of tdeswinpewbgioy el the pretoreeenhd @ games,
the satellite control CPU 91 receives an instruction
agdgdle flida.t he main control CPU 80 and controls 20

t he peripheral machines making up the satellite 2 for
[@dvaicing the roulette gane in the satellite 2. The
satellite control CPU 91 executes various types of

procesakengEbasedf opmanibApbiuit tehgnal shpppagdatkasutben 23,
control section 6 in response to entry of operation

a8l the playebiandn e galaandd hPraiarpl siareforde (see
in the ROM 92 and the RAM 93 dependi ng on the

FREeCces Sé P8 LdPCect 38 dhamaialtditig tQé) _Rbhelr o@P@Pgl 91. Based
control s the peripheral machines making up the

oﬁaéﬁlciﬂélea@l Pls i \@ngh%%u%hgsr%ﬁ%m%gregggd etc.,

sat el ased on the“processing resul

Iﬂgt %%fee%_‘rtnbﬁg déchﬁ?%c?i e'&%&éltgor?grgfgf&{é@gt%ﬁﬁqrt@ g éh.sE’ecute

processing I n response t t he
tgfeocceosrsriensgpcggcﬁ)lﬁg operatlon. Specifically, 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, 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 91 receives
an instruction signal from the main control CPU 80 and controls
the peripheral 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 393 depending on the processing type.
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exanpl e, medal payout processing responsive to the win
nunber corresponds to the forner type of processing

and bet operation processing of the player on the

first BET screen 31 or the second BET screen 33
corresponds to the latter type of processing. 10

[0061] A hopper 94 is also connected to the satellite
control CPU 91. The hopper 94 pays out a

predet erm ned nunber of nmedals to the player fromthe
medal payout opening 8 (see FIG 1) in response to an
Thastatel l anestgnakofl ropP te coattalollist €heopérvbhet8lGRithines
91. Further, the inage display 7 is connected via a
mhikquigd upC Eyet aktdnilde ecor €oirt a@bahoihhethat ebhileete game in
control CPU 91. The |liquid crystal drive circuit 95

the 5BEe1YRtef 2ppRgeamiRAMe | &@@;@ssﬂ@% raguilfyewhich method
control CPU, work RAM a VDP (video display 20

t_ﬁ%oﬁgét%%rs)s’in\q deo +BAMe BLEroFREdPEREL R REVEST O eSeBdrmined
I mage control programand various sel ection tables

N A R e R S i S
tarEt I8 tPrelt FEOTE Sing LR &% oy mumber
SRR Bheid Rl BRI BART5: bl ot ion
RS B F LS, 0] AL PR e 00,0 e second
work RAMis inplenented. as a tenporar storz;% nmeans

BEJr SCRESMege CUMaBont §0 Braxsttit el t hePs napeProcessing.

control program The VDP forms an i mage responsive to
[ORé1di spl ay determi ned by the i mage control CPU

A hopper 94 is also connected 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
CPU 91.

Further, the image display 7 is connected via a liquid
crystal drive circuit 95 to the satellite contrel 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, fcr 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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and outputs the image to the image display 7. The
video RAM is inplenented as a tenporary storage neans
for the VDP to form an image. 10 [0062] The touch
panel 28 is attached to the front of the inage
di splay 7 as nentioned above, and operation
informati on of the touch panel 28 is transmtted to
the satellite control CPU 91. Through the touch pane
28, the player bets chips on the first 15 BET screen
31 or the second BET screen 33. Specifically, the
ippggerRPheridt e8CEREIRHGEN YhRRI 2B | ﬁ“’é‘é‘leecg‘?lﬁﬁr?ﬂ'ne program
BET area 42, 52, operating the screen switch button
p8ayviaeslangteredubnt themr dukanRA6 basrd phed rakpBakar set
bet width setting button (51A to 51G of the BET
ini théd setel hgtsextnonobIGPHrdssi Ageerck2RAB UL ganppfemented
the win count BET buttons 43, 60, and the like, and
abouch gmaretaopesadbragei mkansaticon tlset imaga tbedrod CFU to
the satellite control CPU 91. Based on the
ekabkaeeathen,irde: hednt ol oppagiran .of Thee VOBr fentns an image
player is stored in a bet infornation storage area
r23popk itvRer BAMI O STy efe tGeBSEd Yy ikt hehge28ohbeol CPU
bet information is transmtted to the main control CPU

af§: ouﬁgukgoéﬁb FMLbBero 8haouRdgauERYb16kT GUI tTI96 @idlec RAM
the above-nentionéd speaker 9 are connected to the

i§a£n%iérh§?’%g8rgg ql t%g&yg?l ﬁy;rr%tﬁ?ﬁé)&@iﬁ%ar% geRef L €HP to form

various ect soun ng-various effects

agg§%gg%q output signals fromthe sound output circuit

[0062]

The touch panel 28 is attached to the front of the image
display 7 as mentioned 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 {51A
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 contreol CPU 91. Based on the information, the bet
information of the current player is stored in abet information
storage area 93A of the RAM 93 whenever necessary. Further,

the bet information is transmitted to the main control CPU 80.
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[ 0064] The nedal acceptance unit 5 is al so connected
to the satellite control CPU 91. The nedal acceptance

.unit 5is a 10 unit into which the player inputs gane

medi a of coins, nedals, etc., in playing a gane, as
menti oned above. The nedal acceptance unit 5 transmts
a credit signal of information concerning the added
credit count based on the input game nedia of coins,
nmedal s, etc., to the satellite 15 control CPU 91. The
satellite control CPU 91 increnments the credit count

e player stored in an owned credit count storage
area 93B of the RAM 93 based on the transmtted credit
si gnalfuqidees] 20 ASCWRGWn GULFRIG €2rcufdé RARPO3 gyl the
provided with the bet information storage area 93A
dmvestiniihgponde beeakefrorymakicen cwinadleedukperithel ageellite
and the owned credit count storage area 93B for
cstrdriaig CPeStr editte countkconlegetyr ¢ bes playisruateffect sounds
present. [0066] 25 Subsequently, a main processing
ipregkangivatiwen g edlfettte b3fegan cgtpac irgall afkbmthe sound
di scussed based on FIG 13. FIG 13 is a flowhart of

dfgutowt etdei gage. processing programin the roulette
gam ng machine 1. The program shown in the flowchart
@foddiG 13 is stored in the ROM 81 and the RAM 82
included in 5 the roulette ganming machine 1 and is

execuirgd byedde ABL&yt £RPET8hiEPY 8Q a1so connected to the
satellite control CPU 91. The medal acceptance unit 5 is a
unit intoc which the player inputs game media of coins, medals,
ete., in playving a game, as mentioned above.

The medal acceptance unit 5 transmits a credit signal
of information 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 21 increments the
credit count of the player stored in an owned credit count
storage area 93B of the RAM 93 based on the transmitted credit
Signal.

[0065]

As shown in FIG. 12, the RAM 93 is provided with the bet
information storage area 93A for storing the bet information
of the current player and the owned credit count storage area
93B for storing the credit count owned by the player at present.
[00661]

Subsequently, a main processing program in the roulette
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[0067] When the power of the roulette gam ng machine 1
according to the enbodinent is turned on, first the
first BET screen 31 10 shown in FIG 3 is displayed
on the imge display 7 of each satellite 2, enabling
the player to bet a chip. Any other player can join
the gane on the way, and the roulette gam ng machine
1 according to the enbodi nent allows a maxi mum of 10
pl ayers to play a gane. 15 [0068] That is, as the

power of the r machi.ne 1 n on
SBRA A B Gce s‘fﬁéiﬁtﬁ%ﬁaﬁﬁsmfﬂmﬁlﬁ Sifmid, " Fre. 13
.machj %%IS ex ted and the bet period of the

léc%e%f%‘ﬁ arhe? E‘d&ﬂ %ﬁ@ﬁ”@a?ﬁoﬁleéfépgcaﬁoﬁéﬁ%hn the

desired BET area 20 42, 52 is started (S1).

r@H ehée penibg Mackinetled, The PFﬁQrBETSI%@%rngFBBhf%@WChart
50 for indicating the remaining time of the period

ofuFifHg WAi th sherplajerthaRBeBl andedihgr BAH 8éxienmdyded in
gradually to the right with the passage of tine. Each
theayeruljeditred ngambheg gmaehéar dpearad eis hexeoutkdpaneltig8 main
during 25 the bet period to switch between the first
cBR¥redr €U 3D .and 40 the second BET screen 33 and bet

his or her chip on the BET area 42, 52 associ ated

[ooeh it he nunber predicted by the player (see FIGS. 3
and 6) . The specific bet methods using the first BET

SCreephda ol pohR rseeat BEL18¢HeCHadBnd i i@ dYaccording
described 5 and therefore wll not be di scussed
t898h8. ed998Bhent is turned on, first the first BET screen 31
shown in FIG. 3 is displayed on the image display 7 of each
satellite 2, enabling the player to bet a chip. Any other
player can join 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 turned on, 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 1s started (S1). When the bet period is started, in
the BET timer graph 39, 50 for indicatin§ the remaining time
of the period during which the player can bet, a red graph
extends gradually to the right with the passage of time. Each

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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The ball input unit 85 is driven for inputting the

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

fact that a predeternmned tinme (in the enbodi nent,

the tinme until the 10 position of 2/3 of the BET timer

graph 39, 50 is reached) has el apsed since the start

of the bet period (S1). [0070) Next, whether or not

the bet period expires is determned at S3. The bet

period is displayed with the BET tinmer graph 15 39,

50. The red graph extends gradually to the right wt
t}ﬂ%es‘f:‘)‘?a%%@g%ng SEFREDS Fénﬁ?%egﬁgnélﬁeﬂro 5 SR O the BET

(S1). When the graph extends to _the rightnost. side,
atére 4ot Sgerfoacintelev i Ehrtenn gl Bxgpiedeq B@?‘%‘e player

20 Before the bet period expires (NO at S3), bet is ,
(see RGR. cendi AuousTlye wntgdi fie bedt mpéhpdd BRpnpeshe first

On the other hand, if the bet period expires (YES at
BBBcreerbal andl thiegpatond Bt pareend3 heesat e¢pfly glescribed

control sections 90 of all satellites 2 and an inmage
ah@ therefbeet wihat riche teetd ipenisxk@xpgais.i s di spl ayed

25 on the liquid crystal screen 29 of each satellite
[@pedisabling 41 each player from perform ng bet

operation on the touch panel 28. The main control CPU

80 tefdnades {diuPeinRenizod sandiveut puksigpbetiggdthe ball
signal to all satellites 2 (YES at S3) and 5 then

ecglyesnet il thote pf 4 t g2 pl BYBEdALrEABR fact that
léa?gk¥i?EQZEFggggﬁ%?ggq%Eg %rga 22, 52 ang t he njﬁ%er o @

pgédggérﬁlﬂhgé M me (in the embodiment, the 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 (S1).
[6070)

Next, whether or not the bet period expires is determined
at 53. 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 expires.

[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 S3), 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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the specified BET area 42, 52) (S4) and stores the bet
information in the RAM 82. If the player does not bet

on any BET area 42, 52 at the satellite 2, the main

control CPU 80 10 receives information to the effect

that no BET area 42, 52 is specified and information

i ndi cating that the nunber of bet <chips is 0 as the

bet information. [0072] Wile S3 and S4 are executed,

when the ball 16 input at 15 S2 rolls on the top of

the rqulette wheel 4 along the guide wall 18 and then

Sty E’&@é{qlbr?r%bé’@réprtmél%&elt Peegrddiet 1I9p thedhewsh panel
and the ball 16 | oses the centrifugal force, the bal

26 rolls down the slope of the frame 11 to the inside

and arrives at the rotating rotation disk 12 (see

FIG Zhe 2iThedditc1CRHI§¢ oammhwatesathenbdiisker2od and
and is housed in any ball housing groove 13 through
cuigpuicop aofbetthemuslienali ndi adtli ea tplldtia el Do utyFisdett B8) and
rotating rotation disk 12, and stops (S5). The nunber
tdesciriched verz bhe DuFbenatndncaritite lafer & each satellite
corresponding to the ball housing groove 13 in which

25 dg-ibmildd HET Sahwused, (30yaed She OQumbedbhrbBeemesips on
the win nunber. 42 [0073] Subsequently, after the

il | sé@ch?;lﬁeusﬁéjr' Arhe bal | sohoussng GhRoVEetddest Ne bet

mai n control CPU 80 drives the win determ nation unit

SAIA S B0 80, IR0 L S U por on any
B(E%B)a'rea 42, 52 at the satellite 2, the main control CPU 80
receives information to the effect that no BET area 42, 52 is
specified and information indicating that the number of bet
chips is 0 as the bet information.

[0072]

While 53 and 54 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 ball 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 outside the rotating rotation disk 12, and
stops (85). The number described on the number indication

plate 14 corresponding to the ball housing groove 13 in which

theball 16 is housed {anyof 0, 00, 1-36) becomes the win number.
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[0074] At S7, the history data of the gane result (wn
nunbers) of the nost recent 100 ganes stored in the
RAM 82 is updated. 10 That is, the nunber data
determ ned the win nunber at S6 is added to the

hi story data and the ol dest win nunber data is
deleted fromthe history data. After the history data
of the nost recent 100 games is updated, the process
goes to S8. [0075] 15 Further, the main control CPU
O.pﬁterrri nes whether or not the player at each
Metlite 2 wins the gane in the bet chip fromthe
bet information at each satellite 2 received at

and  RETAHIRTHOLE dot 6 B B L 5ol Fsbs, MpUG7e) inohe ball

Whet her or not the player at at |east one satellite 2 )
hQusiRhedBaRES| A3y heNSetmah pcpataet eFhiUndd Haskgednthe win
the win determnation at 58 (S9) If it is determ ned
deffmrnifeatpl ey epnihit 84t forade topeinangl vhiehonyppert ke ball
gane in the bet chip (YES at S9), the main contro

IGPU S heexenditias tHvarkh thlleethaihgng2sopeot8ssbnyefBoOyling to
In the award cal cul ati on processing, the 43 win chip
fgoirecogni zed for each satellite 2 and the total award
anmount of credit paid out to the player at each

gat®ellite 2 is calculated using the odds for each BET

area 42, 52 stored in the ROM 81 (the credit count

pai d out spertkBim)stSrpulsendanthy, gdhe MACESSWIeLSumbers)
to 511. On the other hand, if it is determned that
JYORGOhokRerecent 100 games stored in the RAM 82 is updated.
That is, the number data determined the win number at 356 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 58,
[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
5S4 and the win number determined at 56 (S8).

[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 58 (S9). If it is determined that the player
at at least one satellite 2 wins the game in the bet chip (YES

at S9), the main control CPU 80 executes award calculation

processing (S10). In the award calculation processing, the
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players at the satellites 2 wn the gane in the bet
chip (NO at 59), the process goes to 512. [0077] 10
At 511, gane result transm ssion processing of

transm tting signals involved in payout of credit
based on the award cal cul ation processing at S10 and
di spl ay change acconpanying determ nation of the win
nunber is executed. To pay out credit to the player
at the satellite 2, the main control 15 section 83

outputs the credit data correspondi.n tg t he award
VAU D16 PRECSRAENT TRT G o Tedddioh 2oBnaft ihEotal award
satellite 2 of the winning player. The credit data is.
aggyad ©é credrAMpraggl st e ddrenlaven f ¢3eh wianehiite 2
pl ayer. On the other hand, since the history data
ist opéduilntedeus20oRrakes2dds fpdacedhaBES7areneddi spfagtored
change signals of the imge display7acconpanying the
ihi stbey Rl@Ma &ipdattthar edadnsmcoued  peial | osat epekt eship) .
2. Specifically, signals for changing the color of
stibe elqenttilfyi,catHeoprowh catdons pas t SH2B on the first
BET screen 31, increasing or decreasing the history

gr aphoh3t2é ®fhéhensegondr BET iscieerradncandhupdabnegof the
the display of the 44 result history display section

playeds atethkanalihtiedesAb {AhSthhi §Bmet BB BhEIBEY chip (NO
da?a stored in the RAM82 is also transmtted to al

asakehlites %gl(il%%%goess A%%Sslgz' the ball collection

uni t 86 ins ow t rotation disk 12 is
[665%?” for collecting the ball 16 on the

At 511, game result transmission processing of
transmitting signals involved in pavyout of credit based on the
award calculation processing at S10 and display change
accompanying determination of the win number is executed. To
pay out 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.

On the other hand, since the history data stored in the
RAM 82 is updated at S7, 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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rotation disk 12. The collected ball 16 will again be
input to the roulette wheel 4 in the | ater gane.
Then, the process returns to S1 for another ganme. 10
[0079] Subsequently, a main processing programin the
satellite 2 will be discussed based on FIG 14. FIG
14 is a flowhart of the main processing programin
the satellite. The program shown in the flowchart of
FIG 14 is stored in the ROM 92 and 15 the RAM 93

Lo . lite. . ' _

reRPEE Bk 16 SR o phR i BlRS, lah SEEUSENLE At this
tel it t | U 91 det ] t.h .

SRET bt SR LT s EPasa S T R R B P pgmitred

7 i the first BET 31. T itch bet th

tPi%i@ §%f%§g§§§ﬁséﬁ§ggge?he secgnZWEE% sc?egﬁeQS, ?he

plaﬁer can press the screen switch button 34, 46 as
(484841 bed above. [0081] If the first BET screen 31 is
di spl ayed éYES at S20), 25 chip bet proqessin%
accor8tngléo Eme HakkicHErEcr@rmmL 89 1n5tgddfst hedow the
(S21). On the other hand, if the first BET screen 31
rpgagidondidgpkaydd iENIraves820pr nastkeygting the Saddnd® on the
BET screen 33 is displayed, chip bet processing
ratedridinngitsk flBe s®hendolBETtsdrbehl336i wipér &gemedbe input
(S22) . The bet processing on the 5 first BET screen
t31lchb24yunatdtehehbel priacadsi Ngter YamesecThen,BEke process
screen 33 (S22) are described later in detail.
returns to S1 for ancther game.
[0079]

Subsequently, a main 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 91.

[0080]

First, at 520, the satellite control CPU 91 determines
whether or not the current screen displayed on the image display
7 1is the first BET screen 31. To switch between the first BET
screen 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 S20),

chip bet processing according to the first BET screen 31 is
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[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),
speci fied bet count) is transmtted to the main
control CPU 80 of the nmain control section 83 (see
FIG 8). On the other hand, the main control CPU 80
of the roulette gam ng machine 1 stores the

transmtted t informati in the 1 M 82 a

p&é?&ﬁ“t‘?é% { e (B .tg%hQ%ggff PAPEr m'é%i gﬁe ?ﬁgﬁinﬁweacreen
to, the main control CPU 80 is stored in the bet

Silnt BFvet HoRPs BRI ArEs YR BEmERy  Raftds Facend Bigt screen
processing at S21 or 522. [0083] 20 Then, in the
3Podketierganeny mhdl hetilpracgamengsascardd®y ket Khehsecond
roulette wheel 4 and the win determ nation unit 84
BESeecke@n 853 det pemifvemerdnd SRi2n .nulther bebr pespendiing on the
to the ball housing groove 13 into which the ball 16
fdrepsBEAt s624ent bk (@21l Inanblethdetetr mumrkssitdien the second
roulette gaming 25 nachine 1, the credit count paid

BET storddie 3§ aysr2 atacaclesdbibasielbibe 2n ardadine

history data stored in the RAM 82 are received, and
olo@oecei ved history data is stored in the RAM 93. At

this time, as the win nunber is confirmed, the history

5 dat gubgcupdattad;, angk t Bos thesatelhitec?2 a0 information
receives the display change signals of the image
pibotRlRs 4 rAGEIRAY IS ddEing at S21 or S22 (specified BET
area 42, 52, -specified bet width (applied only to the second
BET screen 33), specified bet count) is transmitted to the main
control CPU 80 of the main control section 83 (see FIG. 8).
On the other hand, the main control CPU 80 of the roulette
gaming machine 1 stores the transmitted bet information in the
RAM 82 as described above (54). The bet information
transmitted to the main control CPU 80 is stored in the bet
information storage area 93A of the RAM 93 in the bet processing
at 521 or S522.
[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
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hi story data update. Specifically, the satellite 2

receives the signals for changing the color of the
identification indication part 42B on the first BET

screen 31, increasing or 10 decreasing the history

graph 53 on the second BET screen 33, and updating

the display of the result history display section 35,

45. [0084] Subsequently, credit is paid out to the

pl ayer based on 15 the information received at S24

and the credit owned by the player at present is

Saterldnidit et (328) thehBlstedivt dad@ntstostast e j he hpAM 82 are
owned credit count storage area 93B of the RAM 93 is
refveigetl amddchtt hsha e ad fd. s tdiy sibadle sésouied in the RAM
display section 37, 38 indicating the bal ance of the
%r.edit in the 20 preceding gane and the credit count

di splay section 38, 49 indicating the current credit

count Atdtlspkayiatk or st hiee iviageumihespl ay-oh fiseeed) Ghe Bistory
and 6) are updated. The player can know the credit

dewred Pydder o ayea ahupr esentsatellQ it dy Bk Pgcetfies the
di splay section 37, 38, 48, 49. 25 [0085] 47 The

NisP1AY clbspbayi ghal Be MthuBgeSaPep1 e £ be%bm?%ying the .

screen 31 and the second BET screen 33 is updated.

h%%%@rfj cRltY updahe .COISBECfofith%QLliyqerﬂtnief LGREh9Ate 2 receives
I ndi 31 i1s

cation part 42B on"the first ° BET screen

0! 00 100" 53, SALP SRS 5B caron
iﬁl%i&é::agg:orne%%lrtt 'll'zﬁt 8{1yt19eie Spiraytﬁclt is%q:e%Sri 3%5, i:'L%crealsing or
decreasing the history graph 53 on the second BET screen 33,
and updating the display of the result history display section
35, 45.

[0084]

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 (S25). The credit count
stored in the owned credit count stcorage 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, 49
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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[0086] In the result history display sections 35 and

45 changed common to the first BET screen 31 and the
second BET screen 10 33, the results of the wn

nunbers in the past ganes to the precedi ng gane are

listed. At the tinme, when one gane is over, the new

Wi n nunber is added to the top of the list and the

pl ayer can check the win nunber history of a nmaxi mum

of 16 ganes. The identification indication parts 42B

chang in. 15 display on the first BET screen 31 are

ol ac o e asgtust B sRb 2061 r EaponiRCENE T Tha LTSt BET
areas 52 each inside the nunber _indication part 54 _.
SRR 7 4 RberipARid Peds Faen 5y Ja%HPQP§edpar ppegffically,
the BET areas 42 where the sanme nunbers as the nunbers
the goloamf thed il erbpbajadi qidrstyparke? 2B on the first
identification 20 indication part 42B results from

B lsgdiersg t3e imubemgeidhditdat hds twat 42 5émenhéhBEFecond
area 42. The identification indication part 42B

BEAT reespendi i) i ihersnsdeérobedeor agsadw andnuhbedisplay of
(BET area 42) once in the nost recent 100 ganes is

ttlkangad 1t hiksptaydiepdayt sekitgbh Blsye dsasied wrddthed .

di spl ay change 25 signal received at 524. The

fodeyd)i fication indication part 48 42B correspondi ng

to the nunber becoming a win nunber twice is changed

in di gpl eieCOlol1t hyAldOWaiRYtNAEseckR®ns 35 and 45 changed
identification indication part 4ZB corresponding to

I ] i e r i
CErgnr:]:gug ir}:hcfl?sp%{]ga Wi B, DLT0E 4 égaoﬁht@hs%B d!' BET screen

ay color "5 to pin e ot her

3@%”%’11& t}eeéﬂlségrcyf %I@@%ié%&ﬁ@gggdihnthe past games to the

preceding game are listed. At the time, when one game is over,
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
0, 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 the most recent 100 games is changed
in display color to light blue based on the display change

signal received at $24. The identification indication part
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di splay on the second BET screen 33 are placed in a
one-to-one correspondence with the BET areas 52 each

i nside the nunber indication part 54 indicating the

nunber (see FIG 6) and each 10 history graph 53 is

made up of the three areas of the first graph area

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

area 57 corresponding to each BET area 52. In the

hi story graph 53 corresponding to the nunber becom ng

a W n nunber (BET area 52) once in the nost recent

WD PSS bn Qrﬁb%mWP%@%%ePe%@mFEEePV@HD afugbgr twice
the first graph area 55 corresponding to the wn
irunséanaed i £n | AleRdani s€BF9rgrBph BBLEGYr espBHAthgY, The
to the nunber becoming a win nunber tw ce, the second
igleapti Girest 1 &6 linslildatt djiom paldt 1425 cou relspoidisty ge dfte number
area 55. Further, in the history graph 53

bearomeisyap adv g rnmliehne thurleeo r eomniisgcROngedi In nidpdray color
three tinmes or nore, all of the first graph area 55,
toherisacond graph area 56, and the third graph area 57
corresponding to the win nunber are lit. After the

term oat it obthbe Rasor e sl sodpdatrephpr GESshé@ged in
(S26) descri bed above, the main processing program 25

dl@pﬁl'?ﬁ; sat hbi €cdnd BEKisledert93[ P87 1 DS BGUANEhY¥ - to-one

bet proceSS|ng programon the first BET screen 31

t t e \ b c e
basedSF Fe?%\:@l‘%%él%@1%@S§%$$o%%%%ho$nsgﬂé HRe Humber

191&1‘1%%%&9 Brr‘%géﬂnitrﬁ&%%‘&ﬁh tsk‘%e %E;ﬁ%g Q%% B}IGTh@ éznd each

program shown In IS store

h'l%ttohry grap%z %1 is made up of the three areas of the 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 324, the first graph area 55 corresponding to the
win number is lit. In the history graph 53 corresponding to
the number becoming a win number twice, the second graph area
56 is 1it in addition to the first graph area 55. Further,
in the history graph 53 corresponding to the number becoming
a 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 lit.

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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the RAM 93 included in the satellite 2 and is executed
by the satellite control CPU 91. [0088] 10 First, at
530, the satellite control CPU 91 determ nes 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 91 goes to the second BET
screen 33 (see FIG 6) (S38) . On the other hand, if
the screen switch button 34 is 15 not pressed (NO at

%ﬁRT the satellite control CPU 91 goes to 531. The

A betting board 30 |ike a conventional table

betting board with n s, and marks arranged on
squar églh%qltﬁ%tﬂe é‘%?P%Fep’F‘P?%%SBIE? BEPEEAM3EN shg Tirst
t he pl ayer bets a 20 chip based on the table betting
B@é“arﬁfls%ﬁreséi) SesetFI&oc%)ss@h982@53@pté40maabove will be

"straight up,"” etc., on the first BET screen 31 is
ddiscasde & haeedang FEGr el or e BHG! ldotsbe Ti@ecsaet of the bet
again. [0089] Next, at S32, whether or not any of the
pwioT ec@Intg BEFog2om bem t the 43rdispEdyedreernt Bé .i nfije program
display 7 is selected is 50 determ ned. That is,
shivetrhén ahendfoaphaett bleFlevel50i BELobed tion BFARME2 and
| evel 1 BET button 43B, the level 2 BET button 43C,

tole RA® bevehc3uBEH bittke 43tr15isel 2adfd iiss executed by the
determined. |f any of the win count BET buttons 43 is

sseleqatiad (bt At1 S82Y 915 the process goes to S33. On
the other hand, if no win count BET buttons 43 are

($®leeqt ed (NO at S32), the process goes to

First, at S30, the satellite control CPU 21 determines
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 921 goes to the second BET screen 33 (see FIG. 6)
(338). On the other hand, if the screen switch button 34 is
not pressed (NO at $30), the satellite control CPU 91 goes to
531.

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 on the table betting board 30 (S31). Bet processing
(831) of usual "straight up," etc., on the first BET screen
31 is already known and therefore will not be discussed again.
f0089]

Next, at 532, whether or not any of the win count BET

buttons 43 displayed on the image display 7 is selected is
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and 1 to 36 are 10 selected in response to the |evel

O BET button 43A, the level 1 BET button 43B, the

| evel 2 BET button 43C, or the level 3 BET button 43D

sel ected at S32 are selected. This processing will be

di scussed based on the case where the level 1 BET

button 43B is selected at 532, for exanple. 15 The

| evel 1 BET button 43Bis a button for betting on al

of the BET areas 42 with the nunbers becom ng W n
defeperingd y Todde isn tfethat eecerk any fgﬁn’é%eaéevel 0 BET
descri bed above. Therefore, at 533, the satellite

begirono 38PULD ¢ Js,@ﬁq:bh?e@Et’Ihéuﬁit@moﬂ?Bdatlae ofetde WBRT button
nunbers in the nost recent 100 ganes 20 stored in the

4RAM 63 the hewbér3 BET dmitrigpra A8Dn isusbéecarldy i sodetermined.
and selects all of the BET areas 42 corresponding to

Itheny faintd enuihercunt BETheut evak 43 BsTsbletoad4B8¥E s taes32) ,
| evel 2 BET button 43C, or the level 3 BET button 43D

the pebeelsedgddkew $82.heon2bheabehkict RagaNt K8l n6PWiAlcount
searches the history data stored in 51 the RAM 93 for

BRUMBALS oRQt 4bece BE13Wel Nwaber 823l | thRUBRBESss goes to
becomi ng a wi n nunber tw ce, or nunber s becom ng a win

gAynber three times or nore and selects all of the BET
areas 42 corresponding to the found nunbers. 5 [0091]
[@E%§§4, t he nunber of bet chips (bet count) on each

Al]l corresponding BET areas 42 of 0, 00, and 1 to 36 are
selected in respoense to the level 0 BET button 43A, the level
1 BET button 43B, the level 2 BET button 43C, or the level 3
BET button 43D selected at S32 are selected.

This processing will be discussed based on the case where
the level 1 BET button 43B is selected at 832, 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
once 1in 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 only
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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area 42 selected_at S31 or S33 is set. The player

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 on the

specified BET areas 42. Chip marks 41 each indicating

the nunber of bet chips and the sel ected BET area 42

so far are displayed on the table betti ng board 30,

and the nunber displayed on the chip

thgdRaM ek fPﬁeW%%?é? Tit BEECBANESA ww pg@éerlf@ ad)l, ppmbers
the player operates any win count BET button 43 to
bgepmifmige achip WaRRen1twicei spr AyBP it Heeanifsee win number
i ndication part 42A (see FIG 17) . That is, the

tpirapgert bee¢s om aldresehndt e lBET andds A2 ige SETaiggmas 42
up." 20 The bet information based on the processing
cozpecpored nBED arlea #Qundpecinbeed.bet count) is

stored in the bet information storage area 93A of the
[BAM193 whenever necessary. [0092] Next, at S35, the
satellite control CPU 91 determ nes 25 whether or not

the Bit goafi fHBtm&Hb@bltéﬂfbé’@ d}ﬁﬂgeﬁﬁ&dcoﬂaﬁ) 224 BEEh BET
confirmation button 22 is installed in the control

a$e&t h@nseﬁe@\?e@hé)%jlno@ 83 isan 9 amfh i3 A Upk@Bses one

pressed by the player to confirmthe bet opération

oToENEIER St PO o Satsen? (@R ukon 360
1§§%thutton360,IOO—BETbuttonBGD),therebybettlngasnmny
chips as the number indicated by the unit BET button on the
specified BET areas 42. 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 42A {see FIG. 17). That is, the playerbetsonall selected
BET areas 42 as "straight up."

The bet information based on the processing (specified
BET area 42, specified bet count) is stored in the bet
information storage area 93A of the RAM 93 whenever necessary.
[0092]

Next, at S35, the satellite control CPU 91 determines

whether or not the BET confirmation button 22 is pressed. The
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the bet is.confirned (S37) . After the bet is

confirmed, 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

i ndication plate 14 corresponding to the ball housing
groove 13 in which the ball 16 is housed on the

roul ette wheel 4 starting the game, the player wns

the gane. If the player_w ns the %ane‘ the credit ,
BEGi aPRTiempsAsmvBUESORNE? dunbBF tafl lerel Bdiha sogrhyssl section
are added to the credit owned by the player at present

&2 5Nomag4FIFE . thenBeT asvhisradiitdiwrbnresgesdoby Shfpplayer
pressed (NO at S35), subsequently whether or not the

toi pendarimnghehbeh eperalopl agenenan detsSIikpia 6S4i described
deternmined (S36). The tinme during which the player can
aletvei.s i ndi cated on the BET tiner graph 39 provided

in the upper portion of the table betting board 30.
[Olo@3BET tinmer graph 39 is a graph for indicating the

remai ning time of the period during which the player

can betr, t 126 BRTdcbhei kR tabatbuexdenrdsi gradialdy (Yastdesss),
right wwth the 53 passage of tine fromthe gane start

thieBe tVAGN LRE 1G5RRN (seXtiendg it Re el LRt ABSEosiFd@med, the
the bet tinme expires. [0095] If the time during which

p%%%eeﬁly?ﬁﬁ?l%%ﬁge%%oﬂ@%@%teteé%ifg%&i%ri NQ at31S3@) 534, etc.,

t1mer graph oes not yet extend

beF o thieIRLIRShabdfs {18 PLOCESSEL &L YHIS Hek 381cof?Y rmed,

when the player has bet on the number described on the number
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
(325} .
[0094]

If the BET confirmation button 22 is not pressed (NO at
S$35), 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 3% 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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again bet processing is nmade possible. 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 other hand, if the

time during which the player can bet expires (YES at

S36), the bet is confirned according to the current

bet situation (S37) . After the bet is confirmed, the

bet processing programaccording to the first BET

screen 15 31 is exited and the processing routine

RRITAIR P6 CRBENELP™ prbRed8PRg SH133dr amif - t ndhen the graph
satellite 2. After the bet is confirnmed, the player

SHrRAS pe f Bren ThehbBpsspéidei -othd s Tine 5301 ERS: |
before the next gane is started. [0097] 20

QUitEhuent |y, the bet processing programon the second

BET screen 33 (see FIG 6) at S22 nentioned above wi |

be dikttksddnmdediog wiGh tbe et €ansbat dosachat expire
of the bet processing programon the second BET

Q0 eeh BB6) ,Theame dgr abt shewBETNttherf hewphant dobelsl Got yet
16 is stored in the ROM 92 and 25 the RAM 93 i ncl uded

ditdie t5Atdld irtigh2monrd ksdexeedHbedrbyetBere®drns to S31, and
satellite control CPU 91. [0098] First, at $S40, the

atﬁ%liefﬁ biep OREEQE nGRY ShadebsEriBes. VReIdAr t8lsTWHescribed

e screen switch button 46 is pressed. If the 5

atd na§$'i Ll I ON BE %)r%rc‘:‘e%%ﬁqké\( abesé@rféﬁﬁed on a
satellite control CPU 91 goes to the first BET screen
p%.luéasfletflcg‘:f gclints of the table betting board 30.

[0096]

On the other hand, if the time during which the player
can bet expires (YES at 536), the bet is confirmed according
to the current bet situation (537). 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 c¢f the satellite 2. After the bet is
confirmed, the player cannot perform the bet operation at 531
to 534, etc., before the next game is started.

[0097]

Subsequently, the bet processing program on the second
BET screen 33 (see FIG. 6} at S22 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 nrrogram

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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(S51). On the other hand, if the screen switch button
46 is not pressed (NO at S40), the satellite contro
CPU 91 goes to 541. 10 [0099] Next, at S41, the

pl ayer selects the BET area 52 on which a chipis to
be bet according to the wheel betting board 32

di spl ayed on the image display 7. To select the BET
area 52, the player uses the touch panel 28 attached
to the screen. The 15 player presses the correspondi ng

BETL af §¢ %%ngégﬁﬁghgggu indi cation part 54) with a
t

I Nger, e cursor 59 noves to the

%égg spondi ng BET area 52 for selecting the BET area

hen, the process goes to 542. [0100] 20 At 542,
whet her, or not any Wi n_count BET buttons 60 .
di spl &y&d ton &thedi Onagé%ﬁéﬁleéyll?ei §ogdiredt &Y ¢1 determines
determined. That is, whether or not any of the |evel
"SRR ort BALEDRS SHeeen eitch PET tout d6nisoBessrd. If the
| evel 2 BET button 60C, or the level 3 BET button 60D
Soy esgl eptiédh buliéver 46 nistl priefssady (TESt 4k S G 25 heogatellite
BET buttons 60 is selected (YES at S42), the process
apodsro 55 R B Joddn tdnetlne hEirdanBETI Ecneeni Blcdeee FIG. 3)
BET buttons 60 are selected (NO at S42), the process
(@@ds .t 00B44he 010k AkhdgorfeshengdcheeBEEwdreas ba2ten 46 is
0O, 00, and 1 to 36 are 5 selected in response to the

nlogV elr @ sBET (ot ensH0A, the d£vel 11ide BEInOBbl ap®lB, goes to
the level 2 BET button 60C, or the |evel 3
S41.
[0099]

Next, at S41, 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 S42, 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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BET button_60D selected at S42 are selected. This
processing will be discussed based on the case where
the level 2 BET button 60C is selected at S42, for
exanple. 10 The level 2 BET button 60C is a button
for betting on all of the BET areas 42 with the
nunbers beconm ng a win nunber twice in the nost
recent 100 ganes as descri bed above. Therefore, at
the satellite control CPU 91 searches the history

$43,

a of the w n _nunbers jn.the nost recent nes
55350, S TG d ol TnTIRbREE SERBRER i irrs 60 are
nuynber j an elects all of the BET are 52
B Eashf s E044E EbR S naRber S5 Hne Tbvel o
BET hutton 60A, the level 1 BET button 60B, or the
H0&Pdl 3 BET button 60D is sel ected, |ikew se the 20
satellite control CPU 91 searches the history data
st or e@llnCPRECRBNNGE NoPERumbeRrs dtohéoofPngaBdwl o 36 are
nunber at all, nunbers becom ng a win nunber once, or
sedelsdesl bacsashgnsewtn hbebkevel i &ET ihvds oy 60dye taedlevel
selects all of the BET areas 42 corresponding to the
1f BEAdbnatrbar €0B25thel02ve362ABEFAbpttha $8Cel birt €he level 3
control CPU 91 determ nes whether or not any of the

BEAt bwitdich SEID | 3w et édnst S5IA2t arbleeilecpreessed. The
bet width setting buttons are seven types of buttons

of thais-weltbssehtiwidl Pobt@Nsbldselifa Fedioft the case where
setting button 51B, 5 the 5-width setting button 51C

thie 1évei1dibh pgat thite Jitdn S Re1dbee§- WM di b2 setbiNgxample.
button 51E, the 11-width setting button

The level 2 BET button 60C is a button for betting on all of
the BET areas 42 with the numbers becoming a win number twice
in the most recent 100 games as described above.

Therefore, at S43, the satellite control CPU 21 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

corresponding to the found numbers.

[0102]
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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 respectively. [0103] If any of
the bet width setting buttons 51Ato 51Gis pressed
(YES at $S44), the bet wdth is changed to the bet
width defined by the pressed bet width setting button
($45). On the 15 other hand, if none of the bet w dth

setti tto 51A to,.51G ar e ( at 44

The. alfeaiy cBhBp  BEE Tk BERCTEEr BE AT ook o) Srgbiticsy whe thex
for bettin S46), Basically, the revious bet w dth
%rePPFr?élycBgt‘%(}ﬁﬁPB@té&l %SSE¥1%‘J§{LH‘3 2odh ?%g’lﬁ Lyeressed.
Tfresses a different bet width setting button from 20

e Batewiiglidh 59t ke doBetonf deheseeVRRgtFREBORE Prgtons of
bet wwdth is set to 1l in the initial state just after

threl pridithi setuingduidipn Than, theé-pricddssefbésgtipatton 51B,
547. [0104] At 547, to bet on the BET area 52 sel ected

tdte S4widtboseli hgng 26 tttont héChethavi7di didt sat t $4§ lmatton 51D,
546, to bet on the BET area 52 57 selected at $41,

t83 o-tvhisdtiudert nig Beb t cobnpS1Bn the BEFTwadéh sB2tiisig button
set. The player presses one of the unit BET buttons 47

17, Behd ihieon 54 %A.d thr Bk thiid ontddsn 5hlr BEbJidddrnin the BET
47C, 100-BET button 47D), thereby betting as many

wikiths st thggneeberioh iddi gat gdsby ibbe WHvBETeREbE @Ag the
on the speci?ied BET area 52. When the player sets

gt et v bR WGy Ohehhecbat, vwdth 7 9, 11, and 15
respectively.

[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 (S45). On the
other hand, if 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 pressed bet width setting button. The bet width
is set to 1 in the initial state just after the power is turned
on. Then, the process goes to $47.

[(0104]

At S477, to bet on the BET area 52 selected at 541 according

to the bet width set at 545 or S46, to bet on the BET area 52
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setting buttons 51A to 51G the player presses one of
the unit BET buttons 47 (1-BET button 47A, 5-BET
button 47B, 10-BET button 47C, 100-BET button 47D)

t hereby betting as many chips 10 as the nunber

i ndicated by the unit BET button on the specified BET
area 52 (on a plurality of BET areas 52 at the sane
time if the bet width is specified other than 1). If

t he pl ayer operates any wi n count BET button 60 to

h hi

ssethee(ﬁt cf“éﬁ: Lf%l gﬂ éég%ﬁtﬁl%e? ?boeg]tr}qé}tl gT ar a %%T area
I t d BET 52

% FE g %ﬁasﬁiﬁyéﬁﬁéﬁma@m?fﬁi aéa E%%rf fudtons 47
and t he sel ected BET area 52 so _far

an ?%Ta%ateﬁ 4 He wrSET Ppken r%‘g%oéPaB@é" b%*aowé ¢, 100-BET

nunber di splayed on the chip mark 20 41 |nd|cates t he
oisey HfDbet tEREESY Rt HCH. a8 A VIsFhirFhas peie number
i nformation based on the processing (specified BET
imddzatza bypbbefurdt FRT Wudtien spetheisreebfled FRT area 52.
stored in the bet information storage area 93A of the

WRAN| 8Bewhéngeer setiecthsadryt REI{R10SInSamextf tite 548, width
the satellite control CPU 91 determ nes whether or

seatt irthe bBET o@nbiLANMed 150G bitthicop 1 2R eirsppeeseedondhef the unit
BET confirmation button 22 is installed in the contro

BREC At orfs a57 SNOVBETNbELESn 17and S9-BET Bist oRUE BN 10-BET
pressed by the player 5 to confirmthe bet operation
rsegdengecat 1 $4lpt e bt sleagn)hedhe288YEretting as many chips
as the number indicated by the unit BET button on the specified
BET area 52 (on a plurality of BET areas 52 at the same time
if the bet width is specified other 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 543 (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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If the BET confirmation button 22 is pressed (YES at
S48) , the bet is confirned (S49) . After the bet is
confirmed, the player cannot performthe bet
operation at S41 to S47, etc., 10 before the next
gane is started. On the other hand, if the BET
confirmation button 22 is not pressed (NO at $48),
subsequent|ly whether or not the tine during which the
pl ayer can bet expires is determned (S49). The tine

dur ot oh L her bl BEE EAL Dot L scL0Bl 6310081  BBedEnines

BET ti nmer "graph e upper portion o
h e ttin I [ I 50, i
8 OB T B RE R et e IR o S SRR STB L. e
i od_during whjch the _nplayer c bet, and the red .
B ARk EBAGL By BanAPRY23 B HESERQES Whihe FeTHAcdagection
of time fromthe ganme start_tinme, Wen the 20 graph
GeR® SRR 41t RECPT glmaﬁlﬁis? aidjés 3 RSN PrRESELHPY dere player
[0106] If the time during which the player can bet _
tgoesnAat ek prreet (QErRAt SgD)seqaderg, at fS4hdBET /t AfsFribed
raph 50 does not yet extend to the rightnost side,
;émyeprocess returns to 541, and 25 again bet
processing i s made possible. As S41 to S47 descri bed
59 abdvetlae 8ETepeaf ddnabebnprotiessi2Rgi s ardrs b ¥BE6med S48} ,
on a plurality of points of the wheel betting board
tB2. be@1Q%] con ftitmeat herd Nandafitkert haet bee dar cogfirmell, the
the player 5 can bet expires (YES at S49), the bet is

pleRfelr KRG NBAC YedifGm tthd B tCupeenit kel ad tuat tens4?, etc.,
(550) . After the bet is confirned,
before the next 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 (549).
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 to the right
with the passage of time from the game start time. When the
graph extends to the rightmost side, the bet time expires.
[0106]

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

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

agalin bet processing is made possible. 2As S41 to S47 described
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t he player cannot performthe bet operation at S41 to
547, etc. , before the next gane is started. [0108]
10 As described above, in the roul ette gam ng nmachi ne
1 according to the enbodi nent, the win count BET
buttons 43 are provided on the first BET screen 31
where the table betting board 30 is provided and the
wi n count BET buttons 60 are provided on the second
BET screen 33 where the wheel betting 15 board 32 is

ancR)’é dede $@plhated, henpt aﬁ%ﬁc%@%lkﬁ O ahk ?E%fc?fr?@é on a

2, 52 corresponding to the sellected w n cou rom

ll"tﬁ:alvtﬂtflsher > Orlll?t:§t§%ytﬂ@t & egét %%t@?&lté; b%caefg 315)0

ganes e e vari e
Qeﬁtalnnent can be |ncreased, SO that t he pl ayer
oes not lose interest in playing ganes. 20 Since the

pl aye seI ct and pbet, on all .of the. K cor in

BET aPBad o088 fafaRcy; i t@&nﬁllf“@afie‘ﬁlélﬁet"’ ntheeBrayer
not reqU|red Accor di ngly, I s made p033|ble even

P betthgxBddicitndr Bt atheodul éneePgani AgcaRéAIrREd sccording
easily bet. [0109] 25 Further, the second BET screen
t93the CREHRRG et P it bkl S560 -bebfE Ay Wrnbataz cepfirmed,
that the player can recognize the arrangenent of the
thenbba v £ Adiaratd opepifarasthe badt apkirpt idnspt &fddtors4heetc .,
roul ette wheel and the wheel betting board 32 in

beifousl tdesopixt igame 1 sbehtether. Since the history

5 graph 53 is displayed on the wheel betting board 32,
{iottoisg made possible for the player to predict the bet

area to bet on based

As described above, in the roulette gaming machine 1
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 buttons 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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on the placenent of the nunbers of the roul ette whee

4 together wth the win count for each BET area 52,
and the variety of the game entertai nnent can be

i ncreased. 10 [0110] Further, the screen switch button
34 is provided on the first BET screen 31 where the
tabl e 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

phatinkp HBeral ayer ean sMmhichihet peaRethechir steBRhize the

screen 31 and the second BET screen 33 for di spl ay by

a&rr% nr{ﬂqeoi‘crtﬁ?@ gﬁn{b%l} ?Efﬁegt%%{_nhg&liﬁég) 14 actually

Accor [ I's ma possi yers t

dq%(iaﬁvéweﬁ othe 1} aebl dﬁﬁéﬁ@%lﬁ%@{ I?(Q E‘HQ Qﬁéei‘" BQBFFeprgoboard

ti'ng oar madé ™ possSi
et .20 various denmands_of .pla %plll Int .
3 oarlevtlsuain?ﬁa%@ﬁ.lﬁ& PSR gt trnesihde' ERe history
t er c the win count, BET
B aPonS 1551 60 Bl 65t R8I AT e W@Pﬁrgeggrnjgt is made
sectiqn 51 on the 25 wheel bettlng boar d
PREGHOISNIPE tihe RIAKAT hér PRBAREE. h%PeﬂwéFé*FioF@ bghen based
pl ayer can enjoy various gane forns and the gane wl|
opf thaplgicapmanicah e phidbsdsedl Tho roplettieswheebd together
understood that the invention is not limted 5 to the
wdsdcithiec wamb odivmentf atheraadt BEM amed obd, i apdovbaenasjiety of
nodi fi cations, and changes may be made w t hout
tepgamengrfteorhainment can be increased.
[01103
Further, the screen switch button 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 secticn 51 on the

wheel betting board 32 in addition to the usual bet manner.
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the spirit and the scope of the invention. For

exanple, in the enbodi nent, 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 the nost recent 100
ganmes, but the win counts corresponding to the buttons
are not limted to the nuneric values and the buttons
may be set to various nuneric values of the win
counts. [0113] 15 The win nunber history stored in

Thiee RAMSB2:h8Fp 1 Sydbtcar] eAlibgdvd Oi dhe dHisd dbymisnahlehe game
nost recent 100 ganes and the wn results in a |arger

Wlunbeyr afhgHEsydmyche 5&0igeragskRe history data.
For exanpl e, the history in the nost recent 300 ganes

My ge stored. In this case, the win counts assigned
20 to the win count BET buttons 43, 60 are changed to

thoseIE'REQ?bf%ﬁ?nhggs%%ggnEhge tﬁQQHJ Qloﬁtuﬁno%ng+mited

9 or nore 'nthe e ment , mnn count

t%u%hgng égifgg %ﬁgodgﬁél%ggggﬁgraseascggggohg 1m%rov%ments,

corresp al eas

Wi N of each ny nmber, but .the invention
mﬂ%ffl s e SROuENAPaPBaM o madh Hh Sl AEPREF 1D £rom
uttons ., 43, 60 may assigned, the w n cqunt ranking,
c PP ith&nd ridte ?%OH?%n‘i’ﬁ pP&céB8VePkdCEtth to 20th
places 21st to 30th places, _and 31st to 38 places in
the dESEHHATRLSr ddy tg? FROH Felburithe Fiprepmph SRS Ruttons
nunber history data. At this tinme, when the nunbers
1Rav €& CheRBhE taomhﬁ b &o U Sank ninberdol ai mege from the

win number history in the most recent 100 games, but the win
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.

[0113]

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
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.

[0114]

In the embodiment, the win count BET buttons 43, 60 are

designed for selecting the corresponding BET areas 42, 52 based

simply on the win count of each number, but the invention 1is
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t he newer nunber is assigned the higher rank, snooth
ranking is nade possible. As the win nunber history
data, data of the color 10 determ ned for each nunber
(for exanple, red, black, green) may be stored in the
RAM 82, 93. In this case, a color specifying button
i s provided, whereby the win nunber history data
condition can be defined in nore detail, so that the
bet node intended by the player can be executed by
t 3 I I
SR Rbeo e Mk nbs: i st foufiy Raf buttons
n | l.yral | f r f | gt ter
49 % &glyaggslig% cf)éh% wis eouAEe k)%%.gllg’ur UG, a8k ¥nhe first

réans Famng a\Mn ar rom
et _are l.a ncl udi bettin
tk?o thf%llfacaisSp W @8:15%&”2?5% P;af)fesbe?g%?eté% 3@&#}?@&6098'
nme narks as, the urality of nmarks .
a&%aggﬁgo%op"r? ﬁ&&leé"t te éiie—scac‘— REOEGF IBANERS gfin counts
selectlng a bet area displayed on the bet area
tgogp | e ngdRsnuEbeat et ¥ odabet t i A§ dhdsnet Vg uewen the

the bet area selected by the selection neans; a

NHPPEgISy arer RgEomean sy N ietiele Aot e e ynunkgr stfotiings, if
a plurality of lottery results as history data; a
t§@aﬁ@we¢ondmbbanlgehesuQnﬁdnéhﬁshigherudang,asmbnth ranking
count bet button, for selecting a search condition
isomeetenipog il ed n

As the win number history data, data of the color

determined for each number (for example, red, black, dreen)
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.
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frequency of each mark; a search neans, including a
processor, for searching the history data based on

the search condition; and a conditional bet nmeans for
betting a gane value on the bet area corresponding to

the search result of the search neans. 2. The roulette

gam ng machi ne according to claiml1l, wherein the bet

areas are formed based on marks placed like a 64

wheel in the sane arrangenent as the marks placed on

whhe 18 omlztMeEn wigeel . 3. The roul ette gam ng machi ne
according to claiml or 2, further conprising: a

first change neans for changi ng the arrangenent of the
marks form ng the bet areas from wheel -1ike

ar r angenent rb@l et datrihk@a dh v gemprtisiagd a second
change neans for changi ng the square-|like arrangenent

di sphayedldyropeialli bg whecH id Pluehange SPamsrkd @reh@laced;
wheel -1 i ke arrangenent. 4. A roul ette gam ng machi ne
substapbtoéty rnshebei abei e deser mher, ¥l the plurality of
reference to the acconpanying draw ngs. 65
marks;

a bet area display means, including a betting board, for
digplaying 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 value on the bet area
selected by the selection means;

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

a search condition selection means, including a win count
bet button, for selecting a search condition concerning the win
frequency of each mark;

a search means, including a processor, 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 search means.

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
square—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.

4. A roulette gaming machine substantially as

hereinbefore described, with reference to the accompanying
drawings.
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