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(57) ABSTRACT 

A gaming system according to the invention comprises a 
plurality of gaming machines, each of Which utilizes a 
storage medium capable of being inserted to the gaming 
machines. Types and minimum bets of the gaming machines 
differ betWeen at least tWo of the gaming machines. The 
storage mediums are commonly used With the gaming 
machines. For this reason, a player can play games over the 
gaming machines on a consecutive basis Without exchanging 
of game medium (chips, coins or the like). And the player 
can continue to have interest in games and be excited by 
games, and enjoy games for a long time. 
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Fig. 1 1 
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Fig. 1 5 
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Fig. 1 7 
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GAMING MACHINE AND GAMING SYSTEM 

CROSS REFERENCE TO RELATED 
APPLICATIONS 

[0001] This application is based upon and claims the 
bene?t of priority from the prior Japanese Patent Application 
No. 2002-372603, ?led on Dec. 24, 2002; the entire contents 
of Which are incorporated herein by reference. 

BACKGROUND OF THE INVENTION 

[0002] 1. Field of the Invention 

[0003] The present invention relates to a gaming machine 
provided in game arcades such as casinos and a gaming 
system applied to game arcades such as casinos. 

[0004] 2. Related Background Art 

[0005] A casino is a game arcade Where, for example, slot 
machines, roulette games, dice games, card games, etc. can 
be played. In such game arcades, players may exchange cash 
to coins or chips or obtain coins or chips by making a credit 
card payment to enjoy various games using game mediums 
such as these coins or chips. 

[0006] For each of such various games, a minimum bet is 
de?ned so that a player can not play a game Without betting 
game mediums not less than the minimum bet. For example, 
When the minimum bet is de?ned as 5 dollars, a player can 
not play a game Without betting game mediums of 5 dollars 
or more. Minimum bets vary among game arcades as Well as 

among types of games. Furthermore, minimum bets may 
vary among games of the same type. For example, there are 
card game tables alloWing blackjack to Which the minimum 
bet is de?ned as 3 dollars, and card game tables alloWing 
blackjack to Which the minimum bet is de?ned as 5 dollars. 
Like this, minimum bets are de?ned so as to vary among 
different gaming machines or machines. 

[0007] Furthermore, for a gaming machine such as a slot 
machine Which accepts only one kind of coins or the like, the 
term of minimum bet is not used, but the term of denomi 
nation is used. Denominations also vary among games of the 
same type. For example, there are slot machines for Which 
the denomination is de?ned as a 25-cent coin, and slot 
machines for Which the denomination is de?ned as a 1-dollar 
coin. Like this, denominations are de?ned so as to vary 
among game arcades, types of games or gaming machines. 
Since minimum bets or denominations Which vary among 
games or gaming machines are de?ned as described above, 
a player may, for example, selects games or gaming 
machines in accordance With their money or the like in hand 
to enjoy games in such a Way that the player enjoys games 
for a long time With a little Wager or aims to make a fortune 
at one stroke by a large Wager. 

[0008] HoWever, since minimum bets or denominations 
Which vary among games or gaming machines are de?ned, 
When a player plays a game (or With a gaming machine) and 
then plays another game (or With another gaming machine), 
the player has to exchange coins or chips in hand to cash by 
means of a changing booth, casher, or the like, and then 
exchange cash to another type of coins or chips by means of 
a bill validator, changer, or the like. 

[0009] Since the exchange of coins or chips is required 
betWeen game plays as stated above, the player can not play 
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games consecutively along With tWo or more games or 
gaming machines. For this reason, there is a problem that 
every time the player plays another game or another gaming 
machine, the player loses interest in the game or the player’s 
excitement for the game tones doWn, and thereby it is 
dif?cult for the player to get deeply involved in the game. 
Furthermore, since time is consumed for the exchange of 
coins or chips, time for games is shortened. This Would be 
one of impediments to that the game arcade secures its 
pro?t. In addition, there is a problem that playing games 
While carrying coins or chips is troublesomeness for the 
player, and particularly is annoying to Women. 

[0010] Game medium managing methods in conventional 
gaming systems includes a method in Which chip card type 
game cards are used (see a published Japanese translation of 
a PCT patent application No. 2001-506031). HoWever, this 
method is different from the con?guration of the present 
invention in that this method is based on the premise that 
gaming machines are connected With a host computer or the 
like through a netWork, that this method is mainly intended 
for gaming machines located in places other than game 
arcades, and the like. Furthermore, this method does not 
solve the problem that the exchange of coins or chips is 
required every time the player plays another game or another 
gaming machine. 

[0011] It is therefore an object of the present invention to 
provide a gaming machine and gaming system Which alloW 
players to continue to have interest in and be excited by 
games so that the players gets deeply involved in and enjoy 
games for a long time, and Which is capable of preventing 
the time for games from being shortened due to the exchange 
of coins or chips so that the game arcade secures its more 
pro?t. 

SUMMARY OF THE INVENTION 

[0012] The gaming machine according to the present 
invention comprises a game medium providing device for 
providing a game medium for a game, stored in the storage 
medium; and a value recording device for recording a value 
of the game medium at a predetermined rate on the storage 
medium, based on a result of the game. Each game player 
has the storage medium and puts it into the game machine 
When he plays a game. 

[0013] According to the gaming machine of the present 
invention, When the player possess no game medium such as 
a chip or coin, but has a storage medium, the player may get 
game mediums provided from the gaming machine by using 
the storage medium to start a game. When the player ?nishes 
the game, game mediums Which have been obtained through 
the game play or Which have been put in the gaming 
machine, are exchanged to value at a predetermined rate, 
and the value is added to the value stored in the storage 
medium. For this reason, the troublesomeness of carrying a 
number of game mediums to play games in a game arcade 
can be eliminated. 

[0014] Furthermore, the gaming machine mentioned 
above may be used With other gaming machines. Types and 
minimum bets (including denominations) of the game 
machines differ betWeen at least tWo of the gaming 
machines, and the storage medium is utiliZed in each of the 
gaming machines. 
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[0015] Since the storage medium, Which stores the value, 
is commonly used With the gaming machines, it is not 
necessary to carry out the annoying exchange of the game 
mediums With the different game mediums (game machine) 
or With the different minimum bets (denominations). The 
player can play tWo or more types of games or play With tWo 
or more gaming machines consecutively. As the result, it can 
be prevented that the player loses interest in games or the 
player’s excitement for games tones doWn, and moreover 
the interest or excitement may be increased cumulatively, 
and thereby it becomes possible that the player gets deeply 
involved in the game. Furthermore, time is not consumed for 
the exchange of the game mediums, and thereby it becomes 
possible that the game arcade secures its pro?t suf?ciently. 

[0016] Here, the gaming machine preferably comprises a 
storage medium issuing device for issuing the storage 
medium. And the gaming machine preferably comprises a 
game medium converting device for converting at least a 
portion of the value so as to pay out money. And the gaming 
machine preferably comprises a game medium payout 
device for paying out at least a portion of the value as a 
physical game medium (such as a coin, a token, a medal, a 
chip or the like). 

[0017] Furthermore, a gaming system according to the 
present invention comprises a plurality of gaming machines, 
each of Which utiliZes the storage medium and types and 
minimum bets of the gaming machines differ betWeen at 
least tWo of the gaming machines. The gaming machines 
comprise a game medium providing device for providing a 
game medium for a game, stored in the storage medium; and 
a value recording device for recording the value of the game 
medium at a predetermined rate on the storage medium, 
based on a result of the game. 

[0018] According to the gaming system of the present 
invention, When the player possesses no game medium but 
has the storage medium, the player may get game mediums 
provided from the gaming machines by using the storage 
medium, and thereby the troublesomeness of carrying a 
number of game mediums to play games in the game arcade 
can be eliminated. 

[0019] Furthermore, it is possible that When starting a 
game, the player gets game mediums used for a gaming 
machine provided from the gaming machine, and When 
?nishing the game, value corresponding to game mediums 
obtained through the game or physical game mediums put 
into the gaming machine, is added to the value information 
stored in the storage medium. For this reason, it is not 
necessary to carry out the complicate Work for the exchange 
of game mediums also betWeen games for Which different 
minimum bets or dominations have been de?ned or betWeen 
gaming machines for Which different minimum bets or 
dominations have been de?ned, and thereby a player may 
play tWo or more types of games or play With tWo or more 
gaming machines consecutively. As the result, it can be 
prevented that the player loses interest in games or the 
player’s excitement for games tones doWn, and moreover 
the interest or excitement may be increased cumulatively, 
and thereby it becomes possible that the player gets deeply 
involved in the game. Furthermore, time is not consumed for 
the exchange of game mediums, and thereby it becomes 
possible that the game arcade secures its pro?t suf?ciently. 

[0020] The gaming machine of the gaming system 
described above preferably further comprises a storage 
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medium issuing device. The storage medium issuing device 
comprises a value inputting device for recording a value 
based on a physical game medium inserted and an issuing 
device for issuing the storage medium, Which stores the 
value. OtherWise, the gaming system preferably further 
comprises a storage medium issuing device separately. This 
storage medium issuing device comprises the value input 
ting device and the issuing device. 

[0021] The gaming machine of the gaming system 
described above preferably further comprises a game 
medium converting device for converting at least a portion 
of the value so as to pay out a physical game medium. 
Hereby, a player may converts the value stored in the storage 
medium or the game mediums stored in the game machine 
into pysical game mediums to ?nish the game. For this 
reason, the player does not need to get game mediums 
converted to pysical game mediums through a person at, for 
example, a change booth, casher, or the like, and thereby can 
?nish the game smoothly. 

[0022] In addition, the gaming machine of the gaming 
system described above preferably further comprises a game 
medium payout device for paying out at least a portion of the 
value as a physical game medium. In such a gaming 
machine, With regard to the game mediums obtained through 
the game, not only the value corresponding to the game 
mediums is added to the value stored in the storage medium 
to be stored, but also the physical game mediums may be 
paid out at predetermined time. The player can enjoy the 
atmosphere or feeling at the time When the player gets a high 
dividend like in a game arcade having a conventional 
gaming system. 

[0023] Furthermore, it is preferable that the game medium 
payout device pays out a predetermined amount of the game 
medium and the value recording device records a portion of 
the amount in the storage medium as the value. For example, 
the portion of the amount recorded in the storage medium 
can be the remaining gaming medium to be paid out. In such 
arrangement, When an extremely large number of game 
mediums are paid out such as jackpot, actual game mediums 
up to predetermined amount is paid out, and a portion of the 
amount (the remaining gaming medium to be paid) is 
recorded in the storage medium as the value. For this reason, 
the player can enjoy the atmosphere or feeling at the time 
When the player gets a high dividend like a conventional 
gaming system, and the troublesomeness of handling a large 
number of game mediums can be eliminated. 

[0024] Furthermore, the value inputting device of the 
gaming machine of the gaming system described above 
preferably records an ID code on the storage medium, When 
recording the value in the storage medium based on the 
physical game medium. The ID code can be previously 
stored in the storage medium. Hereby, it can be easily found 
that storage mediums for other game arcades are used or the 
data such as value information has been falsi?ed, and 
thereby fraud can be prevented. 

[0025] The gaming system preferably further comprises a 
host computer. The host computer comprises a value obtain 
ing device for obtaining the value and the ID code from the 
storage medium issuing device (or the storage medium 
issuing machine) and at least one of the gaming machines. 
And the host computer comprises a storage device for 
storing the value for the ID code. Hereby, the value (input/ 




































