
US 20020050683A1 

(12) Patent Application Publication (10) Pub. No.: US 2002/0050683 A1 
(19) United States 

Hirota (43) Pub. Date: May 2, 2002 

(54) NETWORK PACHINKO SYSTEM, METHOD 
FOR PLAYING NETWORK PACHINKO, 
RECORDING MEDIUM RECORDED 
PROGRAM FOR EXECUTING NETWORK 
PACHINKO, AND APPARATUS USED IN 
IMPLEMENTING NETWORK PACHINKO 

(76) Inventor: Takeshi Hirota, Suginami-ku (JP) 

Correspondence Address: 
SMITH PATENT OFFICE 
1901 PENNSYLVANIA AVENUE N W 
SUITE 200 
WASHINGTON, DC 20006 

(21) Appl. No.: 09/898,466 

(22) Filed: Jul. 5, 2001 

(30) Foreign Application Priority Data 

Jul. 7, 2000 (JP) .................................... .. 2000-206721 

7 I PACH I NKO 
HALL SERVER 
[] 

Publication Classi?cation 

(51) Int. Cl? . ........................ .. A63D 3/00 

(52) US. Cl. ................................ .. 273/121 B; 273/118 R 

(57) ABSTRACT 

The present invention provides a pachinko system for play 
ing a virtual pachinko game via a network. A player may 
obtain a pachinko game program in the form of a CD-ROM 
or by downloading the same program via a network. When 
a player activates the pachinko game program on their 
terminal, the player terminal is automatically linked to the 
network and starts communicating with a pachinko hall 
server. The information on the player is registered in the 
pachinko hall server. Avirtual map representing information 
on each location of pachinko halls and information on 
unoccupied seats in each pachinko hall is displayed. The 
player may select one favorite pachinko hall and one pre 
ferred pachinko machine. Once the player selects one 
pachinko machine, an image of the machine is displayed on 
the screen. When the player starts playing, the player may 
control the game as with an actual pachinko machine. 
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NETWORK PACHINKO SYSTEM, METHOD FOR 
PLAYING NETWORK PACHINKO, RECORDING 

MEDIUM RECORDED PROGRAM FOR 
EXECUTING NETWORK PACHINKO, AND 
APPARATUS USED IN IMPLEMENTING 

NETWORK PACHINKO 

BACKGROUND OF THE INVENTION 

[0001] 1. Field of the Invention 

[0002] The present invention relates to a system and 
method for enabling pachinko players to play a virtual 
pachinko game via a netWork. 

[0003] 2. Discussion of the Related Art 

[0004] Recently, computeriZing a pachinko game (Japa 
nese pinball) has made eXtensive improvement in function 
ality of pachinko game machines. This provides diversifying 
pachinko game machines With various plots. The number of 
pachinko players is hereby apt to increase. 

[0005] HoWever, conventional pachinko systems essen 
tially Work out on condition that pachinko players turn out 
to a pachinko hall to play the pachinko game. Speci?cally, 
in order to play the pachinko game, a pachinko player goes 
to a pachinko hall, and obtains pachinko balls, folloWed by 
determining one pachinko machine to be played thereat and 
taking a seat of the machine, Whereafter the player may 
enjoy the game by operating the determined pachinko 
machine. In this case, the player typically looks over various 
pachinko machines in the pachinko hall to selectively deter 
mine one favorite machine. HoWever, if the favorite machine 
is occupied by another plater, the player has to Wait until the 
favorite machine becomes vacant or has to play at another 
pachinko machine. Thus, the player has often required 
spending additional time other than that for actually playing 
the pachinko game. In addition, as long as playing pachinko, 
the player cannot leave his/her seat and has to stay in the 
pachinko hall. This can cause various problems because 
player’s child or pet is left outside the pachinko hall for a 
long time. 

[0006] On the other hand, the conventional pachinko 
systems include a difficult problem for pachinko hall man 
agements. For eXample, if the pachinko hall management 
intends to open a neW large pachinko hall, the required land 
costs a lot of money. It is also necessary to make adjustments 
With near neighbors on problems, such as change in the 
environment to be caused by comings and goings of people 
in connection With opening the pachinko hall. Thus, the 
conventional systems in Which the pachinko game is played 
Within the pachinko hall involve the above disadvantages 
both for pachinko players and pachinko hall managements. 

SUMMARY OF THE INVENTION 

[0007] In vieW of the above circumstances, it is therefore 
an object of the present invention to provide a pachinko 
system capable of solving the above disadvantages both for 
pachinko players and pachinko hall managements. 

[0008] Speci?cally, it is an object of the present invention 
to provide a pachinko system capable of desirably lightening 
local and temporal burdens imposed on pachinko players in 
playing pachinko game. 
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[0009] It is another object of the present invention to 
provide a pachinko system capable of desirably solving 
problems of cost and others arising from business expansion 
for pachinko hall managements. 

[0010] In order to achieve the above objects, according to 
one aspect of the present invention, there is provided a 
netWork pachinko system for playing a netWork pachinko 
being a virtual pachinko game via a netWork, the netWork 
pachinko comprising a player terminal operated by a 
pachinko player, and a pachinko hall server communicatably 
connected With the player terminal to provide an information 
on the netWork pachinko of a pachinko hall, Wherein the 
pachinko hall server includes player veri?cation means for 
verifying the pachinko player, pachinko hall information 
service means for providing an information on the pachinko 
hall and/or an information on pachinko machines of the 
pachinko hall upon request of the player, and pachinko 
machine determination means for determining a pachinko 
machine upon request of the player, and the player terminal 
includes pachinko hall designation means for selectably 
designating the pachinko hall, pachinko machine designa 
tion means for selectably designating the pachinko machine, 
pachinko machine operating characteristic setting means for 
setting an operating characteristic of the designated 
pachinko machine, and game status display means for dis 
playing the status of pachinko game played by the player 
using the designated pachinko machine. 

[0011] In one preferred embodiment, the game status 
display means may include means for displaying the desig 
nated pachinko machine on a screen of the player terminal, 
for launching pachinko balls onto a playing ?eld of the 
displayed pachinko machine upon request of the player, and 
for displaying the state of the launched pachinko balls on the 
screen of the player terminal. In this case, the pachinko hall 
server may be provided in each of netWorked pachinko halls 
on the netWork. 

[0012] In another preferred embodiment, a program for 
executing the pachinko game may be installed on the player 
terminal via a recording medium or the netWork. 

[0013] Preferably, the player terminal may further include 
premise status noti?cation means for notifying the playing 
status of another pachinko players to the player at any given 
time When the player is playing the pachinko game at the 
designated pachinko machine. 

[0014] In still another preferred embodiment, the pachinko 
machine operating characteristic setting means may be 
arranged to control a launching speed of pachinko balls as 
needed. 

[0015] Preferably, the pachinko hall server may further 
include priZe ball control means for controlling priZe balls in 
any pachinko machines of the pachinko hall associated With 
the pachinko hall server. More preferably, the priZe ball 
control means may include characteristic change means for 
changing a Winning characteristic of priZe balls in the 
pachinko machines of the pachinko hall. In this case, the 
priZe ball control means and the pachinko machines may be 
arranged to periodically transmit an information therebe 
tWeen, Wherein the information is encoded With appropri 
ately changeable codes. 

[0016] In yet another preferred embodiment of the 
pachinko game system of the present invention, the player 
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terminal may further include additional charge means for 
additionally obtaining pachinko balls and charging them into 
the designated pachinko machine during playing the 
pachinko game. 

[0017] According to another aspect of the present inven 
tion, there is provided a netWork pachinko gaming method 
for playing a netWork pachinko being a virtual pachinko 
game via network, the method comprising the steps of 
communicatably connecting a player terminal operated by a 
pachinko player With a pachinko hall server providing an 
information on the netWork pachinko of a pachinko hall, 
verifying Whether the player quali?es for playing the net 
Work pachinko, providing an information on the pachinko 
hall and/or an information on pachinko machines of the 
pachinko hall upon request of the quali?ed player, deter 
mining a pachinko machine upon request of the player, 
setting an operating characteristic of the determined 
pachinko machine upon request of the player, virtually 
charging a given number of pachinko balls into the deter 
mined pachinko machine upon request of the player, dis 
playing the determined pachinko machine on a screen of the 
player terminal, launching the pachinko balls onto a playing 
?eld of the displayed pachinko machine upon request of the 
player, and displaying the status of the launched pachinko 
balls on the screen of the player terminal. 

[0018] In one preferred embodiment, this method may 
further include the step of notifying the player the status of 
remaining balls in the pachinko machine being used by the 
player. More preferably, the status of remaining balls is 
noti?ed by displaying the status on the screen of the player 
terminal. 

[0019] According to still another aspect of the present 
invention, there is provided a recording medium having a 
program recorded thereon for executing a netWork pachinko 
gaming method for playing a netWork pachinko being a 
virtual pachinko game via netWork, the method comprising 
the steps of communicatably connecting a player terminal 
operated by a pachinko player With a pachinko hall server 
providing an information on the netWork pachinko of a 
pachinko hall, verifying Whether the player quali?es for 
playing the netWork pachinko, providing an information on 
the pachinko hall and/or an information on pachinko 
machines of the pachinko hall upon request of the quali?ed 
player, determining a pachinko machine upon request of the 
player, setting an operating characteristic of the determined 
pachinko machine upon request of the player, virtually 
charging a given number of pachinko balls into the deter 
mined pachinko machine upon request of the player, dis 
playing the determined pachinko machine on a screen of the 
player terminal, launching the pachinko balls onto a playing 
?eld of the displayed pachinko machine upon request of the 
player, and displaying the status of the launched pachinko 
balls on the screen of the player terminal. 

[0020] According to yet another aspect of the present 
invention, there is provided a pachinko hall server for use in 
implementing a netWork pachinko gaming method for play 
ing a netWork pachinko being a virtual pachinko game via 
netWork, the method comprising the steps of communicat 
ably connecting a player terminal operated by a pachinko 
player With a pachinko hall server providing an information 
on the netWork pachinko of a pachinko hall, verifying 
Whether the player quali?es for playing the netWork 
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pachinko, providing an information on the pachinko hall 
and/or an information on pachinko machines of the pachinko 
hall upon request of the quali?ed player, determining a 
pachinko machine upon request of the player, setting an 
operating characteristic of the determined pachinko machine 
upon request of the player, virtually charging a given num 
ber of pachinko balls into the determined pachinko machine 
upon request of the player, displaying the determined 
pachinko machine on a screen of the player terminal, launch 
ing the pachinko balls onto a playing ?eld of the displayed 
pachinko machine upon request of the player, and displaying 
the status of the launched pachinko balls on the screen of the 
player terminal. 

[0021] As described above, the present invention may 
provide the netWork pachinko system, the netWork pachinko 
gaming method, the recording medium having the program 
recorded thereon for executing a netWork pachinko gaming 
method for playing the netWork pachinko, and the apparatus 
for use in implementing the netWork pachinko gaming 
method for playing the netWork pachinko. In addition, the 
present invention may include a ?le for use in implementing 
the netWork pachinko gaming method, various program 
associated With the ?le, a carrier for use in executing the 
program, an associated program product and any other 
derivations. 

[0022] According to the present invention, pachinko play 
ers may enjoy the pachinko game using a screen of his/her 
terminal at home and at any time, With the feeling of actually 
playing the pachinko game at a pachinko hall. 

[0023] Other features and advantages of the present inven 
tion Will be apparent from the accompanying draWings and 
from the detailed description. 

BRIEF DESCRIPTION OF THE DRAWINGS 

[0024] FIG. 1 is a block diagram shoWing the top level of 
the hierarchy in a virtual pachinko system implementing on 
netWork; 
[0025] FIG. 2 is a block diagram of a pachinko hall server 
used in the system of FIG. 1; 

[0026] FIG. 3 is a block diagram of a player terminal used 
in the system of FIG. 1; 

[0027] FIG. 4 is a How chart shoWing one example of an 
operation of a netWork pachinko game according to the 
present invention; 

[0028] FIG. 5 is a vieW shoWing an image of a pachinko 
hole map displayed on a screen of a player terminal; 

[0029] FIG. 6 is a vieW shoWing an image of pachinko 
machine roWs displayed on a screen of a player terminal; 

[0030] FIG. 7 is a graph shoWing a priZe ball status 
displayed on a screen of a player terminal; 

[0031] FIG. 8 is a vieW shoWing a detailed image of a 
pachinko machine displayed on a screen of a player termi 

nal; 
[0032] FIG. 9 is an explanatory vieW shoWing communi 
cation betWeen a pachinko hall server and a player terminal; 
and 

[0033] FIG. 10 is an explanatory vieW shoWing one 
example of a priZe exchanging system in a netWork 
pachinko system. 
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DETAILED DESCRIPTION OF THE 
PREFERRED EMBODIMENTS 

[0034] With reference to the drawings, embodiments of 
the present invention Will noW be described. 

[0035] Referring to FIG. 1, a network 2 capable of 
realizing a netWork pachinko system 1 according to one 
embodiment of the present invention is illustrated. In a 
typical embodiment of the present invention as shoWn in 
FIG. 1, a plurality of computers are communicatably con 
nected With each other via the netWork 2. A netWork 
pachinko game according to the present invention is imple 
mented as appropriately transmitting an information 
betWeen various kinds of player terminals 3, 4, 5 and 6 and 
pachinko hall servers 7, 8 and 9, Which are netWorked each 
other. For this purpose, any number of the player terminals 
3, 4, 5 and 6 and pachinko hall servers 7, 8 and 9 may be 
linked to the netWork, and each of the pachinko hall servers 
7, 8 and 9 and player terminals 3, 4, 5 and 6 may be 
connected to transmit the information bilaterally and select 
ablly therebetWeen. In the example of FIG. 1, four computer 
terminals 3, 4, 5 and 6 are connected With three host 
computers 7, 8 and 9 via the netWork. Three of the four 
computers are shoWn as desktop type computers 3, 4 and 5, 
and other one is shoWn as a notebook type computer 6. In the 
present invention, each of the four computers 3, 4, 5 and 6 
corresponds to a pachinko user terminal or a player terminal, 
and each of the three terminals 7, 8 and 9 corresponds to a 
pachinko hall server. HoWever, it is apparent that all of the 
pachinko hall servers in the netWork pachinko system 1 may 
be integrated as a single host computer capable of function 
ing for the entire pachinko halls. 

[0036] Afundamental feature of the present invention is to 
enable pachinko players to enjoy a pachinko game using a 
screen of the player terminal at home or any other place, 
With the feeling of actually playing the pachinko game at a 
pachinko hall. In the present invention, for the purpose of 
this object, the aforementioned pachinko hall server 7 (here 
inafter, describing for one of the pachinko hall servers) 
mainly has functions in the pachinko hall to provide certain 
information on the pachinko hall to the player terminal 3 
(hereinafter, describing for one of the player terminals) via 
the netWork 2. The player terminal has functions for oper 
ating mainly according to commands of a user end or 
netWork pachinko player and for communicating With the 
pachinko hole server 7 via the netWork 2 to request provid 
ing necessary information, functions or operations to the 
pachinko hall server. Thus, differently from playing a 
pachinko game at a pachinko hall according to the conven 
tional Way, in the netWork pachinko system 1 according to 
the present invention, While the pachinko hall server 7 
provides the information on the pachinko hall and pachinko 
machines to the player terminal 3, the player plays the 
pachinko game not on the pachinko hall server 7 but on the 
player terminal. 

[0037] Thus, in speci?cally implementing the present 
invention, it is critical hoW to share required functions 
betWeen the pachinko hall server 7 and the player terminal 
3. In a speci?c embodiment, the sharing depends on the 
hardWare of the netWork pachinko system 1, particularly on 
a channel capacity and communication speed betWeen the 
pachinko hall server 7 and the player terminal 3. 
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[0038] Pachinko Hall Server 

[0039] In the netWork pachinko system 1, the pachinko 
hall server 7 is involved With one or more pachinko halls. As 
shoWn in FIG. 2, various data of player and halls are 
managed by the pachinko hall server. The pachinko hall 
server 7 manages the data of one or plurality of pachinko 
halls and players. These data may be updated by commu 
nicating With the player terminal 3 and other pachinko hall 
servers 8 and 9 all the time. The pachinko hall server 7 
includes a database 10 storing comprehensive information 
on the pachinko hall, such as the number of pachinko 
machines, pachinko machine layout, or pachinko machine 
design. This pachinko hall database 10 also stores an infor 
mation on characteristics of each pachinko machine, such as 
arrangement of pegs, setting data of probability of Winning 
priZe balls, or actual data of Won priZe balls, in each 
pachinko machine. The pachinko hall server 7 also includes 
a customer database 11 storing an information on customers 
or players. This customer database 11 stores at least part of 
address, name, ID, the number of oWned pachinko balls or 
gained priZe balls, favorite pachinko machines or others, of 
each player. The pachinko hall server 7 further includes a 
database 12 of priZes With Which priZe balls gained by 
players may be exchanged. This priZe database 12 stores a 
priZe list (numerical quantity, contents or the like). When 
bonus points are given instead of the priZes, the bonus point 
information including bonus points for each customer may 
be stored in the priZe database 12. 

[0040] Further, the pachinko hall server 7 includes a 
pachinko game program ?le 13 storing a pachinko game 
program for executing the steps in Which a player looks over 
pachinko machines in a pachinko hall, folloWed by obtain 
ing pachinko balls and determining one favorite pachinko 
machine to play the pachinko game. The pachinko hall 
server 7 also includes a database search program ?le 14 
storing a database search program for executing the pro 
cessing of referring to a required database to provide nec 
essary information to the player terminal and display the 
information on a screen of the player terminal, according to 
given steps as needed. 

[0041] In addition, the pachinko hall server 7 includes a 
priZe exchange program ?le 15 storing a priZe exchange 
program for executing the processing of exchanging priZe 
balls gained by players With priZes or giving bonus points in 
proportion to the number of the priZe balls. 

[0042] The pachinko hall server 7 according to the present 
invention also includes a encode format ?le 16 for encoding 
related information to be transmitted. 

[0043] Player Terminal 

[0044] As shoWn in FIG. 3, the player terminal 3 includes 
an image display control program ?le 18 storing an image 
display program for displaying a given image on the screen 
of the player terminal according to the information provided 
from the pachinko hall server 7 or according to operations of 
the player terminal through a user interface 17 by a player. 

[0045] When one netWork pachinko hall or pachinko hall 
server is speci?ed by the player’s operation, an information 
on the speci?ed pachinko hall is provided from the pachinko 
hall server to the player terminal, and the provided infor 
mation is displayed on the screen of the player terminal. The 
information displayed on the screen of the player terminal 
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includes various information, such as on pachinko machines 
of the pachinko hall, the status of occupied pachinko 
machines, pachinko machine characteristics or the like. The 
player may obtain the information on pachinko machine 
characteristics and Won priZe balls of each pachinko 
machine of the pachinko hall by operating the user interface 
17 of the player terminal, and determines either one of the 
pachinko machines of the pachinko hall based on such 
information. Then, the player transmits to the pachinko hall 
server 7 a request for obtaining pachinko balls and display 
ing the speci?ed pachinko machine on the screen of the 
player terminal, folloWed by communicating With the 
pachinko hall server by operating the user interface 17 of the 
player terminal 3. The player terminal includes a pachinko 
hall server communication program ?le 19 storing a pro 
gram for executing the processing of transmitting or receiv 
ing given information by communicating With the pachinko 
hall server 7. The player may charge the obtained pachinko 
balls into the speci?ed pachinko machine, and launches the 
pachinko balls onto a playing ?eld of the pachinko machine. 
The launching speed of the pachinko balls may be selectably 
changed according to player’s taste. The player terminal also 
includes a game program ?le 20 storing a game program for 
executing the processing of the above player’s operations in 
conjunction With the pachinko game. 

[0046] This game program may execute the processing of 
additionally displaying the status of another pachinko 
machines on the screen of the player terminal When the 
player is playing th pachinko game. Further, the player 
terminal 3 includes an encode format ?le 21 as With the 
pachinko hall server 7. Operation The steps actually per 
formed by a user or a pachinko player Will noW be described 
With reference to FIG. 4. 

[0047] When a pachinko player intends to enjoy the 
pachinko game by use of the pachinko system according to 
the present invention, it is necessary to obtain the pachinko 
game program of the pachinko game according to the 
present invention and to install a part or overall of pachinko 
game program on his/her terminal. The pachinko game 
program may be obtained in the form of a CD-ROM 
recorded the pachinko game program in advance thereon or 
may be obtained by doWnloading the same program via 
netWork as needed. When doWnloading the netWork 
pachinko program via netWork, the program may be 
encoded by use of the encode format as shoWn in FIG. 3 in 
order to assure con?dentiality, and a key for decoding the 
doWnloaded program may be separately offered to the player 
With a certain charge. 

[0048] The encoding may be use in selecting one pachinko 
machine of the pachinko hall, obtaining pachinko balls, 
starting the pachinko game, transmitting a request for 
launching pachinko balls, ?nishing the pachinko game, 
requesting for exchanging priZe balls, and transmitting an 
information from the player terminal to the pachinko hall 
server. In particular, personal information required for veri 
?cation or the like is desirably encoded When such infor 
mation is transmitted. In the operation, When a player 
activates the pachinko game program on his/her terminal as 
shoWn in FIG. 4, the player terminal is automatically linked 
to the netWork, and starts communicating With the pachinko 
hall server 7 prepared on the pachinko system (steps S1 and 
S2). 
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[0049] In an initial access to the pachinko hall server 7, a 
prompt for registering various personal information, such as 
name, age, birth date, or sexuality, and an accounting form, 
such as credit card number, debit card number, ID or 
passWord, is displayed on the screen (step S3). 

[0050] When a person intending to register as a player 
inputs such information, the input information is transmitted 
to the pachinko hall server. Then, if certi?cated, this payer’s 
information is registered in the pachinko hall server (step 
S4). Then, the image on the screen of the player terminal is 
changed to a next image. 

[0051] When the player Who has registered according to 
the above steps subsequently connects With either one of 
pachinko halls forming the netWork pachinko system of the 
present invention, a prompt for inputting only the ID and 
passWord is displayed on the screen (step S5), and if this 
input information corresponds to the registered contents, the 
player may proceed on to a next image. 

[0052] If the input ID or passWord does not correspond to 
the registered information, the player is regarded as an 
unregistered player, and the registration procedure is per 
formed in the same steps as those in the initial access. 

[0053] After completing the initial registration or verify 
ing the registered fact, an image for selecting a pachinko hall 
is displayed on the screen as shoWn in FIG. 5. In the 
example of FIG. 5, a virtual map representing an informa 
tion on each location of pachinko halls and an information 
on unoccupied seats in each pachinko hall is displayed. The 
player may select one favorite pachinko hall by clicking a 
position corresponding to the favorite pachinko hall on the 
virtual map (step S6). 

[0054] In this moment, if the player desires to play in one 
pachinko hall covered by the pachinko hall server presently 
connected With his/her terminal, the player may proceed on 
to a next step for selecting a pachinko machine. HoWever, if 
desiring another pachinko hall other than that covered by the 
present pachinko hall server, the player may display an 
image for selectably changing to another pachinko hall 
server. Then, the player may select another pachinko hall by 
inputting a request for selecting a desired pachinko hall 
server from his/her player terminal. In this case, since the 
registration procedure and the player veri?cation procedure 
have been completed, it is unnecessary to repeat such 
procedures. 

[0055] As shoWn in FIG. 6, once the player selects one 
pachinko hall, the pachinko hall server transmits various 
detailed data, such as kinds of pachinko machines located in 
the pachinko hall, the number of Won priZe balls for each 
pachinko machine of the playing day, layout of the pachinko 
machines located in the pachinko hall, and selectable 
pachinko machines, to the player terminal, and such infor 
mation may also be displayed on the screen of the player 
terminal as needed. 

[0056] In each pachinko hall, various kinds of pachinko 
machines With different plots or characteristics are placed. 
Detailed information on each pachinko machine, such as the 
number of each kind of pachinko machines in each pachinko 
hall, or the playable number of each kind of the pachinko 
machines, is disclosed for the player to determine the 
aforementioned pachinko hall. The player may select one 
desired pachinko hall based on this information and others. 
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In the example of FIG. 6, each pachinko machine has an 
individual machine number, and occupied pachinko 
machines and unoccupied pachinko machines are distin 
guished by using different colors. The player may move a 
cursor to a position of a favorite pachinko machine on the 
screen, and may select the favorite pachinko machine by 
clicking the position. The favorite pachinko machine may 
otherWise be selected by inputting its machine number. 

[0057] The pachinko machines located in the pachinko 
hall have different settings in the direction of each peg, 
probability of Winning priZe balls or the like, respectively, 
even in the same kind of pachinko machines. Thus, depend 
ing on a selected pachinko machine, the condition of priZe 
balls to be gained Will be subtly different. The setting of such 
a characteristic of priZe balls is selectively changeable by the 
pachinko hall server. For eXample, it may be changed by a 
given days or hours. 

[0058] As shoWn in FIG. 7, a data of Won priZe balls for 
each pachinko machine of the playing day is disclosed by a 
graph or the like. The player may select one pachinko 
machine based on this information and others. 

[0059] As described above, the data of each pachinko 
machine may also be displayed. Thus, the player selects one 
preferred pachinko machine With reference to this data (step 
S7). 
[0060] Once the player selects one pachinko machine, a 
characteristic data of the selected pachinko machine (a 
speci?c characteristic data peculiarly applied to the 
pachinko machine, such as pachinko machine design, peg 
arrangement or type or mechanism of big Winning of priZe 
balls, and a variable characteristic data, such as setting of 
peg direction or setting of probability of Winning priZe balls) 
is transmitted from the pachinko hall server to the player 
terminal. The data in the game program is combined With the 
data transmitted from the pachinko hall server on the player 
terminal to alloW the pachinko game to be played at the 
pachinko machine having a speci?cation according to such 
data. 

[0061] On the pachinko hall server, the selected pachinko 
machine is de?ned as “occupied”. Thus, other players can 
not select the selected pachinko machine as long as the 
player plays the pachinko game. 

[0062] As shoWn in FIG. 8, once the player selects a 
speci?c pachinko machine, an image of the selected 
pachinko machine is displayed on the screen of the player 
terminal. On this screen, each status of the number of 
remaining pachinko balls, current time, play period of time, 
launching strength or speed of pachinko balls, gained priZe 
balls and others, are displayed. 

[0063] The player obtains pachinko balls prior to playing 
the pachinko game as needed (step S8). The pachinko balls 
may otherWise be obtained prior to selecting a pachinko 
machine. Once the player inputs the money amount for 
obtaining desired pachinko balls, this data is transmitted to 
the pachinko hall server, and it is checked on the pachinko 
hall server Whether the player may pay the input money 
amount according to the accounting form selected at the 
registration step by the player. The player may also obtain 
the pachinko balls by means of credit card, debit card, 
prepaid card such as Web money or the like. 
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[0064] When it is veri?ed that the player may pay for the 
pachinko balls to be obtained, the money amount is recorded 
on the player database of the pachinko hall server. Then, 
pachinko balls of the number corresponding to the veri?ed 
money amount may be used on the player terminal. 

[0065] If it is judged that the player has no capacity to pay 
due to some reason, such notice is displayed on the screen 
of the player terminal, and a prompt for inputting another 
preferred money amount again is also displayed. 

[0066] When the player starts playing after obtaining the 
pachinko balls and determining the pachinko machine, the 
status of playing the pachinko game is reported to the 
pachinko hall server all the time. 

[0067] As described above, While the information to be 
transmitted from the pachinko hall server is encoded to 
assure con?dentiality, hoW to encode and decode the code of 
the delivered game program itself is separately noti?ed to 
the player. Further, the code may be changed periodically or 
at any timing via the netWork. 

[0068] As described above, the player may control the 
launching strength of pachinko balls in the netWork 
pachinko game by operating the user interface of oWn player 
terminal, as With actual pachinko machines. The actual 
pachinko machines cannot change the speed of pachinko 
balls. HoWever, in the netWork pachinko system according 
to the present invention, the speed of pachinko balls is 
arranged to be changeable. Thus, While players preferring to 
obtain the similar feeling to that of the actual pachinko 
machines may play Without changing the speed of pachinko 
balls, players preferring a game feeling in more short period 
of time may play With increased speed of pachinko balls. 

[0069] After completing a given setting for the operations 
of the pachinko machine as described above, the player 
starts playing the pachinko game (step S9). 

[0070] In this embodiment, differently from the conven 
tional pachinko games, the player may call for an image for 
obtaining pachinko balls as needed during playing the 
pachinko game Without interrupting the play. This enables 
the player to re?ll pachinko balls Without leaving the 
pachinko machine and to continuously play at the pachinko 
machine. Thus, a problem such that a favorite pachinko 
machine is undesirably occupied by other player While a 
player leaves the pachinko machine to obtain additional 
pachinko balls may be solved. 

[0071] During playing the pachinko game, if one player 
gets a big Winning of priZe balls, this information is dis 
played on each screen of player terminals of any other 
players Who are playing in the same pachinko hall. This is 
done not only for notifying other players that said pachinko 
machine is occupied, but also for motivating them by 
impressing the big Winning of priZe balls. Further, any 
suitable means for providing real-ambience, such as BGM, 
may be appropriately employed. 

[0072] The player may ?nish the play at the time all 
pachinko balls or priZe balls is lost or at any other timing. 
When some priZe balls are remained after ?nishing the play, 
the priZe balls may be stored as bonus points in an oWn 
player data. Speci?cally, since the pachinko hall server has 
the database for each player, priZe balls oWned by each 
player may be stored in this database as the number of priZe 
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balls or bonus points corresponding to the number of prize 
balls. Then, the bonus points or stored prize balls may be 
exchanged With prizes in proportion to the points or number 
at the pachinko hall or appropriate facilities of business 
partners (not limited to another pachinko hall servers) on the 
netWork. 

[0073] With reference to FIG. 9, contents of the transmit 
information betWeen the pachinko hall server and the player 
terminal Will be described. 

[0074] Registration of Personal Information 

[0075] When registering in the netWork pachinko system, 
a player ?rstly transmits player’s personal information from 
his/her player terminal to a pachinko hall server. In this 
embodiment, the personal information is transmitted as 
information encoded by SSL. The transmitted information is 
veri?ed and registered by the pachinko hall server. After 
registering the player, an ID and passWord are issued to the 
payer by the pachinko hall server, and are transmitted from 
the pachinko hall server to the player terminal. 

[0076] Link-UP 

[0077] When playing the netWork pachinko, the player 
inputs the issued ID and passWord from the player terminal 
to connect With the pachinko hall server. 

[0078] Playing Pachinko Game 

[0079] The payer enters the pachinko hall by transmitting 
given personal information to the pachinko hall server 
according to the above steps, and selects one pachinko 
machine for playing the pachinko game thereat. Once the 
pachinko hall server receives a noti?cation that the player 
has selected one pachinko machine from the player terminal, 
the information on the selected pachinko machine, such as 
information on speci?c pachinko machine characteristics, 
variable characteristics and the like of the pachinko machine 
is transmitted from the pachinko hall server to the player 
terminal. 

[0080] Then, the player operates to communicate With the 
pachinko hall server in order to obtain pachinko balls. The 
pachinko balls may be obtained by various means as 
described above. Once the player has obtained the pachinko 
balls, a data related to obtaining the pachinko balls including 
the money amount corresponding to the obtained pachinko 
balls and the number of the obtained pachinko balls is 
transmitted from the pachinko hall server to the player 
terminal. 

[0081] Then, the player may start playing the pachinko 
game. The player puts the obtained pachinko ball in the 
pachinko machine, and launches the pachinko balls by 
operating a user interface. The steps and operations after that 
are performed in substantially the same manner as those of 
the play in the conventional pachinko halls. More speci? 
cally, except for a point that the pachinko balls and pachinko 
machine are virtually displayed on the screen of the player 
terminal, the player Will vieW from the screen of the player 
terminal the same scenes as those vieWable When playing a 
pachinko game With having a seat in front of a pachinko 
machine in an actual pachinko hall. That is, When one 
pachinko ball enters a given Win position, a predetermined 
number of prize balls is discharged into a prize ball tray of 
the pachinko machine. Further, When getting a big Winning, 
this information is displayed in the same manner as that of 
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the conventional pachinko machines. Then, When pachinko 
balls additionally enter a given Win position Within a pre 
determined period of the big Winning, prize balls corre 
sponding to the number of pachinko balls entered into the 
given Win position are discharged as With the function of the 
conventional pachinko games. The player may vieW such a 
scene on the screen of the player terminal as in the conven 

tional pachinko games. 

[0082] Exchanging With Prizes 

[0083] When the player intends to exchange oWned prize 
balls With prizes, the player may notify such information 
from the player terminal 3 to the pachinko hall server 7. In 
this case, the player noti?es his/her personal information and 
the number of prize balls to be exchanged or bonus points 
corresponding to the number of prize balls, to the pachinko 
hall server 7. This noti?cation may include the information 
for specifying prizes to be exchanged. Then, the pachinko 
hall server 7 checks Whether the player stores prize balls 
corresponding to the speci?ed prizes, by searching the 
database of the player. When the player stores prize balls 
corresponding to the value of the speci?ed prizes, the 
information for accepting to exchange With the speci?ed 
prizes is transmitted to the player terminal 3. There are 
various speci?c manners for exchanging With prizes. For 
example, according to a instruction from the pachinko hall 
server 7, a certain prize delivery agent may delivers the 
instructed prizes to the player through a given delivery route. 
OtherWise, the management of exchanging With prizes may 
be handled in a suitable circular system, such as goods, 
valuable security, cash vouchers or the like, independent of 
the netWork pachinko system as prize exchange points. 

[0084] Referring to FIG. 10, one example of a prize 
exchange system is shoWn. In the example of FIG. 10, a 
ticket is issued from the netWork pachinko system 1 to the 
player in exchange for the prize balls, and the player may 
obtain prizes from a certain mail order trader by use of the 
ticket. The mail order trader takes the collected ticket in the 
netWork pachinko system 1 to clear off the ticket Which has 
exchanged With prizes. 

[0085] The invention has noW been explained With refer 
ence to speci?c embodiments. Other embodiments Will be 
apparent to those of ordinary skill in the art. Therefore, it is 
not intended that the invention be limited, except as indi 
cated by the appended claims, Which form a part of this 
invention description. 

What is claimed is: 
1. A netWork pachinko system for playing a netWork 

pachinko being a virtual pachinko game via a netWork, said 
netWork pachinko comprising: 

a player terminal operated by a pachinko player; and 

a pachinko hall server communicatably connected With 
said player terminal to provide an information on said 
netWork pachinko of a pachinko hall, 

Wherein said pachinko hall server includes; 

player veri?cation means for verifying said pachinko 
player, 

pachinko hall information service means for providing 
an information on said pachinko hall and/or an 
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information on pachinko machines of said pachinko 
hall upon request of said player, and 

pachinko machine determination means for determin 
ing a pachinko machine upon request of said player, 
and 

said player terminal includes; 

pachinko hall designation means for selectably desig 
nating the pachinko hall, 

pachinko machine designation means for selectably 
designating the pachinko machine, 

pachinko machine operating characteristic setting 
means for setting an operating characteristic of said 
designated pachinko machine, and 

game status display means for displaying the status of 
pachinko game played by said player using said 
designated pachinko machine. 

2. A pachinko netWork system as de?ned in claim 1, 
Wherein said game status display means includes means for 
displaying said designated pachinko machine on a screen of 
said player terminal, for launching pachinko balls onto a 
playing ?eld of said displayed pachinko machine upon 
request of said player, and for displaying the state of said 
launched pachinko balls on said screen of said player 
terminal. 

3. A pachinko netWork system as de?ned in claim 1, 
Wherein said pachinko hall server is provided in each of 
networked pachinko halls on the network. 

4. A pachinko netWork system as de?ned in claim 1, 
Wherein a program for executing said pachinko game is 
installed on said player terminal via a recording medium or 
the netWork. 

5. A pachinko netWork system as de?ned in claim 1, 
Wherein said player terminal further includes premise status 
noti?cation means for notifying the playing status of another 
pachinko players to said player at any given time When said 
player playing said pachinko game at said designated 
pachinko machine. 

6. A pachinko netWork system as de?ned in claim 1, 
Wherein said pachinko machine operating characteristic set 
ting means is arranged to control a launching speed of 
pachinko balls as needed. 

7. A pachinko netWork system as de?ned in claim 1, 
Wherein said pachinko hall server further include ball con 
trol means for controlling priZe balls in any pachinko 
machines of the pachinko hall associated With said pachinko 
hall server. 

8. A pachinko netWork system as de?ned in claim 7, 
Wherein said priZe ball control means includes characteristic 
change means for changing a Winning characteristic of priZe 
balls in said pachinko machines of said pachinko hall. 

9. A pachinko netWork system as de?ned in claim 7, 
Wherein said priZe ball control means and said pachinko 
machines are arranged to periodically transmit an informa 
tion therebetWeen, Wherein said information is encoded With 
appropriately changeable codes. 

10. A pachinko netWork system as de?ned in claim 1, 
Wherein said player terminal further includes additional 
charge means for additionally obtaining pachinko balls and 
charging them into said designated pachinko machine during 
playing said pachinko game. 
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11. A netWork pachinko gaming method for playing a 
netWork pachinko being a virtual pachinko game via net 
Work, said method comprising the steps of: 

communicatably connecting a player terminal operated by 
a pachinko player With a pachinko hall server providing 
an information on said netWork pachinko of a pachinko 

hall; 
verifying Whether the player quali?es for playing said 

netWork pachinko; 

providing an information on said pachinko hall and/or an 
information on pachinko machines of said pachinko 
hall upon request of said quali?ed player; 

determining a pachinko machine upon request of said 
player; 

setting an operating characteristic of said determined 
pachinko machine upon request of said player; 

virtually charging a given number of pachinko balls into 
said determined pachinko machine upon request of said 
player; 

displaying said determined pachinko machine on a screen 
of said player terminal; 

launching the pachinko balls onto a playing ?eld of said 
displayed pachinko machine upon request of said 
player; and 

displaying the status of said launched pachinko balls on 
said screen of said player terminal. 

12. A method as de?ned in claim 11, Which further 
includes the step of notifying said player the status of 
remaining balls in said pachinko machine being used by said 
player. 

13. Amethod as de?ned in claim 12, Wherein the status of 
remaining balls is noti?ed by displaying said status on said 
screen of said player terminal. 

14. A recording medium having a program recorded 
thereon for executing a netWork pachinko gaming method 
for playing a netWork pachinko being a virtual pachinko 
game via netWork, said method comprising the steps of: 

communicatably connecting a player terminal operated by 
a pachinko player With a pachinko hall server providing 
an information on said netWork pachinko of a pachinko 

hall; 

verifying Whether the player quali?es for playing said 
netWork pachinko; 

providing an information on said pachinko hall and/or an 
information on pachinko machines of said pachinko 
hall upon request of said quali?ed player; 

determining a pachinko machine upon request of said 
player; 

setting an operating characteristic of said determined 
pachinko machine upon request of said player; 

virtually charging a given number of pachinko balls into 
said determined pachinko machine upon request of said 
player; 

displaying said pachinko machine on a screen of said 
player terminal; 
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launching the pachinko balls onto a playing ?eld of said 
displayed pachinko machine upon request of said 
player; and 

displaying the status of said launched pachinko balls on 
said screen of said player terminal. 

15. A pachinko hall server for use in implementing a 
netWork pachinko gaming method for playing a netWork 
pachinko being a virtual pachinko game via netWork, said 
method comprising the steps of: 

communicatably connecting a player terminal operated by 
a pachinko player With a pachinko hall server providing 
an information on said netWork pachinko of a pachinko 

hall; 
verifying Whether the player quali?es for playing said 

netWork pachinko; 

providing an information on said pachinko hall and/or an 
information on pachinko machines of said pachinko 
hall upon request of said quali?ed player; 

May 2, 2002 

determining a pachinko machine upon request of said 
player; 

setting an operating characteristic of said determined 
pachinko machine upon request of said player; 

virtually charging a given number of pachinko balls into 
said determined pachinko machine upon request of said 
player; 

displaying said pachinko machine on a screen of said 
player terminal; 

launching the pachinko balls onto a playing ?eld of said 
displayed pachinko machine upon request of said 
player; and 

displaying the status of said launched pachinko balls on 
said screen of said player terminal. 


