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ABSTRACT GAME MACHINE, GAME SYSTEM, ITS
PROGRAM, AND RECORDING MEDIUM A game machine
which uses play items such as cards and which enables the
player to play a game seriously and to concentrate in the game
so as to win over the opponent is provided according to the
present invention. The game machine controls the progress of
a game based on data read out from the play items, and issues
a new play item for each game played. The game machine
includes means for setting a game fee at a discount rate in
accordance with the number of previous consecutive wins for
the player to try a next post victory bonus game after winning one
game, and means for determining the humber of games played
based on the outcome (win or loss) of the player's previous
games and for issuing new play items collectively to the player
by the number corresponding to the determined number of
games played. Figure 11
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ABSTRACT

GAME MACHINE, GAME SYSTEM, ITS PROGRAM, AND RECORDING MEDIUM

A game machine which uses play items such as cards and which
enables the player to play a game seriously and to concentrate in
the game so as to win over the opponent is provided according to
the present invention.

The game machine controls the progress of a game based on data
read out from the play items, and issues a new play item for each
game played. The game machine includes means for setting a game
fee at a discount rate in accordance with the number of previous
consecutive wins for the player to try a next post-victory bonus
game after winning one game, and means for determining the number
of games played based on the outcome (win or loss) of the player'’s
previous games and for issuing new play items collectively to the

player by the number corresponding to the determined number of games

played.

Figure 11
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DESCRIPTION

GAME MACHINE, GAME SYSTEM, ITS PROGRAM, AND RECORDING MEDIUM

TECHNICAL FIELD
[0001]

The present invention relates to a game machine which uses
play items such as cards with data recorded thereon to operate a
game by reading out the data on the play items and displaying the
game contents on a monitor screen, and to a game system, a program
which controls the operation of this game machine, and a recording
medium on which this program is recorded.
BACKGROUND ART

[0002]

Football simulation card game machines have been well known
as card game machines which use cards as play items. With this card
game machine, when a game player sets player cards ona card placement
panel, an image sensor inside the machine reads out data recorded
on the back side of the cards to generate data of football players
who will ﬁorm a team so that the game is started. The player can
give instructionsonthepositionor formationof the football players
by chahging the arrangement of the player cards. The players of
such card games can take pleasure in collecting cards such as the
player cards they can use in the card games.

(00031

The invention disclosed in Patent Document 1 below proposes

one such card game machine as described above.

ThecardgamemachinedescribedinPatent Documentlisamachine



which executes the football simulation card game described above.
Disclosed in Patent Document 1 is that a new player card is issued
from a card issuing unit of the card game machine when a game ends,
so that the game player can have one more player card each time
a game ends, which enables the game player in a next game to select
or replace the football players more easily using the newly obtained
player cards.

[0004]

In amusement arcades or the 1ike, there are provided a variety
of game machines including video games other than card game machines.
These game machines are required to improve the occupancy rate and
increase the profit of the amusement arcade, and to make the game
players towish tocontinue the games, i.e., toprovide “interesting”
game contents. Patent Document 2 below describes an inventionwhich
proposes a game machine for solving these problems.

[0005]

The video game machine proposed in Patent Document 2 includes
fee collecting means for collecting a predetermined game fee from
a player, game operating means for starting a game from one of
different game stages and for displaying game screens on the monitor,
game results rating means for rating the game results at the end
of a game, and fee setting means for settinga fee for a next continued
game based on the ratings. Further disclosed in Patent Document
2 is that the game results rating means permits the player to play
a continued game to a next game stage at a discount rate if the

results at the end of the game satisfies a certain level.

[0006]



Patent Document 1: Japanese unexamined Patent Publication No.
2002-301264 (P.15-17 of the Specification and Fig. 26)
Patent Document 2: Japanese unexamined Patent Publication No.

Hei 6-304333 (P.3-6 of the Specification and Figs. 3 and 5)

DISCLOSURE OF THE INVENTION
PROBLEMS TO BE SOLVED BY THE INVENTION

[0007]

The card game'machiﬁe described in Patent Document 1 above
is controlled such that a new player card is randomly selected and
issued every time a game ends. One problemwas that when the player
obtains a high-value player card such as a card which represents
a famous player, the player is satisfied and less interested in
playing a next game. Some players would even lose a game
intentionally so as to end the game quickly and obtain a new player
card. This led to another problem that the opponent player who may
be performing a fair play with well-thought tactics also feels less
interested in playing the game.

[0008]

As for the video game machine described in Patent Document
2 above, its object is merely to increase the occupancy rate or
the profit by encouraging players who have reached a certain stage
to continue playing the game. Also, the invention described in the
document is not aimed at encouraging each player to take the ocutcome
of the game being played seriously and to concentréte in the game
even in cases where freebies such as cards aregiven out irrespective

of the game outcome at the end of a game, for example in a game



where two or more players compete against each other.

Furthermore, with the video game machine described in the
document, when the results of a previous game satisfy a certain
level, the discount rate applies only to the next one game. That
is, the invention described in Patent Document 2 does not mention
any use of means which enhances the player’s desire to play another
game by applying the discount rate to the game after the next if
the player’s game results satisfied a certain level in the previous
game as well as in the following game.

[0009]

The present invention was devised to solve the problems
encountered by the conventional game machines described above, and
an object of the invention is to provide a game machine having means
for encouraging the player to take the game being played seriously
and to concentrate in the game to win over the opponent, and a program
‘which controls the operation of this game machine, and a recording
medium on which this program is recorded.

MEANS FOR SOLVING THE PROBLEMS

[6010}

The present invention provides a game machine provided with
game control means including: game fee collecting means for
collecting a game fee from a player; game outcome determination
means for controlling a progress of a game wherein it reads data
recordedonaplayitemanddisplaysagamescreen, and fordetermining
an outcome (win or loss) of the game; and play item issuing means
for issuing a new play item to the player per one game, the game

control means comprising:



game fee setting means for setting a game fee for the player
to try a next post-victory bonus game when the game outcome
determination means decides that the playver has won; and

post-victorybonusgameselectionmeans forallowingtheplavyer
to select whether or not the player wishes to try the post-victory
bonus game,

wherein the game control means controls the play item issuing
means such that, when the game outcome determination means decides
thattheplayerhas lost, orwhenthepost-victorybonusgameselection
means determines that the player has selected not to try the
post-victory bonus game, then the new play item is issued by the
number corresponding to the number of games playved by the player;
and

wherein the game control means controls the game such that,
when the post-victory bonus game selection means determines that
the player has selected to try the post-victory bonus game, then
the player is permitted to try the next post-victory bonus game
at a game fee set by the game fee setting means.

[0011]

The “play item” mentioned above indicates data-recorded cards
{trading card) which have conventionally been used as a game medium
of a card game, or shaped articles such as figures used for playing
the game with a sticker or the like printed with coded information
stuck on the back side of the figure base.

The “game” referred to in the present invention may be any
game which can be played between one player and his/her opponent

and which ends with an outcome, i.e., one of the players winning



and the other losing, for example, a game which uses the play items
described above such as card games, whichmaybea football simulation
game or a battle game.

[0012]

Furthermore, the present invention provides a game machine
in which the game control means further comprises means for counting
the number of consecutive wins the player has obtained by
consecutively trying and winning the post-victory bonus game, and
controls the play item issuing means such that when the number of
consecutive wins has reached a predetermined value, the new play
items are issued by the number corresponding to the predetermined
value.

{0013]

Furthermore, the present invention provides a game machine
in which the game fee setting means includes means for setting a
game fee at a discount rate for the post-victory bonus game based
on a number of consecutive tries at the post-victory bonus game.
[0014]

Furthermore, the present invention provides a game machine
which further includes a match game program and data for enabling
the player to play a game with the game machine as the opponent.
{0015]

The present invention also provides a game system including
a plurality of the game machines described above connected in
communication with each other and controlled so that a game can

be played between/among the game machines based on communication

data transmitted between/among the game machines.



(0016]

The present invention also provides a game control program
for controlling an operation of a game machine, the game control
program being provided in the game machine and'including: game fee
collectingmeans for collectingagame feefromaplayer; game outcome
determination means for controlling a progress of a game wherein
it reads data recorded on a play item and displays a game screen,
and for determining an outcome (win or loss) of the game; and play
item issuing means for issuing a new play item to the player per
one game, the game control program comprising the steps of:

setting a game fee for the player to try a next post-victory
bonus game when the game outcome determination means decides that
the player has won;

allowing the player to select whether or not the player wishes
to try the post-victory bonus game,

controlling the play item issuing means such ﬁhat, when the
game outcome determination means decides that the player has lost,
or when it is determined that the player has selected not to try
thepost-victorybonusgameinthepost-victorybonusgamese;ection
step, then the new play item is issued by the number corresponding
to the number of games played by the player; and

controlling the game such that, when it is determined that
the player has selected to try the post-victory bonus game in the
post-victory bonus game selection step, then the player is permitted
to try the next post-victory bonus game at the game fee set by the
game fee setting step.

{0017]



The game control program of a game machine further comprises
the steps of:

counting the number of consecutivewins theplayer hasobtained
by consecutively trying and winning the post-victory bonus game;
and

controlling the play item issuing means such that when the
number of consecutive wins has reached a predetermined value, the
new play items are issued by the number corresponding to the
predetermined value.

[0018]

According to the present invention, the game fee setting step
in the game control program further includes a step of setting the
game fee at a discount rate based on the number of consecutive tries
at the post-victory boanus game.

[0019]

The present invention also provides a computer-readable
recording medium on which the game control program of a game machine
described above is recorded.

The computer-readable recording medium applicable in the
invention includes a disk medium such as a CD-ROM, a DVD-ROM, and
a hard disk device, and an electrical recording storage medium such
as a mask ROM.

BRIEF DESCRIPTION OF THE DRAWINGS
{0020]

Fig. lisaperspectiveviewilllustrating theoverall structure

of one embodiment of a card game machine of the present invention;

Fig. 2 is a perspective view illustrating a terminal device



operated by each player in the card game machine shown in Fig. 1;
| Fig. 3 is a control block diagram illustrating one example
of the control system of the card game machine shown in Fig. 1;

Fig. 4 is a plan view of a card placement panel provided in
the card game machine shown in Fig. 2;

Fig. 5 is a longitudinal cross section of a housing on which
the card placement panel is mounted;

Fig. 6 is a diagram illustrating one example of a code pattern
on the card;

Fig. 7 is a diagram illustrating one example of an image of
the back side of a card taken by an image sensor;

Fig. 8 is a diagram illustrating the starting positions of
the bits in the ID data region recorded on the back side of a card
as well as the data region;

Fig. 9 is a diagram illustrating a pattern data arrangement
on the back side of a card;

Fig. 10 is a diagram for explaining the configuration of a
software provided in the card game machine shown in Fig. 2;

Fig, 11 is a flowchart for explaining the process steps of
a program which controls the operation of the card game machine
shown in Fig. 2;

Fig. 12 is a flowchart for explaining further process steps
of the game control program shown in Fig. 11;

Fig. 13 isadiagramillustratingoneexampleofacardplacement
screen;

Fig.l1l4isadiagramillustratingoneexampleofabattlescreen;

and



Fig. 15isadiagramillustratingoneexample of ascreenasking
whether or not to try a post-victory bonus game.
BEST MODE FOR CARRYING OUT THE INVENTION
[0021]

One embodiment of a card game machine, by way of example, of
the present invention will be described below. Fig. 1 is a
perspective view illustrating the overall structure of one
embodiment of the card game machine of the present invention, and
Fig. 2 is a perspective view illustrating a terminal device operated
by each player in the card game machine. The embodiment described
below is applied to a battle game set in a war-torn era, but the
card game machine can also be applied to other card games including
football simulation games.

{0022]

As shown in Fig. 1 and Fig. 2, the card game machine 1 is made
up of one or two larxge panel display{s) 2, a main confroller 3 for
the display control of the large panel display 2, and a plurality
of terminal devices 4a to 4h which are connected in communication
.with the main controller 3. Each of the terminal devices 4a to 4h
constitutes the game machine of the present invention.

[0023]

The large panel display 2 displays a screen showing the current
territorial alignments which change by the moment, an introduction
of players who have successfully dominated the whole country as
“previous emperors”, and a ranking of the emperors, etc.

[0024]

AplayerPwhoparticipatesinagameforthefirsttimepurchases
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a starter kit first, which is necessary for playing the game, and
sitsatoneof the terminal devices 4a todh. Thestarterkitincludes
an IC card 5 used as a recording medium for recording battle results
and the l1ike, and a plurality of cards 6 printed with illustrations
of warlords or the like who lead respective troops. This card 6
serves as a play item, which forms part of the present invention,
and the play item will be referred to as “card 6” in the following
description.

[0025]

On the IC card 5 is recorded player data, at least including
the types of the cards 6 which the player owns, the gualities of
the warlords or the like corresponding to card data recordeé on
the back side of the cards 6 such as “well-armed, good at charging?,
“intelligent, strategic”, etc., previous battle results, and the
name or nickname of the player. Thus, the card game machine 1 can
obtain data necessary for the game by reading out the information
recorded on the iC card 5, and verify that the player P is qualified
to take part in the game.

[0026]

The cards 6 have illustrations or the like of various different
warlordsprinted thereon. Onthebacksideofthecardséaverecorded
data patterns (code patterns) which form ID codes for identifying
the warlords printed on the front side.

[0027]

The terminal devices 4a to 4h are connected with communication
lines and have the same structure; the description will be made

withreferencetothe terminal devicedashowninFig. 2. Theterminal
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device 4a includes a card placement panel 7 for placing cards 6
the player P owns thereon, a monitor 8 for displaying screens of
a battle or the like, an IC card read/write device 9 in which the
ICcard 5 is inserted, a coin insertion device 9a, and a card issuiag
device 10 for giving out (issuing) new cards 6 to the player P per
each game played. Each one of these terminal devices 4a to 4h
constitutes the game machine of the present invention.

Players who operate these terminal devices (game machines)
4a to 4h can play a game with each other as competing opponents.
Also, the player can play a game with the terminal device 4a or
the like which he/she is operating as the opponent.

[0028]

The coin insertion device 9a includes a coin slot and a sensor
for identifying the inserted coins, and constitutes game fee
collecting means for collecting the game fee when the player P starts
a game. The coin insertion device 9%9a in Fig. 2 is united with the
IC card read/write device 9, but they may be separated.

[0029]

On the left side of the card placement panel 7, select buttons
11 for moving the cursor when inputting a name or selecting an item
from a menu are provided. On the right side of the card placement
panel 7, various button switches such as an action button 12 which
is pressed for executing a “tactics”, a “charge”, or a “one-on-one
fight”, a start-up button, and the like are provided.

[00301
Fig. 3 is a block diagram for explaining one example of the

control system of the card game machine 1. The main controllexr 3
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is connected through a hub 14 of a LAN (Local Area Network) 13 to
a large panel controller 15 for the display control of the large
panel display 2, to the terminal devices 4a to 4h, and to an external
communication network (not shown). The terminal devices 4a to 4h
are connected to each other through the hub 14.

[0031]

The large panel controller 15 is made up of a control board
or the like which includes a CPU 16, a RAM 17 which is a storage
device (memory), an I/0 interface 18, a sound circuit 19, and a
graphicdisplay circuit 20. The RAM 17 stores data of various images
displayed on the large panel display 2, and an image output control
program which selects these image data, determines a priority
sequence, and displays the images in that seguence.

{0032]

The I/0 interface 18 is connected to the main controller 3
through the huﬁ 14, and to switches 21 or the like for operating
the large panel display 2. The sound circuit 19 ig connected to
a sound amplifier {(speaker) 22 which ocutputs sound in accordance
with various images shown on the large panel display 2. The RAM
17 also stores sound data and a sound output control program for
outputting the sound data to the speaker 22. The graphic display
circuit 20 displays an image selected by a control signal from the
CPU 16 on the large panel display 2.

(0033]

Each of the terminal devices 4a to 4h is made up of a control

board or the like which includes a CPU 23, a RAM 24 (memory), an

I1/0 interface 25, a sound circuit 26, and a graphic display circuit
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27. The RAM 24 stores (records) data of various images shown on
the monitor 8, an image output control program which controls the
displayof these imagedata, and a game control programwhich controls
the progress gf the game when a game is played with the card game
machine 1.

The RAM 24 further stores battle data or the like which is
used when the player P plays a game with the terminal device 4a
or the like as the opponent. Recorded as the battle data are ID
codes of various warlords who will be the enemies of the player
P and their qualities. | |

[0034]

The I/0 interface 25 is connected to the main controller 3,
as well as to the IC card read/write device 9, a coin sensor {(not
shown) of the coin insertion device 9a, a timer 9b, the card issuing
device 10, the select buttons 11, the action button 12, and the
switches or the like for operating the monitor 8, and to the image
sensor 40 for reading out the card data on the back side of a card
6. The timer 9b is used as means for counting time which has passed,
but a software timer which counts time with a program may also be
employed.

[0035]

The soundcircuit 26 isconnectedtoasoundamplifier (speaker)
30 which outputs sound in accordance with various images shown on
the monitor 8. The RAM 24 also stores sound data and a sound cutput
control program for outputting the sound data to the speaker 30.
The graphicdisplaycircuit27 displays animageselectedbyacontrol

signal from the CPU 23 on the monitor 8.
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[0036}

Fig. 4 is a plan view of the card placement panel 7 shown from
above, and Fig. 5 is a longitudinal cross section of a housing 31
in which the card placement panel 7 is mounted. As shown in Fig.
4 and Fig. 5, the card placement panel 7 is made up of a transparent
glass plate 33 attached such as to close an upper face opening 32
of the housing 31, and a thin play field sheet 34 laid on top of
the glass plate 33.

[0037]

When playing a game, cards 6 are placed on the top face of
thisplay field sheet 34. When the player P competes against another
player who is operating another terminal device 4b, they place their
cards 6 on the card placement panels 7 (play field sheets 34) of
their respective terminal devices.

[0038]

Inside the housing 31 aremounted a light source 35 foremitting
infrared light (invisible 1light) toward the back side of the card
6 placed on the card placement panel 7; a first filter 36 for removing
visible rays from the light emitted from the light source 35; a
first reflectionplate 37 for reflecting upwards the reflected 1ight
from the back side of the card 6; a second reflection plate 38 for
- reflecting downwards the reflected light ({(invisible light) from
the firstreflectionplate37; asecond filter 39 for removing ambient -
light (visible light) from the light reflected from the second
reflection plate 38; and an image sensor 40 for imaging the pattern
of card data recorded on the back side of the card 6 which is placed

on the card placement panel 7, using the reflected light which has

15



passed through the second filter 39. The light source 35 is a light
emitting diode (LED) or the like which emits invisible light such
as infrared or ultraviolet rays, which cannot be seen by human eyes.
If no visible light is emitted from the light source 35, the first
filter 36 can be omitted.
[0039]

The first reflection plate 37 is supported on a lower slope
41 of the housing 31 such that it is inclined at a predetermined
angle ? relative tothehorizontal cardplacement panel 7. Thesecond
reflectioﬁ plate 38 is mounted at an angle which corresponds to
the mounting angle of the first reflection plate 37.
[0040]

Because of the lower slope 41 of the housing 31, the player
P, when seated, can place his/her legs in the space below the slope
41. This allows the player P to stretch his/her arm to a farthest
position on the card placement panel 7lwhen laying the cards 6 on
the panel 7, enabling him/her to place the card 6 anywhere on the
card placement panel 7. From inside the tightly closed housing 31
is projected infrared light (invisible light) from the 1ight source
35, from which visible rays have been cut, onto the card placement
panel 7, and therefore the card placement panel 7 cannot be seen
through from above into the housing 31.
[0041]

Fig. 6 shows one example of a code pattern on the back side
of the card 6. A code pattern 170, formed from various patterns
with different radii, is printed on the back side of the card 6.

The code pattern 170 includes a card position detection circle 172;

16



an angle position detection pattern region 174 formed around the
card position detection circle 172; an ID data region 176 formed
around the angle position detection pattern region 174; an annular
white region 178 formed inside the card position detection circle
172; a data region 180 formed inside the annular white region 178;
and a center point 182 formed inside the data region 180. The code
pattern 170 is identified by the difference in density between a
black portion 170a and a white portion 170b.

[0042]

The code pattern 170 is applied with a print using an ink which
transmits infrared light, so that the player cannot directly see
the code pattern. This prevents the player or other persons from
tampering with the code pattern 170 to change the pattern or from
fabricating a card with a forged code pattern.

[0043]

The card position detection circle 172, the angle position
detection pattern region 174, the ID data region 176, the annular
white region 178, and the data region 180 of the code pattern 170
are concentric circles around the cénter point 182, and the ID data
region 176 is formed in an arc-shape, because its radius is larger
than the short side of the card 6. That is, the ID data region 176
is the outermost circular pattern and since this circle has a larger
radius than the short side of the rectangular card, it is partly
provided as an arc, so as to use the entire surface of the card
efficiently.

[0044]

Fig. 7 shows one example of an image of the back side of the

17



card -6 taken by the image sensor 40. As shown in Fig. 7, when the
code pattern 170 is imaged by the image sensor 40, a black-white
portion is identified as “1” and a white-black portion as “0”. The
white portions of the ID data region 176 and the data region 180
are provided with hatching; they are not blanks but indicate some
information as combinations withblack portions. That is, theblack
portion and the white portion mentioned above form a 1-bit signal,
and these black portions and white portions arearranged indifferent
patterns in accordance with the preset contents of information,
these position patterns functioning as the.code pattern. In this
example, the size of one half bit {(one black portion or one white
portion) corresponds to six dots of the image data imaged by the
image sensor 40 when displayed on the screen.

[0045]

The code pattern 170 and the center point 182 of the card 6
are detected based on the difference in brightness hetween the inner
side and the outer side of the card position detection circle 172.
Annular white regions are therefore formed inside and outside of
the card position detection circle 172 so as to make the difference
in brightness clear between the inner and outer circumferences of
the circle 172. Béing a circle, the card position detection circle
172 enables detectionof thepositionirrespectiveoftheorientation
(angle position) of the card 6.

[0046]

The angle position of the code pattern 170 {orientation of

the card 6) is determined by detecting circumferential distances

between protrusions 174a to 1744 in the angle position detection
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pattern region 174 which extend radially outwards from the outer
circumferenceof the cardpositiondetectioncirclel172. Therefore,
theprotrusions174atol?4darenotequallybutdifferentlydistanced
around the circle, so that the angle position of the card 6 can
be determined by detecting the different distances.

[0047]

The value of each bit is determined from the difference in
brightness between two adjacent half bit regions. When determining
the brightness of each region, the brightness in the centér of each
region is used and not the brightness at the edge of the interface
between the adjacent regions, so as to minimize the effect of
defocusing or positional/angular misalignment.

[0048]

As shown inFig. 8, eachcard6hasadifferentbitstartposition
851 to S4 in the ID data region 176 and the data region 180. As shown
in Fig. 9, 16-bit information made up of patterned data 0 to 15
is available from the ID data region 176 and the data region 180.
Each patterned data 0 to 15 includes a black portion and a white
portion as described above, and each black-and-white portion has
a relatively large area so that it is easily recognizable from the
image data taken by the image sensor 40 so as to prevent a data
read error.
[0049]

Next, the configuration of the software stored in the RAM 24
ofeachterminaldevice4ato4hshowninFig.1toFig.3forcontrolling
the operation of the card game machine 1 will be described. Fig.

- l0showsoneexampleof theconfigurationof theprogramwhichcontrols
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the operation of the card game machine 1.
[0050]

As shown in Fig. 10, the game control program which controls
the operation of the card game machine 1 is made up of a main control
program unit P1l; an I/O control program unit P2; a troop control
programunit P3; a tactics control program unit P4; an image control
program unit P5; and a sound output control program unit P6. This
game control programconstitutesthegamecontrol meansof thepresent
invention.

[0051]

The main control program unit P1 is configured with a program
which controls the overall operation of the card game machine 1
ofthepresentinvention,andsub-programsnecessaryforthisoverall
control. The main control program unit Pl includes several
sub-programs such as a main control program Pla, an input signal
analysis program Plb, a game fee setting program Plc, and a game
start permission program P14d.

[0052]

The main control program Pla is executed after the power of
the card game machine 1 is turned on and controls the whole process
of a game. The main control program Pla also includes an
initialization program which initializes memory regions of the RAM
24, which are provided for storing variables used in the progranm,
and which displays a start-up screen on the monitor 8 wvhen the power
of the card game machine 1 is turned on. The main control program
Pla also includes a communication control program for data

communication with other terminal devices 4b or the like when the
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player P competes with another player who is dperating one of the
other terminal devices 4b or the like.
[0053)

TheinputsignalanalysisprogramPlbisaprogramforanalyzing
a signal (such as an interrupt signal) inputted from the IC card
read/write device 9, coin insertion device 9a, image sensor 40,
select buttons 11, action button 12 and others, and for allocating
a sub-program to necessary processing.

[0054]

The game fee setting program Plc is a program for setting a
fee-per one game when a player P plays a game, and constitutes game
fee setting means. According to the present invention, when the
player P wins one game, he/she is given the right to try another
game successively (post-victory bonus game}, a choice being given
to the player whether he/she wishes to try or not. If thé playerx
P chooses to try the post—vicgory bonus game, the game fee is set
lover than a normal fee. According to the present invention, if
theplayerwinsthefirstpost-victorybonusgame,he/shecanfurther
try a second poét-victcry bonus game. The game fee for the second
post-victory bonus game is also set lower. The game fee setting
program Plc thus sets (determines) the fee for a game after the
game in which the player has won, in accordance with the number
of consecutive wins.

[0055]

The game start permissionprogramPldis a programwhich counts

and stores the amount (number) of coins inserted in the coin insertion

device 9a by theplayer P. That is, the program recognizes the number
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of inserted coins as the number of stored coins which canbe allocated
to the game fee, and determines whether or not the amount of stored
coins covers the game fee (credit) of one game. The program then
gives permission to start the game when it has determined that the
amount of stored coins {number of inserted coins) covers the fee
for the game. If the amount of coins fails to cover the fee, the
brogram displays a number of coins which need to be inserted on
the monitor 8.

Although not shown in Fig, 10, the main control program unit
Pl also includes a match-up program which is a control program for
aliowing the player P to play a game with the terminal device which
he/she is operating as his/her oﬁponent.

[0056]

The I/0 control program unit P2 is made up of a program which
executes necessary processing based on an input signal from the
above-mentioned various button switches, and an input device or
a sensor of the IC card read/write device 9 which are connected
to the I/0 interface 25; and a program which controls ocutput to
the IC card read/write device 9, the card issuing device 10 and
others. As showninFig. 10, thel/Ocontrol programunit P2 includes
several sub-programs such as an IC card read/write program P2a,
a button input processing program P2b, a card data read program
ch,acardinformation(position/angle/type)analysisprograszd,
and a card issuing device control program P2e.

[0057]
The IC card read/write program P2a is a program which controls

the operation of the IC card read/write device 9, such as reading
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the data recorded on an IC card 5 owned by a player P when he plays
a game and storing such data in the RAM 24, and writing data on
game results or battle results on the IC card 5. The button input
processing program P2b is a program which executes processing in
accordance with an input signal from the select buttons 11, action
button 12, and others.

[0058]

The card data read program P2c decodes image data which is
obtained by imaging a code pattern 170 printed on the back side
of a card 6 with the image sensor 40, when the player P places the
card 6 on the card placement panel 7 (play field sheet 34) to start
agame, andstoresthedecodeddataintheRAM24. Thecardinformation
(position/angle/type) analysis program P24 is a program which
analyzes the position, angle, and the like of a card 6 placed on
the play field sheet 34, and stores the analysis data in the RAM
24. The card issuing device control program P2e is a program which
controls issuance of a predetermined number of new cards 6 to a
player P based on the control of the main control program unit P1,
and, withthecard issuingdevice 10, it constitutesplay itemissuing
means of the present invention.

[0059]

The troop control program unit P3 and the tactics control
program unit P4 are programs which control the operation in battle
scenes of the game, when the player P moves a card 6 on the card
placement panel 7 to performanattack or the 1ike, and which control
display of battle scenes on the monitor §.

[0060]

23



The troop cqntrol program unit P3 is a program which controls
the troop represented by a card 6 based on the card information
recorded on the card 6. The troop control program unit P3 includes
various sub-programs such as a (card-type-based) position cthange
program P3a which changes the position of the troop by the type
of the card in accordance with the position of the card 6; an
(angle-based) parameter change program P3b which changes the
parameters such as attack force, firing range, and defense force
of the troop in accordance with the angle of the card 6; an
(angle-based) troop type change program P3c which changes the type
of the troop such as an army of spear carriers or archery squads
in accordance with the angle (portrait-oriented or
landscape-oriented, etc.) of the card 6; and a card selection
determination program P3d which determines that a troop represented
by a card 6 has been selected based on a detected change in position
of the card 6 when the player P moves the card 6 on the card placement
panel 7 in a sliding manner.

[0061]

The tactics control programunit P4 isaprogramwhich controls
tactics such as firing tactics to give damage to the opponent in
accordance with the card information recorded on the card 6 and
the player’s operation of the action button 12. The tactics control
program unit P4 includes several sub-programs such as a target
selection control program P4a which displays goals of the tactics
in accordance with the angle of the card 6 for the player P to select,
when the troop which corresponds to the card 6 selected by the card

selectiondeterminationprogramP3idmentioned above isinacondition
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tousethetactics(whenthetroopmoraleismorethanapredetermined
level); an affected area determination program P4b which determines
the area affected by the tactics; and a tactics execution program
P4c which executes the tactics and reproduces the damage inflicted
upon the opponent. The tactics execution program Pdc also includes
@ program which constitutes game outcome determination means for
determining the outcome of the game.

[0062]

The image control programunit P5 is configured with a program
for outputting various staged images on the monitor 8 based on the
control of various programs such as the main control program unit
Pl,thetroopcontrolprogramunitPB,andthetacticscontrolprogram
unit P4. The image control program unit P5 includes various
sub-programs such as a title/adverﬁisement screen control program
P5a, a setup screen control program P5b, a battle preparation screen
control program P5c, a battle screen control program P5d, and a
result display screen control program Phe.

[0063]

Thetitle/advertisementscreencontrolprogramPSaisaprogram
whichcontrolsthedisplayofthetitleofthegameandadvertisements
and the 1ike when a game is started by the control of the main control
programPla. ThesetupscreencontrolprogramPSbif;aprogramwhich
controlsthedisplayofsetupscreenssuchasamodeselectiohscreen,
acard registration screen, a strategy selection screen, a continent
display screen for matching up opponents, a battle result screen,

arankingscreeninaccordancewiththebattleresults,andaconquest
screen.
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The battle preparation screen control program P5c is a program
which controls display of battle preparation screens such as an
opponent introductionscreenandacardplacement screen. Thebattle
screen control program P54 is a program which controls display of
battle screens, and the result display screen control program-PSe
isaprogramwhichcontrolsdisplayofascreenwhichshowsexperience
points obtained in accordance with the battle results, a battle
result review screen, and a card issuance screen for notifying
(reporting) the player ? of the issuance of a new card.

[0064]

The sound output control program unit P6 is a program for
outputting sound from the speaker 30 based on the control by the
main control program unit P1, the troop control program unit P3,
and the tactics control program unit Pp4.

(0065]

These programs noted above can be developed using a program
developing language such as the C language. Source programs
developed using the C language or the like are translated into object
programs (of the machine language) which can be executed in the
CPU 23, and these programs are stored in a CD-ROM, a DVD-ROM, or
an external memory device such as a hard disk device of the terminal
device 4a. Various image data and sound data are also stored in
a recording medium which can be read by a computer. When the power
of the terminal device 4a is turned on, and a CD-ROM or a DVD-ROM,
for example, on which the above-noted programs are stored, is set
in a reading device of the termiﬁal device 4a, these programs and

image/sound data are read into the RAM 24, whereby the card game
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can be executed.

The recording medium which can be read by a computer mentioned
above may be a mask ROM, which reads recorded data electrically.
When such a mask ROM is used, the control board in the terminal
device 4a shown in Pig. 3 is provided with a control circuit on
which this mask ROM is mounted, and the object programs mentioned
above are stored in this mask ROM.

[0066]

Next, the game method and the software processing of one
embodiment of the card game machine 1 of the present invention will
be described with reference to the flowcharts of Fig. 11 and FPig.
12. When a player P plays a game with the card game machine 1 for
the first time, he/she needs to purchase a starter kit from a vending
machine or the like in an émusement arcade or the like. A starter
kit includes a plurality of cards 6 printed with illustrations of
warlords or the like who lead respective combat troops used in the
game, and one IC card 5 having a built-in IC chip. On the IC card
5is preliminarily stored the characteristics data of combat troops
represented by the cards 6 as mentioned above, and battle results
of each game are also stored in the IC card 5.

[0067]

First, when the terminal device 4a is turned on, the various
programs stored ir a CD-ROM or the like and shown in Fig. 10 and
image/sound data are read into the RAM 24, and the main control
program Pla is started and initializes the memory region in the
"RAM 24 where variables are stored (a flag indicating the number

of games played, a flag indicating the number of consecutive wins,
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and an outcome flag as will be described later).

The process steps of the game control programwill be described
below in the order of the steps shown in Fig. 11 and 12.

[06068]
{Step S1)

In step S1, the main control program Pla activates the
titlé/advertisement screen control program P5a so0 as to display
the title or the like of the card game on the monitor 8. The card
game machine 1 then waits for the player P to insert coins to play
a game.
fo069]

{Steps S2 and 83)

When the player P throws coins into the coin insertion device
9a, the coin sensor installed inside the coin insertion device 9a
detects the inserted coins, and inputs a detection signal to the
ﬁerminal device 4a via the I/0 interface 25. The input signal
analysis program Plb of the terminal device 4a examines the type
of the input signal, and when it recognizes the signal as a coin
insertion signal, the program activates the game start permission
program P14d.

[0070]

ThegamestartpermissionprogramPldgivespermission (access)
to play a game: That is, the program P1d counts the amount {number)
of coins the playver P has thrown into the coin insertion device
9a and stores the amount as a number of inserted coins in a memory
region set in the RAM 24; adds the number of inserted coins in a

region set in the RAM 24 provided for recognizing the amount of
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stored coins; and decides whether the amount of stored coins covers
the fee (credit) for one game in step 3. If the program determines
that the amount of stored coins covers the fee for one game, it
gives permission to play the game, and the process goes to the next
step S4. If the amount of inserted coins does not cover the credit,
the process goes back to step S52.
[0071]

According to the present invention, the game fee when a player
P plays the game for the first time is a normal rate of, for example,
three coins. |

Also, according to the present invention, when the player P
plays thegameandobtainsa “victory”andtries thenext “post-victory
bonus game,” the fee for this post-victory bonus game is reduced
to two coins. 1If the player P wins this first post-victory bonus
game, and tries a second post-victory bonus game, the game fee this
time will be one coin. Thus, when the plaver P obtains a series
of victories {(consecutive wins), the game fee for a game after the
game inwhichtheplayer haswonissetatadiscount rateinaccordance
with the number of consecutive wins, until the number of consecutive
wins reaches a predetermined number. If the player P plays a game
and loses it, the normal fee mentioned above is applied to the fee
for a next game. Therefore, in step 83, the normal rate is applied
to the game fee.
[0072]
(Step S4)

As the amount of stored coins covers the fee for one game,

the game start permission program P14 deduces the number of coins
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corresponding to the credit of the game which is going to be playved
from the amount of stored coins stored in the RAM 24, and stores
the new amount of stored coins obtained by the deduction in the
RAM 24. This processing is performed for allocating any remaining
coins to the fee for a next game, in the event that the player P
may have inserted more coins than necessary for the normal fee.
[0073]

(Step 85)

Next, the player P inserts his/her IC card 5 into the IC card
read/write device 9. When a signal indicating insertion of an IC
card 5 is inputted, the main control program Pla activates the IC
card read/write program P2a to store the information recorded on
the IC card 5 into the RAM 24. The program then displays a mode
selection screen for the game on the monitor 8 and allows the player
P toselect a mode of the game to be played. This game mode selection
is a selection of whether the player wishes to play a match game
with another player operating one of the other terminal devices
4b or the like as the opponent, or to play a game alone with the
terminal deﬁice 4a (computer) he/she is seated at as the opponent.
The main control program Pla performs processing as required in
accordance with the selected mode.

[0074]
(Step S$6)

InstepS6, wvhentheplayerPplacesacardéonthecardplacement
panel 7, the main control program Pla activates the card data read
programP2c torecord thedataon thecodepatterni70stored (printed)

on the back side of the card 6 in the RAM 24. The reading of this
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code pattern 170 is performed by the image sensor 40 as described
above, and the analysis of read data such as gray image data is
performed by the card data read program P2c¢. In the code pattern

170 is recorded data for each type of troops and the like as mentioned

before.
[0075]
(Steps 87 and 88)

In step 87, the main control program Pla activates the setup
screen control program P5b to display a screen on the monitor 8
which allows the player P to select a strategy to be used in the
battle, and stores the strategy selected by the player P in the
RAM 24. 'Next, in step S8, the setup screen control program P5b
displays a battle area in a war-torn continent where the battle
will take place in the game for a preset period of time.

E6076]
(Step 859)

In step $9, the battle preparation screen control program PS¢
displays a screen on the monitor 8, which introduces the warlord
or the like whom the player P is going to fight a battle against.
If the opponent of the player P is another player who is operating
another terminal device 4b (to 4h), the information regarding the
card 6 placed on the card placement panel 7 of the terminal device
4b is transmitted to the terminal device 4a of the player P, and
displayed on the monitor 8. If the player P has chosen the terminal
device 4a as his/her opponent, then the main control program Pla
selects one of the warlords recorded ih the RAM 24 and sets the

same as the opponent of the player P to fight against.
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Next, the battle preparation screen control program P5c
displays a card placement screen on the monitor 8, in which the
cards 6 which will be used in the battle by the player P are arranged
as placed on the card placement panel 7.

[0077]

Fig. 13 showsone exampleof thecardplacement screenmentioned
above. As shown in Fig. 13, in the image, in which the player’s
fort is positioned on the frount side {lower part of the screen)
and the enemy’s fort is positioned on the farther side (upper part
of the screen), outlines 81 of trooés and captions 82 including
their icons, names, and characteristics aredisplayed in accordance
with the positions of the placed cards 6. Fig. 13 indicates that
the player P has placed five cards 6 on the card placement panel
7.

[06078]

{Step §10)

Next, when the player P moves a card 6 on the card placement
panel 7 in a sliding manner, the battle ié started, and the battle
screen control program P54 displays a battle screen shown in Fig.
14 on the monitor 8. The main screen 83 shown in Fig. 14 shows a
zoomed-in image of the battle situation including images of soldiers
of the troop represented by the card 6 with the caption 82 which
indicates the troop. 1Ina sub-screen 84 is displayed the deployment
of all the cards (troops) 6 in the entire battle area. During the
display of the battle screen, the sound output control program unit
P6 outputs sounds and sound effects from the speaker 30 to imitate

the atmosphere of combat at each stage. The battle is fought against
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the enemy’s troops and the outcome is determined in accordance with
the processing of the troop control program unit P3 and the tactics
control program unit P4.

[0079]

IftheopponentoftheplayerPisanotherplayerwhoisoperating
another terminal device ¢b or the like, when the player P moves
a card 6 on the card placement panel 7 in a sliding manner, data
onthatmovementandthelikeis transmittedtotheopponent’s terminal
device and displayed as a battle screen on the monitor 8.

[0080]
(Step S11)

The tactics execution program Pd4c determines the cutcome of
the battle game which has been fought using the cards 6 in step
810 as described above, and records data on the battle results
including the outcome of the battle in the RAM 24. The outcome of
the battle game is determined, for example, in the following manner.
(0081}

A hundred hit points, for example, are given to the player
P and his/her opponent at the start of the battle, and the values
of the hit points are displayed on the game screen. As the player
moves around the cards 6 to attack the enemies into their fort and
gives damage to the opponent’s troops, the hit points of the opponent
decrease in accordance with predetermined rules. This way, one of
the players whose hit points have reached zero first loses the game.
If their hit points have reached zero at the same time, both of
the player P and his opponent lose the game. Or, as time is counted

down after the start of the battle, the player who has more hit
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points when time is up is determined to be the winner, and if the

hit points are the same (draw), both of the players are determined

to have lost the game.

[0082]

In step S11, too, as means of counting the number of games
played by the player P, a “1” is added to a region in the RAM 24
(hereinafter a “flag indicating the number of games played”).

Furthermore, if the tactics execution program Pd4dc determines
that the player P has obtained a victofy, a “1” is added to a region
in the RAM 24, as means of counting the number of consecutive wins
{(hereinafter a “flag indicating the number of consecutive winsg”).
Also, as means of recording the outcome of each game, the outcome
of each game is recorded in a region in the RAM 24 (hereinafter
“outcome £lag”). For example, a “2” for a win, and a “1” for a loss,
is stored in the outcome flag.

[0083]

{Steps S12 and S21)

In step S12, the main control program Pla determines whether
or not the value of the flag indicating the number of consecutive
wins recorded in the RAM 24 has reached a predetermined upper limit
Vof, for example, 3. That the number of consecutive wins has reached
the upper limit V means that the player P has put down {(conquered)
the entire continent, i.e., fully cleared the game. If the number
of consecutive wins has reached Vv, the process goes to step S21,
where the setup screen control program P5b displays a screen which
presents a successful conquest on the monitor 8 for a preset period

of time, after which the process goes on to step $S22.
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[0084]

(Step S13)

In step S13, the main control program Pla determines whether
the player P has won or lost the game which has been plaved, and
if the player has won, the process goes to the next step $14, and
if the player has lost, the process goes to step S22 {(see Fig. 12).
Whether theplayer Phaswonor lost the current game can be determined
by referring to the outcome flag stored in the RAM 24 in step S11.
(0085]

(Step S14)

As it has been determined that the player P has obtained a
victoxry in the current game in step S13, processing is done to display
a staged image of the player’s victory, as well as a query screen
asking the player P whether or not he/she wishes to try a next game
(post-victory bonus game), on the monitor 8. This “post-victory
bonus game” means that, when the player P wins a game and tries
another game, the fee for the next game is set lower than the normal
fee, as described above. 1In the post-victory bonus game, a game
screen with a combat scene in a different battle area (region) may
be displayed, and the challenge level for obtaining a victory may
be set changeable. The staged image of the player’s victory may
be for example an image of the enemy’s fort being destroyed, which
is displayed for a preset period of time, this being done by the

main control program Pla activating the setup screen control program

P5b.

[0086]

Next, instepSl4, thesetup screencontrol programP5bdisplays
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a screen which notifies the player P of the fact that he/she has
obtained the right to try the post-victory bonus game and which
asks him/her whether or not he/she wishes to try the post-victory
bonus game, as shown in Fig. 15. This notification may be given
to the player P with a sound.

[0087]

The main control program Pla controls such that, when
displaying the screen shown in Fig. 15, it is also displayed how
many times it is that theplayer Phaswonandtries anextpost-victory
bonus game, and the fee (ﬁumber of coins) for the game. The example
shown in Fig. 15 indicates that the player has won once and may
try the game for a second time (first post-victory bonus game),
and that the player needs two coins to play the game. The game fee
for trying this post-victory bonus game is set at a discount rate
in accordance with the number of consecutive wins which the player
P has obtained, as described above. This discount rate may be set
in a following manner by the game fee setting program Plc.
foo88]

In the game fee setting program Plc are preliminarily
registered constants representing the numbers of coins (credit)
necessary for playing a game after the game in which the player
has won, i.e., a post-victory bonus game, for each number of
consecutive wins R (=0, 1, 2,.V-1}. For example, a data table such
as the one shown in Table 1 is registered in the game fee setting
program Plc: In this case, the game fee is set lower until the third
time, i.e., until he/she has won twice consecutively and tries a

third game (second post-victory bonus game). The data table shown
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in Table 1 is a constant table defining the fee (number of coins)

for a next game for each different number of consecutive wins R.

[0089]
[Table 1]
Consecutive wins (R) Game fee per one game
(number of coins)

0 3 (normal fee)
1 2
2 1

[0090]

Referring to Table 1, if the number of consecutive wins R is
0 (R =0), it means that the player P plays the game for the first
time, or plays a game after he/she has lost the previous game, and
the credit or the game fee will be three coins, which is the normal
fee. If the number of consecutive wins R is 1 (R = 1), it means
that the player P has won once, and if he/she tries the next
post-victory bonus game, the credit will be two coing. TIf he/she
wins for a second time (R = 2) and tries the second post-victory
bonus game, then the credit will be one coin.

Thisway,thegamefeesettingprogramPlcdeterminesadiscount
fee for a post-victory bonus game which is going to be played next
inaccordancewiththenumberofconsecutivewinspreviouslyobtained,
by using the flag value indicating the current number of consecutive
wins stored in the RAM 24 and by referring to the data table shown
in Table 1. The number of coins thus determined is displayed as

shown in Fig. 15, by the processing made by the setup screen control

program P5b.

[0091]

Instead of storing such a data table as shown in Table 1 in
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the program, alternative program means for determining the fee for
a post-victory bonus game is to provide the game fee setting program
Plc with means for determining the flag value which indicates the
number of consecutive wins and setting a game fee for each determined
flag value.

[0092]

(Steps S15 and S16)

In step S15, the main control program Pla starts the timer
9b to start counting time. In step 816, the program determines
whether time is up'before the player P presses the start button
after inserting a necessary number of coins as the game fee which
has been set in step 814 so as to try a post-victory bonus game.
That is, the program counts the time until the player P inserts
coins corresponding to one credit and presses the start button which
confirms the selection to try the post-victory bonus game. The time
limit is set, for example, ten seconds. If time is up, a “97”, fof
example, is written in the outcome flag and the process goes to
step 822. A “9” in the outcome flag indicates that the player P
has chosen not to try the post-victory bonus game.

[0093]
{Steps 817 and S18)

In.step 817, similarly to step S2 described above, the game
start permission program P1d counts the number of coins that the
player P has thrown into the coin insertion device 9a. Then, in
step S18, with similar processing in step S$3 described above, it
is determined whether or not the amount of coins inserted by tﬁe

player P covers the credit for playing the post-victory bonus game.
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If the coins do not cover the credit for playing the post-victory
bonus game, the process goes back to step S16.

[0094]

(Step S19)

As it has been determined that the amount of coins inserted
by the player P covers the credit for playing the post-victory bonus
game in step S18, the main control program Pla causes the process
to go back to step S16 repeatedly until the player presses the start
(try) button which confirms the selection to try the post-victory
bonus game. When a signal indicating that the start button has been
pressed is inputted, the process goes to step $20.

The process steps from S14 to S19 described above constitute
post-victory bonus game selection means of the present invention.
f0095]

(Step 20)

In step 20, as the player P has chosen to try the post-victory
bonus game, the area where the battle will take place in the next
post-victory bonus game is renewed, and the process goes to step
S8.

{0096]
{Step §22)

In step $22 shown in Fig. 12, the result display screen control
program P5e displays the battle result of the game which has just
been played on the monitor 8. Next, the main control program Pla
activates the IC card read/write program P2a, and writes the battle
result of the current game which was stored in the RAM 24 in step

811, as well as data {experience points) in accordance with the
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battle result of a previous, if any, post-victory bonus game on
the IC card 5. Thus, this data recorded on the IC card 5 is read
out when the player P plays a game next time to obtain data necessary
for another game.

[0097]

(Step 523)

In step 23, the.main control program Pla activates the card
issuing device control program P2e to issue a new card 6 from the
card issuing device 10. The new card 6 is provided to the player
P so that the player P can use it when he/she plays a next game.

The card game machine 1 of the present invention issues one
new card 6 to the player P for omne game, but the machine of the
present invention controls new cards 6 to be issued collectively
in accordance with the number of games the player P has played.
The control method in step S23 has the following aspects as shown
in the flowchart of Fig. 11.

[0098]
(Aspect 1 of the card issuance process)

When the player plays a game and loses the battle, new cards
6 are issued collectively in accordance with the number of games
the player P has played. For example, if the player loses the first
game, a “1” is recorded in the flag indicating the number of games
played in step S11, and therefore one new card 6 is issued. If the
bplayer P wins a game and plays the next post-victoxry bonus game
butlosesthesame,similarly,a“2”isrecordedinthef1agindicating
the number of games played, and therefore two new cards 6 are issued.

Also, if the player wins the first post-victory bonus game and tries
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a second post-victory bonus game but l1oses the same, a “3” is recorded
in the flag indicating the number of games played, and therefore
three new cards 6 are issued collectively.

(06099]

{Aspect 2 of the card issumance process)

If the player P won a game but did not try a post-victory bonus
game, a “9” is recorded in step 816 in the outcome flag in the RAM
24. Instep $23, therefore, the outcome flag content may be checked
first, so that, if a “9” has been recorded, then the new cards 6
are issued by the number cofresponding to the flag indicating the
number of games played recorded in the RAM 24, This way, for example,
if the player P tried a post-victory bonus game once and won, but
did not try another post-victory bonus game, a “9” has been recorded
in the outcome flag and a “2” has been recorded in the flag indicating
the number of games played, so that two new cards 6 are issued
collectively.

{0100]
(Aspect 3 of the card issuance process)

If the player P wins a game, tries one post-victory bonus game
after another, and the number of consecutive wins has reached a
preset value V, then new cards 6 are issued collectively by the
number corresponding to this number of consecutive wins V. This
is possible by determining whether or not the value of the flag
indicating the number of consecutive wins in the RAM 24 has reached
a preset value V. The value which is smaller than this number of

consecutive wins V by one, V-1, is the maximum possible number of

consecutive wins for which the discount rate is applied for the
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game fee when trying a next game after winning one game, as described

above.
[0101]

Accordingtothefirsttothirdaspectsof theprocessof issuing
new cards 6 described above of the present invention, the new card
6 is not issued every time a game ends, as with a conventional card
game machine. This enables theplayer P toplayapost-victory bonus
game immediatelyafterhe/shehaswontherighttotrythepost-victory
bonus game, with an advantage that the player P can start the
post-victory bonus game with his motivation for the challenge kept
high.

[0102]

The control of the card issuing device 10 to issue a plurality
of new cards 6 collectively may be achieved by the main control
programinstructing the number of newcards 6, which shouldbe issued,
to the card issuing éevice control-program P2e. Inside the card
issuing device 10, a rack or the like containing various different
types of new cards 6 randomly stacked is installed. Thus, cards
6 are issued from the card issuing device 10 in the stacked order,
but the types of the issued cards 6 are randomly ordered.
[0103]

(Step S2¢)

Instep 824, a “"0” is recorded in the flagindicating the number
of games played, the flag indicating the number of consecutive wins,
and the odtcome flag which are stored in the RAM 24 as described
above, to clear the flags.

[0104]
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(Steps S25 and S26)

In step 825, the main control program Pla displays a screen
on the monitor 8 to ask the player P whether or not he/she wishes
to play another game {continue). If the player P chooses to play
another game by operating the select buttons 11, the process goes
back to step §2.

If the player P chooses not to play another game, the process
goes to the next step S26, where processing is done to end the game.
For example, the main control program Pla activates the IC card
read/write program P2a to eject the IC card 5 from the IC card
read/write device 9, and a “game over” screen is displayed on the
vmonitorS. WhenthisprocessingofstepSZSiscomplete,theplayer’s
current game ends. The player’s IC card 5, purchased cards 6, and
newly obtained cards 6 can be used when the pPlayer P plays a game
next time.

[0105]

In the processing described above in step 523, the number of
games the player P has played is determined by referring to a value
recorded in the flag indicating the number of games played, but
it can also be determined in the following manner using the flag
indicating the number of consecutive wins and the outcome flag
described above.

[0106]

For example, if theplayer losesa first game, a “0” is recorded
in the flag indicating the number of consecutive wins, and a “17,
which means a loss, is recorded in the outcome flag, and therefore

the number of games played can be determined as “1”7.
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Iftheplayerwinsafirstgamebutlosesthenextpost-victory
bonus game, a “1” is recorded in the flag indicating the number
of consecutive wins, and a “1”, which means a loss, is recorded
in the outcome flag, and therefore the number of games played can
be determined by adding one to the value of the flag indicating
the number of consecutive wins.

If the player P won a game but did not try a post-victory bonus
game, a “9” has been recorded in the outcome flag, and a value is
recorded in the flag indicating the number of consecutive wins,
which will be equal to the number of games played.

If the number of consecutive wins has reached a preset value
V, a “"2” meaning a win is recorded in the ocutcome flag and the value
V is recorded in the flag indicating the number of consecutive wvinsg,
and therefore the number of games played equals to this value V.

[0107]

This way, in step S23, the value of the flag indicating the
number of consecutive wins can be‘adopted as the number of games
played if a “2” meaning a win has been recorded in the outcome flag,
and if a “1” meaning a loss has been recorded in the outcome flag,
thena value obtained by adding one to the flag indicating the number
of consecutive wins can be adopted as the number of games plavyed.
[0108)]

The program, which controls one embodiment of the card game
machine 1 of the present invention as described above, need not
necessarilybeconfiguredasshowninFig. 10. Another configuration
may be adopted in which, for example, there are module programs

divided for each necessary function, and these module programs are

44



combined for each unit of processing as required to operate the
card game machine 1.
[0109]

The embodiment described above has been described as a battle
game set inawar-tornerabywayof example, but the present invention
can also be applied to sport card games such as football simulation
games.

The present invention can also be applied to a game in which
@ play item such as a card is issued irrespective of the game results
afterthegamehasbeenplayedbyapluralltyofplayers Theoutcome
of a game, a win or a loss, can be applied to both game modes in
which players compete against each other or players cooperate with
each other to fight against the computer (CPU).

Furthermore, the invention is applicable to a game which is
played with shaped articles such as figures, with stickers or the
like printed with coded information stuck on the back side of the
figure stand. For such a game which uses shaped articles, a device
which issues such shaped articles is provided in place of the card
issuing device 10 shown in Fig. 2.

[0110]

The present invention provides the following advantages:

1) The game machine of the present invention is a game machine
mainly for players to compete against each other. However, the
machine does not adopt means which issues one new play item such
ésacardasafreebietotheplayereverytimeonegameends. Instead,
the machine adopts means which issues new play items collectively

by the number of games which have been played when the player wins
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a game or games consecutively. A player would feel more pleased
with his/her victory if he/she obtains new play items collectively
as described above. This way, the present invention provides a game
machine which enables a player to concentrate in each game he/she
plays to achieve a victory, which is an outcome of the game. This
isparticularlyadvantageouswhentheplayerplaysagamewithanother
person as the opporent. As compared to a machine which issues one
play item as a freebie each time a game ends, the player may have
toplay two or more games until play items are issued, which reduces
the possibility that the player may feel less interested in playing
another game after one game ends when he/she happens to obtain a
high-value play item and becomes satisfied with it.

[0111]

2) When a player achieves a “victory” as an outcome of a game,
the fee for the next post-victory bonus game is discounted. If the
player wins this post-victory bonus game and tries another
post-victory bonus game, the game fee is discounted again. The game
fee is thus discounted in accordance with the number of consecutive
wins, anrd this way the present invention provides a game machine
which enables a player to concentrate in each game he/she plays
and which gives the winner of a game a strong motivation to play
another game.

[(0112]

J) When a player has won a game and tries the next post-victory
bonus game, no new play item is issued. This enables the player
to start the mext post-victory bonus game in a very short period

of time, i.e., to try this next game with his/her motivation for
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the challenge kept high.
[01131

4) With the first to third features described above, it is
prevented that a player loses a game intentionally to end the game
fast so as to get a new play item. This way, the present invention
provides a game machine which keeps the opponent player who wants
to play a fair play with well-thought tactics to be interested in
piayingthegames. Also, theinventionprovides a game machine which
can increase the occupancy rate and the profit of an amusemen\t arcade

or the 1like.
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CLAIMS

1. A game machine provided with game control means including:
game fee collecting means for collecting a game fee from a player;
game outcome determination means for controlling a progress of a
game wherein it reads data recorded on a play item and displays
a game screen, and for determining an outcome (win or loss) of the
game; and play item issuing means for issuing a new play item to
the player per one game, said game control means comprising:
game fee setting means for setting a game fee for the player
to try a next post-victory bonus game when said game outcome
determination means decides that the player has won; and
post-victory bonus game selection means for allowing said
player to select whether or not the player wishes to try said
post-victory bonus game,
whereinsaidgamecontrolmeanscontrolssaidplayitemissuing
means such that, when said game outcome determination means decides
that the player has lost, or when said post-victory bonus game
selection means determines that the player has selected not to try
said post-victory bonus game, then said new play item is issued
by the number corresponding to the number of games played by said
player; and
wherein said game control means controls the game such that,
when said post-victory bonus game selection means determines that
the player has selected to try said post-victory bonus game, then
the player is permitted to try said next post-victory bonus game

at a game fee set by said game fee setting means.
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2. The gamemachineaccordingtoclaiml, whereinsaidgamecontrol
means further comprises:

means for counting the number of consecutive wins said plaver
has obtained by consecutively trying and winning said post-victory
bonus game,

wherein said game control means controls saidplayitemissuing
means such that when said number of consecutive wins has reached
a2 predetermined value, said new play items are issued by the number

corresponding to said predetermined value.

3. The game machine according to claim 1, wherein said game fee
setting means includes means for setting a game fee at a discount
ratefor saidpost-victory bonus game based on a number of consecutive

tries at said post-victory bonus game.

4, The game machine according to any one of claims 1 to 3, further
comprising a match game program and data for enabling said player

to play a game with the game machine as the opponent.

5. A game system including a plurality of the game machines
éccording to any one of claims 1 to 3 connected in communication
with each other and controlled so that a game can be played
between/among said game machines based on communication data

transmitted between/among said plurality of game machines.

6. A game control program for controlling an operation of a game
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machine, the game control program being provided in the game machine
and including: game fee collecting means for collecting a game fee
from a plaver; game outcome determination means for controlling
a progress of a game wherein it reads data recorded on a play item
and displays a game screen, and for determining an outcome (win
or loss) of the game; and play item issuing means for issuing a
new play item to said player per one game, said game control program
comprising the steps of:

setting a game fee for the player to try a next post-victory
bonus game when said game outcome determination means decides that
the player has won;

allowing the player to select whether or not the player wishes

to try said post-victory bonus game,

controlling said play item issuing means such that, when said
game outcome determination means decides that the player has lost,
or when it is determined that the player has selected not to try
said post-victory bonus game in salid post-victory bonus game
selection step, then said new play item is issued by the number
corresponding to the number of games plavyed by the plaver; and

controlling the game such that, when it is determined that
the player has selected to try said post-victory bonus game in said
post-victory bonus game selection step, then the player is permitted
to try said next post-victory bonus game at said game fee set by

said game fee setting step.

7. The game control program of a game machine according to claim
6, further comprising the steps of:
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counting the number of consecutive wins said player has
obtained by consecutively tryingandwinning said post-victorybonus
game; and

controlling said play item issuing means such that when said
number of consecutive wins has reached a predetermined value, said
new play items are issued by the number corresponding to said

predetermined value.

8. The game control program of a game machine according to claim
6, wherein said game fee setting step includes a step of setting
said game fee at a discount rate based on the number of consecutive

tries at said post-victory bonus game.

9. Acomputer-readable recording mediumon which the game control

program according to any one of claims 6 to 8 is recorded.
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