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©  In  a  slot  machine  mounted  thereon  with  a  drum, 
a  game  medium  insertion  switch,  a  game  medium 
insertion  count  counter,  a  start  handle  and  a  drum 
stopping  switch,  the  slot  machine  is  further  provided 
with  a  count  display  portion  capable  of  displaying 
the  number  of  inserted  game  media  and  count-down, 
and  a  game  end  switch. 
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FIELD  OF  TECHNOLOGY 

This  invention  relates  to  a  slot  machine  which 
is  to  be  started  by  inserting  tokens  or  coins  into  a 
slot,  and  in  which  the  object  is  to  subsequently 
display,  change  and  stop  symbols  at  preset  times. 

BACKGROUND  TECHNOLOGY 

With  a  conventional  slot  machine,  up  to  three 
tokens  or  coins  (hereinafter  called  "tokens")  are 
individually  inserted  into  a  slot  to  subsequently 
rotate  three  drums  displaying  symbols.  Stop  but- 
tons  are  then  depressed  to  stop  the  rotation  of  the 
drums.  Depending  on  the  combinations  of  the  stop- 
ped  symbols,  a  predetermined  number  of  tokens 
are  dispensed  as  a  prize  (as  disclosed  in  Japanese 
Utility  Model  Laid-Open  Publication  No.  SHO  54- 
130590  and  Japanese  Utility  Model  Publication  No. 
HEI  2-227). 

While  playing  a  game  with  this  conventional 
slot  machine  using  a  lot  of  tokens,  the  player  has 
no  way  of  knowing  the  number  of  remaining  tokens 
at  hand,  apart  from  frequently  looking  at  the  front 
tray,  into  which  tokens  dispensed  as  prizes  are 
received.  When  the  quantity  of  tokens  collected  in 
the  front  tray  progressively  increases,  the  player 
must  be  careful  of  tokens  flowing  over  the  front 
tray  and  this  tends  to  distract  the  player's  attention 
from  the  playing  of  the  game. 

Generally  the  tokens  come  in  the  form  of  either 
individual  tokens  or  in  packages.  A  player  buys  50 
units  worth  of  tokens  or  a  package  of  tokens  for 
one  thousand  yen.  The  individual  50  unit  tokens 
are  counted  while  being  discharged  from  a  hopper, 
whereas  the  50  unit  packages  are  wrapped  in  pa- 
per  or  plastic. 

With  the  conventional  slot  machine,  tokens  can 
be  inserted  into  the  slot  one  by  one  quite  easily. 
However,  when  the  player  uses  a  package  of  to- 
kens,  he/she  must  tear  the  package  to  take  out  the 
individual  tokens  and  throw  away  the  wrapper, 
which  is  a  nuisance. 

A  further  problem  is  that  due  to  tearing  the 
package  to  take  out  the  individual  tokens  and  then 
discarding  the  wrapper,  an  amusement  parlor  be- 
comes  dirty  with  a  large  number  of  wrappers,  and 
it  gives  a  bad  impression.  So  as  to  not  let  these 
wrappers  give  a  bad  impression,  the  floor  must  be 
swept  frequently,  so  there  is  a  problem  that  the 
parlor  management  cost  increases. 

DISCLOSURE  OF  THE  INVENTION 

Therefore  it  is  an  object  of  this  invention  to 
provide  a  slot  machine  which  can  display  the  num- 
ber  of  remaining  tokens  which  varies  during  a 
game. 

Another  object  of  the  invention  is  to  provide  a 
slot  machine  which  is  operated  by  inserting  loose 
tokens  or  at  least  one  package  of  tokens  and  in 
which  the  packages  can  be  inserted  into  the  slot 

5  without  being  unwrapped,  thus  the  player  does  not 
need  to  dispose  of  the  wrapping  and  the  amuse- 
ment  parlor  stays  clean  and  tidy. 

According  to  a  first  aspect  of  the  invention, 
there  is  provided  a  slot  machine  equipped  with  a 

io  count  display  for  displaying  a  number  of  tokens 
inserted  and  subsequently  a  diminishing  number  of 
tokens  counted  down  as  they  are  used. 

According  to  a  second  aspect  of  the  invention, 
there  is  provided  a  slot  machine  which  is  to  be 

75  started  by  inserting  tokens  into  at  least  one  slot 
and  by  a  game  start  switch  in  order  to  turn,  change 
and  stop  a  plurality  of  symbols  at  preset  times, 
wherein  the  tokens  include  at  least  two  kinds  of 
tokens,  such  as  individual  tokens  and  a  package  of 

20  tokens  being  worth  a  plurality  of  individual  tokens, 
which  are  checked  by  identifying  units  to  enable 
games  to  be  played  depending  on  the  number  of 
inserted  tokens. 

In  this  slot  machine,  when  tokens  are  inserted 
25  into  a  front  tray  or  when  a  paper  currency  note  is 

inserted  into  a  token  dispenser  to  dispense  tokens, 
the  count  display  displays  the  number  of  tokens 
inserted  or  dispensed.  Then  when  a  token  collect- 
ing  switch  is  depressed,  the  count  display  displays 

30  the  number  of  tokens  as  counted  down  by  the 
number  of  tokens  collected.  After  a  game,  if  the 
player  loses  the  game,  the  reduced  number  of 
tokens  is  displayed  on  the  count  display,  and  if  the 
player  wins  the  game,  the  increased  number  of 

35  tokens  is  displayed,  and  at  the  same  time  the 
number  of  tokens  as  a  prize  is  dispensed  into  the 
front  tray. 

The  slot  machine  enables  the  player  to  insert 
individual  tokens  or  packages  of  tokens  into  the 

40  appropriate  slot. 
If  the  slot  machine  has  a  total  number  memory, 

the  player  can  insert  the  required  number  of  tokens 
into  the  appropriate  slot.  The  inserted  tokens  are 
checked  by  identifying  units,  totalled  by  the  total 

45  number  memory,  and  then  displayed  on  a  total 
number  display.  Token  collecting  switches  are  op- 
erated  to  determine  the  number  of  tokens  to  be 
collected  for  each  game.  There  is  a  game  start 
switch  to  set  the  game  in  action.  The  number  of 

50  tokens  for  each  game  is  determined  by  the  number 
of  tokens  which  is  displayed  by  a  collect  token 
display.  After  starting  the  game  it  is  possible  to 
subtract  the  number  of  tokens  to  be  collected  for 
each  game  from  the  number  of  tokens  that  have 

55  been  inserted  and  to  store  the  result  in  the  total 
token  number  memory.  The  total  number  display 
indicates  the  number  of  tokens  remaining. 

As  soon  as  the  game  start  switch  is  activated, 
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several  display  drums  show  different  symbols. 
When  stop  switches  are  operated,  the  symbol  dis- 
play  drums  stop  turning  at  preset  times.  Combina- 
tions  of  the  symbols  on  the  symbol  displays  can 
be  checked.  When  a  certain  combination  of  sym- 
bols  indicates  a  prize,  the  number  of  tokens  to  be 
dispensed,  which  is  stored  in  a  result  memory,  can 
be  selected  and  displayed  by  the  result  display. 
The  number  of  tokens  to  be  dispensed  for  the  prize 
is  calculated  by  adding  them  to  the  number  of 
tokens  stored  in  the  total  number  memory.  The 
total  is  then  indicated  on  the  total  number  display. 

BRIEF  DESCRIPTION  OF  THE  DRAWINGS 

FIG.  1  is  a  perspective  view  of  a  slot  machine 
according  to  a  first  embodiment  of  this  invention; 
FIG.  2  is  a  perspective  view  of  a  modified  slot 
machine;  FIG.  3  is  a  perspective  view  of  another 
modified  slot  machine;  FIG.  4  is  a  block  diagram 
showing  the  functions  of  the  slot  machine  of  the 
first  embodiment;  FIG.  5  is  a  front  view  of  the  slot 
machine;  FIG.  6  is  a  perspective  view  showing  a 
package  of  tokens  and  an  individual  token;  and 
FIG.  7  is  a  perspective  view  showing  a  different 
type  of  token  according  to  a  second  embodiment 
of  the  invention. 

PREFERRED  EMBODIMENT  OF  THE  INVENTION 

FIGS.  1  to  3  of  the  accompanying  drawings 
show  the  first  embodiment  of  this  invention. 

A  number  of  slot  machines  are  installed  con- 
centrated  into  an  island,  and  each  machine  com- 
prises  drums  1,  a  token  collecting  switch  2,  a 
collected-token  counter  3,  a  start  handle  4,  drum 
stop  switches  5,  a  count  display  6,  a  game-over 
switch  7,  a  front  tray  9  with  a  hopper  8,  a  token 
inserting  switch  14,  and  a  token  collecting  slot  15. 

In  operation,  when  the  token  inserting  switch 
14  is  activated  after  tokens  purchased  from  a  token 
dispenser  have  been  put  into  the  front  tray  9  and 
the  hopper  8,  these  tokens  will  be  inserted  into  the 
slot  machine  while  being  automatically  counted  up, 
and  the  number  of  tokens  inserted  will  be  dis- 
played  on  the  count  display  6. 

When  the  token  collecting  switch  2  is  de- 
pressed  to  play  a  game,  the  collected-token  coun- 
ter  3  will  count  up  the  collected  tokens  while  the 
tokens  inserted  will  be  counted  down  by  the  num- 
ber  corresponding  to  the  number  of  collected  to- 
kens.  After  the  drums  1  are  rotated  by  manipulating 
the  start  handle  4,  when  the  drum  stop  switches  5 
are  activated  to  stop  the  respective  drums  1,  a 
result  will  be  shown.  If  the  result  shows  a  win,  a 
predetermined  number  of  tokens  will  be  dispensed 
as  a  prize  into  the  front  tray  9,  depending  on  the 
level  of  the  win.  If  the  result  shows  a  loss,  the 

number  of  previously  inserted  tokens  will  disappear 
and  the  game  will  come  to  the  end.  By  reactivating 
the  token  collecting  switch  2,  the  game  machine 
will  be  started  repeatedly  until  the  number  of  in- 

5  serted  tokens  on  the  display  shows  0. 
Assuming  that  the  number  of  inserted  tokens 

on  display  comes  to  or  approaches  0,  if  there  are 
tokens  still  remaining  in  the  front  tray  9,  it  is 
possible  to  continue  playing  subsequent  games  by 

io  activating  the  token  collecting  switch  14.  When  the 
game-over  switch  7  is  depressed,  the  hopper  for 
dispensing  prizes  inside  the  slot  machine  will  be 
activated  to  dispense  the  inserted  tokens  until  the 
number  on  the  display  shows  0.  At  that  time,  if  the 

is  number  of  inserted  tokens  on  display  is  not  0,  the 
player  withdraws  the  tokens  and  then  takes  them  to 
an  amusement  parlor  exchange  counter  to  ex- 
change  them  for  prizes. 

The  count  display  6  may  only  count  up  the 
20  number  of  inserted  tokens  if  the  result  is  a  win, 

depending  on  the  level  of  the  win;  that  is,  no 
tokens  will  be  dispensed  into  the  front  tray  9. 

FIG.  2  shows  a  modified  slot  machine.  Modi- 
fied  parts  or  elements  include  a  token  dispenser  10 

25  with  a  paper  currency  inlet  16,  and  a  front  tray  11. 
When  a  paper  currency  note  is  inserted  into  the 
inlet  16  of  the  token  dispenser  10,  a  count  display 
6  displays  a  count  value  equivalent  to  the  value  of 
the  inserted  paper  currency.  Also  with  this  arrange- 

30  ment,  if  the  result  of  a  game  is  a  win,  the  count 
display  6  will  only  count  up  the  number  of  inserted 
tokens  depending  on  the  level  of  the  win.  That  is, 
no  tokens  will  be  dispensed  into  the  front  tray  1  1  . 

FIG.  3  shows  another  modified  slot  machine. 
35  The  reference  numerals  which  designating  modi- 

fied  parts  or  elements,  include  a  token  dispenser 
12  equipped  with  a  paper  currency  inlet  16  in- 
stalled  on  the  side  of  the  slot  machine,  and  a 
receipt/card  outlet  13  situated  in  a  lower  portion  of 

40  the  slot  machine  or  in  a  lower  portion  of  the  token 
dispenser  12.  If  the  result  of  a  game  is  a  win,  the 
count  display  6  will  count  up  the  number  of  in- 
serted  tokens  depending  on  the  level  of  the  win. 
Then,  when  the  game-over  switch  7  is  depressed, 

45  a  receipt  issuing  unit  or  a  card  issuing  unit  will  be 
activated  to  record  on  a  receipt  or  card  the  number 
displayed  on  the  count  display  6  and  then  to  eject 
the  receipt  or  card  from  the  receipt/card  outlet  13 
so  that  the  player  may  take  it  to  the  exchange 

50  counter  to  exchange  it  for  prizes. 
When  a  one-thousand-yen  note,  for  example,  is 

inserted,  the  token  dispenser,  in  which  a  result 
counter  is  mounted,  does  not  dispense  tokens  into 
the  front  tray  until  signals  for  driving  and  stopping 

55  the  motor  of  the  hopper  and  the  prize  token  dis- 
pensing  hopper  of  the  slot  machine  are  controlled 
from  outside  by  interrupt  control.  The  token  dis- 
penser  may  be  a  double-inlet  type,  which  can  be 
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conveniently  used  by  the  respective  players  at  two 
slot  machines  one  on  each  side  of  the  dispenser. 

FIGS.  4  through  6  show  the  second  embodi- 
ment  of  this  invention. 

As  shown  in  FIG.  5,  two  slots  to  receive  the 
tokens  are  provided  on  the  front  of  the  machine 
body  110  of  a  slot  machine  101.  An  individual 
token  111  or  a  token  package  113  can  be  used  in 
the  slot  machine  101.  The  token  package  113 
includes  50  units  worth  of  tokens  for  a  thousand 
yen,  which  is  equivalent  to  50  unit  tokens  111.  FIG. 
6  shows  the  tokens  in  a  package  113a,  on  which 
the  name  of  an  amusement  parlor  113b  and  an 
identification  code  113c  such  as  bar  codes  are 
printed.  The  identification  code  113c  is  used  to 
check  whether  or  not  the  token  package  is  stan- 
dard  at  the  amusement  parlor,  and  it  is  preferably 
difficult  to  copy. 

The  lower  slot  114a  is  for  inserting  single  to- 
kens  one  by  one,  and  the  upper  slot  114b  is  for  the 
token  packages. 

Three  symbol  displays  121a,  121b,  121c  are 
located  on  the  front  of  the  machine  body  110. 
These  displays  121a,  121b,  121c  include  a  row  of 
three  windows  122a,  122b,  122c  next  to  each  other 
on  the  front  side  of  the  slot  machine  body  110, 
three  drums  123a,  123b,  123c  located  behind  the 
three  windows  inside  the  machine  body  110,  and  a 
non-illustrated  means  for  driving  the  three  drums 
separately.  The  drums  123a,  123b,  123c  have  sev- 
eral  symbols  such  as  figures,  symbols  etc.  on  the 
surface.  The  drums  123a,  123b,  123c  are  posi- 
tioned  at  the  display  windows  122a,  122b,  122c  so 
that  the  symbols  on  the  drums  are  always  visible 
through  the  display  windows. 

A  switch  131  to  start  the  game,  a  calculation 
switch  132  and  two  game  medium  collecting 
switches  133a,  133b  are  situated  on  the  front  of  the 
machine  10.  After  individual  tokens  or  packages 
are  inserted  into  either  of  the  slots  114a  or  114b, 
the  start  switch  131  is  turned  on  to  start  the  game 
and  the  drums  123a,  123b,  123c  rotate,  displaying 
the  different  symbols  124  on  the  symbol  displays 
121a,  121b,  121c  which  are  visible  through  the 
display  windows  122a,  122b,  122c. 

The  calculation  switch  132  is  operated  to  return 
refundable  tokens  to  the  player.  The  token  collect- 
ing  switch  133a  designates  one  unit  worth  of  to- 
kens  to  be  consumed  for  each  game  and  the  token 
collecting  switch  133b  designates  three  units  worth 
of  tokens  to  be  consumed  for  each  game.  Opera- 
tion  of  either  the  collecting  switch  133a  or  the 
collecting  switch  133b,  which  designates  up  to 
three  units  worth  of  tokens  to  be  consumed  for 
each  game,  makes  the  number  of  symbol  combina- 
tions  different. 

Stop  switches  134a,  134b,  134c  are  situated  on 
the  front  of  the  machine  body  110,  associated  with 

the  respective  symbol  displays  121a,  121b,  121c. 
The  stop  switches  are  to  stop  the  drums  123a, 
123b,  123c,  associated  with  the  symbol  displays 
121a,  121b,  121c,  rotating  according  to  the  preset 

5  times,  thereby  preventing  the  symbols  124  on  the 
symbol  displays  from  being  changed. 

Three  digital  displays  are  mounted  on  the  front 
of  the  machine  body  110.  The  uppermost  one  is  a 
result  display  135a  indicating  the  number  of  tokens 

io  to  be  dispensed  as  a  prize.  The  central  one  dis- 
plays  the  remaining  tokens  135b  indicating  the 
calculated  number  of  remaining  tokens.  The  lower 
one  is  a  collect  token  display  135a  indicating  the 
number  of  tokens  to  be  consumed  for  each  game 

is  depending  on  whether  the  token  collecting  switch- 
es  133a  or  133b  are  operated. 

A  return  tray  136  is  located  on  the  front  of  the 
machine  body  110  at  the  bottom.  Following  the 
operation  of  the  calculation  switch  132,  the  remain- 

20  ing  tokens  are  totalled  and  dispensed  into  the 
return  tray  136. 

As  shown  in  FIG.  1,  identifying  units  138a, 
138b,  an  electronic  control  unit  140,  a  starter  151 
and  a  prize  dispensing  means  152  are  mounted 

25  inside  the  machine  body  110.  The  identifying  unit 
138a,  checks  to  see  that  the  tokens  which  are 
inserted  into  the  slot  114a  are  genuin  and  that  they 
are  single  tokens.  The  identifying  unit  138b  checks 
to  see  that  the  token  packages  which  are  inserted 

30  into  the  slot  114b  are  genuin  and  that  they  are 
token  packages,  and  automatically  identifies  the 
bar  codes  113c  of  the  token  packages  113. 

The  electronic  control  unit  140  includes  a  total 
number  memory  141,  a  token  number  determining 

35  means  142,  a  subtracting  means  143,  a  result 
checking  means  144,  a  result  memory  145,  a  prize 
selecting  means  146,  and  an  adding  device  147. 

The  total  number  memory  141  calculates  and 
stores  the  number  of  tokens  111  or  packages  113 

40  which  are  recognized  by  the  identifying  unit  138a 
or  138b.  The  token  number  determining  means  142 
determines  up  to  three  tokens  111  to  be  collected 
per  game  when  the  token  collecting  switch  133a  or 
133b  is  switched  on.  The  means  142  for  determin- 

45  ing  the  number  of  tokens  keeps  operating  until  the 
total  number  of  tokens  to  be  collected  for  the 
games  exceeds  the  total  number  of  inserted  to- 
kens,  which  is  stored  in  the  total  number  memory 
141.  The  collected  token  display  135c  displays  the 

50  number  of  tokens  to  be  collected  per  game,  which 
is  determined  by  the  token  number  determining 
means  142. 

The  subtracting  device  143  subtracts  the  num- 
ber  of  tokens  to  be  collected  per  game  from  the 

55  total  number  of  tokens  which  is  stored  in  the  total 
number  memory  141  . 

The  starter  151  allows  the  game  start  switch 
131  to  be  operated  when  the  identifying  unit  138a 
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or  139b  identifies  individual  tokens  111  or  token 
packages  113  and  when  the  token  number  deter- 
mining  means  142  determines  the  number  of  to- 
kens  to  be  collected  for  each  game.  The  token 
number  determining  means  142  can  repeatedly 
determine  the  number  of  tokens  to  be  collected  per 
game  so  long  as  the  number  determined  by  this 
means  142  does  not  exceed  the  total  number  of 
inserted  tokens  in  the  total  number  memory  141. 
Therefore,  if  the  symbol  for  no  prize  is  displayed, 
the  starter  means  151  keeps  the  game  start  switch 
operable  as  long  as  the  total  number  memory  142 
or  the  token  number  determining  means  142  does 
not  store  information  indicating  that  there  are  no 
remaining  tokens. 

Following  the  operation  of  the  stop  switches 
134a,  134b,  134c,  the  result  checking  means  144 
checks  whether  combinations  of  symbols  on  the 
symbol  displays  121a,  121b,  121c  are  prize  win- 
ning  combinations  or  not.  Now  it  is  assumed  that 
the  token  collecting  switch  133a  is  selected.  In  one 
example  of  the  prize  winning  combinations,  the 
same  symbols,  e.g.  "7",  appear  in  the  central  row 
of  the  symbol  displays  121a,  121b,  121c  and  are 
visible  through  the  three  display  windows  122a, 
122b,  122c.  When  the  token  collecting  switch  133a 
is  pressed  twice,  the  token  number  determining 
means  142  determines  to  collect  two  units  worth  of 
tokens  for  the  game,  and  a  winning  combination 
may  be  when  the  same  symbols  are  aligned  across 
the  top,  central  or  bottom  rows  of  the  display 
windows  122a,  122b,  122c. 

When  the  token  collecting  switch  133b  is  op- 
erated,  examples  of  the  prize  winning  combinations 
of  the  symbols  are  as  follows:  the  same  symbols 
appear  simultaneously  aligned  across  the  top,  cen- 
tral  or  bottom  rows  of  the  displays  121a,  121b, 
121c,  as  described  above;  the  same  symbols  ap- 
pear  diagonally  aligned  on  the  bottom  row  of  the 
display  121a,  central  row  of  the  display  121b,  and 
top  row  of  the  display  121c;  the  same  symbols 
appear  diagonally  aligned  on  the  top  row  of  the 
display  121a,  on  the  central  row  of  the  display 
121b,  and  on  the  bottom  row  of  the  display  121c. 

The  result  memory  145  stores  the  number  of 
tokens  to  be  dispensed  for  each  prize  winning 
combination  of  symbols.  Depending  on  the  prize 
winning  combination  of  symbols,  the  prize  select- 
ing  means  146  selects  the  number  of  tokens  to  be 
dispensed  accordingly,  and  this  number  is  then 
stored  in  the  result  memory  145.  When  symbols 
124  do  not  correspond  to  a  prize  winning  combina- 
tion,  the  prize  selector  selects  "0"  as  the  number 
of  tokens  to  be  dispensed.  The  result  display  135a 
displays  the  number  of  tokens  to  be  dispensed  as 
the  prize  in  response  to  the  prize  selector  146. 

The  adding  device  147  adds  and  stores  the 
number  of  tokens  to  be  dispensed  as  the  prize  in 

the  total  number  memory  141.  The  remaining  token 
display  135b  displays  the  number  of  tokens  stored 
in  the  total  number  memory  141,  and  the  number 
of  tokens  added  or  subtracted  by  the  adding  or 

5  subtracting  devices  143  or  147. 
When  the  calculating  switch  132  is  in  opera- 

tion,  the  prize  dispensing  device  152  dispenses 
individual  tokens  or  token  packages  as  the  prize 
through  the  return  tray  136,  depending  on  the 

io  number  of  tokens  stored  in  the  total  number  mem- 
ory  141  . 

The  electronic  control  unit  140  regulates  the 
method  described  above  by  using  a  programmed 
microcomputer  or  an  appropriate  control  unit  equiv- 

15  alent  to  the  microcomputer.  For  instance,  a  micro 
computer  serving  as  the  electronic  unit  140  in- 
cludes  a  CPU,  a  ROM,  a  RAM,  and  interfaces.  The 
ROM  stores  the  CPU's  operation  program  and  the 
RAM  stores  the  preset  display  control  signals. 

20  The  following  is  a  description  of  how  this  slot 
machine  operates. 

The  individual  tokens  111  or  token  packages 
113  are  inserted  into  the  slots  114a,  114b.  The 
token  packages  113  may  be  unwrapped  and  in- 

25  dividually  inserted  into  the  slot  114a  as  individual 
tokens.  The  identifying  units  138a  and  138b  check 
whether  the  individual  tokens  are  genuine  or  not.  If 
they  are,  the  machine  will  accept  them,  and  if  not, 
they  are  rejected  and  returned  via  the  tray  136. 

30  The  rejected  tokens  may  be  inserted  into  the  slot 
114a  or  114b  again,  or  may  be  exchanged  for  new 
ones.  If  a  token  package  113  is  rejected  a  second 
time,  it  may  be  unwrapped  and  the  tokens  inserted 
into  the  slot  114a  one  by  one. 

35  The  number  of  individual  tokens  and  token 
packages  113  is  calculated  by  the  total  number 
memory  141,  indicated  by  the  total  number  display 
135b.  The  token  collecting  switch  133a  or  133b  is 
operated  so  that  the  token  number  determining 

40  means  142  determines  the  number  of  tokens  to  be 
collected  for  each  game,  e.g.  1,  2  or  3.  Then  the 
start  switch  131  is  set  in  operation  by  the  starter 
151. 

The  starter  151  keeps  the  slot  machine  op- 
45  erable  as  long  as  the  number  of  individual  tokens 

111  and  token  packages  113,  which  are  identified 
by  the  identifying  unit  138a  or  138b  and  stored  in 
the  total  number  memory  141,  is  more  than  the 
number  of  tokens  to  be  collected  for  each  game, 

50  as  is  stored  in  the  token  number  determining 
means  142. 

The  number  of  tokens  to  be  collected  is  in- 
dicated  by  the  collect  token  display  135c.  When 
the  start  switch  131  is  operated,  the  number  of 

55  tokens  to  be  collected  is  subtracted  from  the  num- 
ber  of  the  inserted  tokens  stored  in  the  total  num- 
ber  display  141.  Then  the  total  number  display 
135b  indicates  the  number  of  remaining  tokens. 

5 
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When  the  game  start  switch  131  is  switched 
on,  the  drums  123a,  123b,  123c  begin  to  rotate  and 
symbols  124  are  changed  on  the  three  symbol 
displays  121a,  121b,  121c.  These  symbols  are 
visible  through  the  windows  122a,  122b,  122c. 
When  the  stop  switches  134a,  134b,  134c  are 
operated,  the  three  drums  with  symbols  124  are 
stopped  at  preset  times. 

Then  various  combinations  of  symbols  124  on 
the  displays  121a,  121b,  121c  are  checked  by  the 
result  checking  means  144.  When  any  of  the  cur- 
rent  combinations  are  prize  winning  combinations, 
the  amount  of  tokens  awarded  are  stored  in  the 
result  memory  145,  selected  by  the  prize  selecting 
means  146  and  displayed  on  the  result  display 
135a.  The  player  then  knows  how  many  tokens  will 
be  received  as  a  prize. 

When  the  number  of  tokens  to  be  collected  for 
future  games  is  determined  by  operating  the  token 
collecting  switch  133a  or  133b,  the  number  of 
tokens  to  be  dispensed  as  the  prize  is  calculated 
by  the  adding  device  147  in  relation  to  the  number 
of  inserted  tokens  stored  in  the  total  number  mem- 
ory  141.  The  additional  number  of  tokens  is  dis- 
played  on  the  remaining  token  display  135b.  Like- 
wise,  the  number  of  tokens  to  be  collected,  which 
is  determined  by  the  token  number  determining 
means  142,  is  displayed  on  the  collect  token  dis- 
play  135c.  The  remaining  token  display  135b  dis- 
plays  the  number  of  remaining  tokens  from  which 
the  number  of  tokens  to  be  collected  for  the  games 
is  subtracted. 

Thus,  games  are  played  until  the  remaining 
token  display  135c  indicates  "0".  Since  the  remain- 
ing  token  display  135c  indicates  the  number  of 
available  tokens,  either  individual  tokens  111  or  a 
package  of  tokens  113  can  be  inserted  into  the 
slots  114a,  114b  during  games. 

The  calculation  switch  132  is  operated  to  re- 
ceive  the  tokens  to  be  dispensed  as  the  prize. 
Individual  tokens  111  or  packages  of  tokens  113 
are  returned  to  the  player  via  the  return  tray  136 
depending  on  the  number  of  tokens  calculated  as 
displayed  on  the  remaining  token  display  135b.  To 
return  the  tokens,  the  number  of  remaining  tokens, 
displayed  by  the  remaining  token  display  135b,  is 
divided  by  the  number  of  the  tokens  in  the  token 
package  113.  The  number  of  packages  of  tokens 
113  corresponding  to  the  quotient  and  individual 
tokens  correspoding  to  the  remainder  are  returned. 
The  number  of  tokens  is  then  reset  to  "0"  on  the 
total  number  display  135a. 

The  tokens  and  token  packages  are  counted 
and  checked  by  an  exchange  counter.  The  total 
number  of  tokens  is  then  displayed.  The  packages 
of  tokens  13  can  be  counted  40  to  50  times  faster 
than  the  individual  tokens  which  are  counted  one 
by  one. 

The  packages  of  tokens  113  are  convenient  to 
buy  and  to  handle  during  and  after  the  games.  The 
individual  tokens  111  in  the  packages  of  tokens 
113  are  seldom  handled  which  means  they  rarely 

5  stain  the  player's  hands  or  the  slot  machine.  There- 
fore,  it  is  usually  only  necessary  to  grind  the  loose 
tokens  111.  The  grinding  cost  is  about  one  40th  to 
one  50th  of  the  cost  for  grinding  all  the  tokens. 
Further  the  system  of  an  amusement  parlor  is  able 

io  to  be  made  clearer.  The  loose  tokens  can  also  be 
ground  more  carefully  and  thoroughly. 

As  shown  in  FIG.  7,  a  token  118  which  is 
several  times  thicker  or  larger  than  the  single  token 
1  1  1  may  also  be  used  in  place  of  several  individual 

is  tokens  111.  The  thicker  token  118  can  be  handled 
more  easily  than  the  package  of  tokens  113.  Sev- 
eral  thick  tokens  118  may  be  wrapped  in  a  pack- 
age  similar  to  the  package  of  tokens  113. 

The  package  of  tokens  113  may  have  a  mag- 
20  netically  recorded  portion  instead  of  the  identifica- 

tion  code,  e.g.  as  with  the  bar  codes  in  the  ma- 
chine  described  previously. 

Actual  coins  may  be  used  in  place  of  the 
tokens.  The  number  of  tokens  per  package  is  not 

25  limited  to  50,  and  may  be  set  at  any  number  such 
as  40  or  10. 

Packages  of  tokens  containing  different  num- 
bers  of  tokens,  for  example,  50  and  100  units  worth 
of  tokens  may  be  used  simultaneously. 

30  An  amount  of  money  may  be  displayed  instead 
of  the  number  of  unit  worth  of  tokens. 

Although  the  drums  are  used  as  the  three 
symbol  display  means,  photoelectric  displays  such 
as  LED  or  quartz  crystal  displays  may  be  also 

35  used. 
The  tokens  or  token  packages  may  be  inserted 

into  one  common  slot  instead  of  the  two  separate 
slots. 

The  game  start  switch  may  be  either  a  push- 
40  button  or  a  lever. 

When  the  stop  buttons  are  in  operation,  the 
symbol  display  may  be  stopped  manually  at  preset 
times,  or  automatically  at  a  preset  time. 

The  number  of  tokens  to  be  dispensed  as  the 
45  prize  may  be  added  to  the  figure  displayed  on  the 

remaining  token  display  when  the  token  collecting 
switch  or  the  game  start  switch  is  operated. 

USEFULNESS  OF  THE  INVENTION 
50 

With  the  slot  machine  according  to  the  first 
aspect  of  this  invention,  since  after  tokens  have 
been  inserted  into  the  slot  machine  from  the  front 
tray  or  the  token  dispenser,  a  number  of  tokens 

55  that  varies  during  a  game  can  always  be  displayed 
on  the  count  display,  the  player  can  play  a  game 
comfortably  with  good  concentration,  only  looking 
at  the  count  display,  without  worrying  about  the 

6 
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tokens  themselves.  After  the  end  of  a  game,  the 
player  can  take  out  the  prize  tokens  from  the  front 
tray  or  can  bring  a  receipt  or  a  card  to  the  ex- 
change  counter  for  exchange  for  prizes.  Thus  the 
player  can  operate  the  slot  machine  efficiently, 
while  concentrating  on  the  game. 

With  the  slot  machine  according  to  the  second 
aspect  of  this  invention,  the  slot  machine  is  op- 
erated  by  inserting  loose  tokens  or  at  least  one 
package  of  tokens.  The  packages  can  be  inserted 
in  the  slot  without  being  unwrapped,  thus  the  play- 
er  does  not  need  to  dispose  of  the  wrapping  and 
the  amusement  parlor  stays  clean  and  tidy. 

Claims 

1.  A  slot  machine  equipped  with  drums,  a  token 
collecting  switch,  a  collected-token  counter,  a 
start  handle  and  drum  stop  switches,  wherein 
said  machine  includes  a  count  display  for  dis- 
playing  a  number  of  tokens  inserted  and  sub- 
sequently  a  diminishing  number  of  tokens 
counted  down  as  they  are  used,  and  a  game- 
over  switch. 

2.  A  slot  machine  according  to  claim  1,  further 
including  a  front  tray  with  a  hopper  for  receiv- 
ing  and  dispensing  tokens. 

3.  A  slot  machine  according  to  claim  1,  further 
including  a  front  tray  with  a  hopper,  whereby 
said  count  display  is  adapted  to  count  down 
without  dispensing  tokens  as  prizes  and  the 
tokens  may  be  dispensed  into  said  front  tray 
by  activating  said  game-over  switch. 

4.  A  slot  machine  according  to  claim  1,  further 
including  a  token  dispenser  operatively  con- 
nected  with  said  count  display  in  such  a  man- 
ner  that  the  number  of  tokens  is  displayed  on 
said  count  display  when  a  paper  currency  note 
or  the  like  is  inserted  into  said  token  dispenser, 
and  a  front  tray  to  which  the  tokens  are  to  be 
dispensed. 

5.  A  slot  machine  according  to  claim  1,  further 
including  a  token  dispenser  operatively  con- 
nected  with  said  count  display  in  such  a  man- 
ner  that  the  number  of  tokens  is  displayed  on 
said  count  display  when  a  paper  currency  note 
or  the  like  is  inserted  into  said  token  dispenser, 
and  a  receipt/card  outlet  for  paying  out  a  re- 
ceipt  or  a  card,  on  which  the  number  displayed 
on  said  count  display  is  printed  or  recorded, 
when  said  game-over  switch  is  depressed. 

6.  A  slot  machine  which  is  to  be  started  by  to- 
kens  inserted  into  at  least  one  slot  and  by  a 

game  start  switch  to  turn,  change  and  stop  a 
plurality  of  symbols  at  preset  times,  wherein 
the  tokens  include  at  least  two  kinds  of  tokens, 
such  as  individual  tokens  and  a  package  of 

5  tokens  worth  a  certain  number  of  individual 
tokens,  and  are  checked  by  identifying  units  to 
enable  games  to  be  played  depending  on  the 
number  of  inserted  tokens. 

io  7.  A  slot  machine  which  is  to  be  started  by  to- 
kens  inserted  into  at  least  one  slot  and  a  game 
start  switch  to  turn  and  change  a  plurality  of 
symbols  and  stop  the  symbols  at  preset  times 
when  a  stop  switch  is  switched  on,  wherein  the 

is  tokens  include  at  least  two  kinds  of  tokens, 
such  as  individual  tokens  and  a  package  of 
tokens  worth  a  certain  number  of  individual 
tokens,  said  slot  machine  comprising: 

identifying  units  for  identifying  the  inserted 
20  tokens; 

a  total  number  memory  for  totalling  and 
storing  the  number  of  the  tokens  identified  by 
said  identifying  units; 

token  collecting  switches; 
25  token  number  determining  means  for  de- 

termining  the  number  of  tokens  to  be  collected 
for  each  game  when  said  token  collecting 
switches  are  switched  on; 

a  collect  token  display  for  displaying  the 
30  number  of  tokens  to  be  collected  for  each 

game  according  to  the  determination  of  said 
token  number  determining  means; 

subtracting  means  for  subtracting  the  num- 
ber  of  tokens  to  be  collected  for  each  game 

35  from  the  number  of  inserted  tokens; 
a  starter  for  activating  said  game  start 

switch  after  the  tokens  are  identified  by  said 
identifying  units  and  also  after  the  number  of 
tokens  to  be  collected  for  each  game  is  deter- 

40  mined  by  said  token  number  determining 
means; 

result  checking  means  for  checking  wheth- 
er  or  not  various  combinations  of  stopped 
symbols  are  any  of  predetermined  prize  win- 

45  ning  combinations; 
a  result  memory  for  storing  the  number  of 

tokens  to  be  dispensed  as  a  prize  depending 
on  the  result  of  said  result  checking  means; 

prize  selecting  means  for  selecting  the 
50  number  of  tokens  to  be  dispensed  as  a  prize 

according  to  the  prize  winning  combinations 
checked  by  said  result  checking  means  and 
stored  in  said  result  memory; 

a  result  display  for  displaying  the  number 
55  of  tokens  to  be  dispensed  as  the  prize  se- 

lected  said  prize  selecting  means; 
an  adding  device  for  adding  the  number  of 

tokens  to  be  dispensed  as  the  prize  to  the 

7 
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number  of  inserted  tokens  stored  in  said  total 
number  memory;  and 

a  remaining  token  display  for  displaying 
the  number  of  the  tokens  stored  in  said  total 
number  memory,  the  number  of  the  tokens  5 
subtracted  by  said  subtracting  means,  and  the 
number  of  the  tokens  added  by  said  adding 
device. 

8.  A  slot  machine  according  to  claim  7,  further  10 
including  a  calculating  switch  for  returning  re- 
fundable  unused  tokens  and  prize  dispensing 
means  adapted  to  give  tokens  as  a  prize  ac- 
cording  to  the  number  of  the  remaining  tokens 
stored  in  said  total  number  memory  when  said  is 
calculating  switch  is  switched  on. 

9.  A  slot  machine  according  to  claim  6,  7,  or  8, 
wherein  the  tokens  are  individual  tokens,  which 
are  to  be  inserted  into  the  slot  one  by  one,  or  20 
a  package  of  tokens  worth  a  plurality  of  the 
individual  tokens. 

10.  A  slot  machine  according  to  claim  9,  wherein 
the  package  of  tokens  includes  individual  to-  25 
kens  wrapped  in  a  package  with  bar  codes  or 
a  magnetically  recorded  portion  as  an  iden- 
tification  code. 

11.  A  slot  machine  according  to  claim  6,  7  or  8,  30 
wherein  the  individual  token  is  a  token  or  a 
coin,  and  the  package  of  tokens  has  tokens  or 
coins  different  from  the  individual  tokens  or 
coins. 
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