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(57) ABSTRACT 

A gaming terminal according to the present invention com 
prises: a first memory capable of storing game history data 
for a player which includes the point value offered according 
to the number of game media consumed in a game which has 
been executed in the past; a network interface for commu 
nicating with a server which stores a plurality of types of 
game software; a second memory which stores game soft 
ware downloaded from the server through the network 
interface; and a controller, the controller storing, in the first 
memory, game history data acquired according to an input 
from outside, determining game software which can be 
downloaded out of the plurality of types of game software 
stored in the server, as a target to be selected, according to 
the point value included in the game history data stored in 
the first memory, downloading game Software selected out 
of the game Software determined as a target to be selected, 
from the server, through the interface network, storing the 
downloaded game Software in the second memory, and 
executing a game based on the game Software stored in the 
second memory. 
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Fig. 3 
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Fig. 4 
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Fig.5 

Read game history data S2O2 

S204 

Gaming terminal 

Has point value 
exceeded predetermineg 

value? 

NO 

Determine downloadable 
game software according 

to the point value 

Display of image for selection 
of changing game 

as game other than 
Current game been 

elected? 

YES S208 

Display image indicating downloading 

Subtraction of point value 3. 

S10 Establish connection to Establish Connection 
gaming terminals to the Server S210 

To Fig. 6 To Fig. 6 

  

  

      

  



Patent Application Publication Mar. 27, 2008 Sheet 6 of 12 US 2008/0076574 A1 

Fig. 6 
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Fig. 7 
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Fig. 8 
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Fig. 9 
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GAMING TERMINAL, GAMING SYSTEM 
AND GAME CONTROL METHOD 

CROSS-REFERENCE TO RELATED 
APPLICATIONS 

0001. This application claims priority of U.S. Provisional 
Application No. 60/846,340 filed on Sep. 22, 2006. The 
contents of this application are incorporated herein by 
reference in their entirety. 

BACKGROUND OF THE INVENTION 

0002 1. Field of the Invention 
0003. The present invention relates to a gaming terminal, 
a gaming system and a game control method. 
0004 2. Discussion of the Background 
0005. The specification of U.S. Pat. No. 6,645,077, and 
the specifications of US 2005/0054448-A1 and US 2006/ 
0035713-A1 disclose gaming systems capable of executing 
a plurality of types of games in a single gaming terminal or 
changing the contents of games which can be played in 
gaming terminals in a network, utilizing techniques for 
downloading game programs through a network. 
0006. In the aforementioned gaming systems, game soft 
ware components are downloaded to the respective gaming 
terminals from a server, and the respective gaming terminals 
execute games using the downloaded game software com 
ponents. 
0007. It is an object of the present invention to provide 
game environments which are preferred by players, thus 
offering novel entertainment. 
0008. The contents of U.S. Pat. No. 6,645,077, US 2005/ 
0054448-A1, and US 2006/0035713-A1 are incorporated 
herein by reference in their entirety. 

SUMMARY OF THE INVENTION 

0009. A gaming terminal according to the first aspect of 
the present invention provides a gaming terminal having the 
following configuration. 
0010 That is, a gaming terminal according to the first 
aspect of the present invention comprises: a first memory 
capable of storing game history data for a player which 
includes the point value offered according to the number of 
game media consumed in games which have been executed 
in the past; a network interface for communicating with a 
server which stores a plurality of types of game Software; a 
second memory which stores game software downloaded 
from the aforementioned server through the aforementioned 
network interface; and a controller. The controller stores, in 
the aforementioned first memory, game history data 
acquired according to inputs from outside, determines game 
software which can be downloaded out of the aforemen 
tioned plurality of types of game Software stored in the 
aforementioned server, as targets to be selected, according to 
the point value included in the game history data stored in 
the aforementioned first memory, downloads game Software 
selected out of the game software determined as targets to be 
selected, from the aforementioned server, through the afore 
mentioned network interface, stores the aforementioned 
downloaded game Software in the aforementioned second 
memory, and executes games based on the game software 
stored in the aforementioned second memory. 
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0011. A gaming terminal according to the second aspect 
of the present invention provides a gaming terminal having 
the following configuration. 
0012 That is, a gaming terminal according to the second 
aspect of the present invention comprises: a card slot which 
enables a card to be inserted therein, wherein the card stores 
game history data for a player which includes the point value 
offered according to the number of game media consumed in 
games which have been executed in the past; a first memory 
which stores the game history data read from the card 
inserted in the aforementioned card slot; a network interface 
for communicating with a server which stores a plurality of 
types of game software; a second memory which stores 
game software downloaded from the aforementioned server 
through the aforementioned network interface; a selection 
Switch which enables selecting game software; a display 
capable of displaying images; and a controller. The control 
ler reads the game history data from the card inserted in the 
aforementioned card slot and stores the game history data in 
the aforementioned first memory, determines game software 
which can be downloaded, out of the aforementioned plu 
rality of types of game Software stored in the aforemen 
tioned server, as targets to be selected, according to the point 
value included in the game history data stored in the 
aforementioned first memory, displays, to the aforemen 
tioned display, an image which urges to select single game 
Software out of the game software determined as targets to 
be selected, downloads the game Software selected by input 
ting to the aforementioned selection switch, from the afore 
mentioned server, through the aforementioned network 
interface, stores the aforementioned downloaded game soft 
ware in the aforementioned second memory, and executes 
games based on the game Software stored in the aforemen 
tioned second memory. 
0013. A gaming terminal according to the third aspect of 
the present invention provides a gaming terminal having the 
following configuration. 
0014 That is, a gaming terminal according to the third 
aspect of the present invention comprises: a cabinet; a 
front-side display provided in the front surface of the 
aforementioned cabinet; an upper display provided above 
the aforementioned front-side display; a foot display pro 
vided below the aforementioned front-side display; lamps 
which emit light with a predetermined pattern; a first 
memory capable of storing game history data for a player 
which includes the point value offered according to the 
number of game media consumed in games which have been 
executed in the past; a network interface for communicating 
with a server which stores a plurality of types of game 
Software; a second memory which stores game software 
downloaded from the aforementioned server through the 
aforementioned network interface; and a controller. The 
controller stores, in the aforementioned first memory, game 
history data acquired according to inputs from outside, 
determines game Software which can be downloaded, out of 
the aforementioned plurality of types of game software 
stored in the aforementioned server, as targets to be selected, 
according to the point value included in the game history 
data stored in the aforementioned first memory, downloads 
game software selected out of the game Software determined 
as targets to be selected, from the aforementioned server, 
through the aforementioned network interface, stores the 
aforementioned downloaded game software in the afore 
mentioned second memory, and controls the displays to the 
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aforementioned front-side display, the aforementioned 
upper display and the aforementioned foot display and also 
controls the light-emission pattern of the aforementioned 
lamps, based on the game software stored in the aforemen 
tioned second memory. 
0015. A gaming system according to the fourth aspect of 
the present invention provides a gaming system having the 
following configuration. 
0016 That is, a game system according to the fourth 
aspect of the present invention comprises a gaming terminal 
and a server. The aforementioned gaming terminal com 
prises: a first memory capable of storing game history data 
for a player which includes the point value offered according 
to the number of game media consumed in games which 
have been executed in the past; a network interface for 
communion; a second memory which stores game software 
downloaded through the aforementioned network interface; 
and a controller. The controller stores, in the aforementioned 
first memory, game history data acquired according to inputs 
from outside, determines game software corresponding to 
the point value included in the game history data stored in 
the aforementioned first memory as targets to be selected, 
transmits a request signal which requests transmission of 
game software selected out of the game software determined 
as targets to be selected, stores, in the aforementioned 
second memory, the game software transmitted in response 
to the aforementioned request signal and executes games 
based on the game Software stored in the aforementioned 
second memory. The aforementioned server comprises: a 
third memory which stores a plurality of types of game 
Software; and a processor which, on receiving the aforemen 
tioned request signal from the aforementioned gaming ter 
minal, extracts the game software corresponding to the 
received request signal from the aforementioned memory 
and transmits the game Software to the aforementioned 
gaming terminal. 
0017. A game control method for a gaming terminal 
according to the fifth aspect of the present invention pro 
vides a game control method for a gaming terminal having 
the following configuration. 
0018 That is, a game control method for a gaming 
terminal according to the fifth aspect of the present invention 
comprises the steps of acquiring, according to inputs from 
outside, game history data for a player which includes the 
point value offered according to the number of game media 
consumed in games which have been executed in the past 
and storing the game history data in a first memory; deter 
mining game Software which can be downloaded, out of a 
plurality of types of game Software stored in a server, as 
targets to be selected, according to the point value included 
in the game history data stored in the aforementioned first 
memory; downloading game Software selected out of the 
game Software determined as targets to be selected, from the 
aforementioned server, storing the aforementioned down 
loaded game software in a second memory; and executing 
games based on the game software stored in the aforemen 
tioned second memory. 
0019. A game control method for a gaming terminal 
according to the sixth aspect of the present invention pro 
vides a game control method for a gaming terminal having 
the following configuration. 
0020. That is, a game control method for a gaming 
terminal according to the sixth aspect of the present inven 
tion comprises the steps of reading game history data for a 
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player which includes the point value offered according to 
the number of game media consumed in games which have 
been executed in the past, from a card inserted in a card slot 
and storing the game history data in a first memory; deter 
mining game Software which can be downloaded, out of a 
plurality of types of game Software stored in a server, as 
targets to be selected, according to the point value included 
in the game history data stored in the aforementioned first 
memory; displaying, to a display, an image which urges to 
select single game Software out of the game software 
determined as targets to be selected; downloading the 
selected game software from the aforementioned server; 
storing the aforementioned downloaded game software in a 
second memory; and executing games based on the game 
Software stored in the aforementioned second memory. 
0021. A game control method for a gaming terminal 
according to the seventh aspect of the present invention 
provides a game control method for a gaming terminal 
having the following configuration. 
0022. That is, a game control method for a gaming 
terminal according to the seventh aspect of the present 
invention comprises the steps of acquiring, according to 
inputs from outside, game history data for a player which 
includes the point value offered according to the number of 
game media consumed in games which have been executed 
in the past and storing the game history data in a first 
memory; determining game software which can be down 
loaded, out of a plurality of types of game software stored 
in a server, as targets to be selected, according to the point 
value included in the game history data stored in the 
aforementioned first memory; downloading game software 
selected out of the game software determined as targets to be 
selected, from the aforementioned server; storing the afore 
mentioned downloaded game Software in a second memory; 
and controlling the displays to a front-side display provided 
in the front Surface of a cabinet, an upper display provided 
above the aforementioned front-side display and a foot 
display provided below the aforementioned front-side dis 
play and also controlling the light-emission pattern of lamps 
provided in the aforementioned cabinet, based on the game 
Software stored in the aforementioned second memory. 
0023. A game control method according to the eighth 
aspect of the present invention provides a game control 
method having the following configuration. 
0024. That is, a game control method according to the 
eighth aspect of the present invention comprises the steps of 
acquiring, according to inputs from outside, game history 
data for a player which includes the point value offered 
according to game media consumed in games which have 
been executed in the past; Storing the acquired game history 
data in a first memory; determining game software corre 
sponding to the point value included in the game history data 
stored in the aforementioned first memory as targets to be 
selected; and executing games based on game software 
selected out of the game software determined as targets to be 
selected. 

0025. There is no particular limitation on the aforemen 
tioned gaming terminals, and it is possible to employ, for 
example, gaming machines Such as slot machines, personal 
computers, personal digital assistants, and the like. Further, 
there is no particular limitation on games which are executed 
in the aforementioned gaming terminals, and Such games 
may be, for example, video bingo games, video lottery 
games, video blackjack games, video slot games, mechani 
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cal slot games, video poker games, video Kino games, video 
pachinko games, video card games, Video-game-of-chances, 
and the like. 
0026. There is no particular limitation on the hardware 
structure of the aforementioned server, provided that it can 
function as the server according to the present invention, and 
a conventional server can be employed. Further, the afore 
mentioned server can include a firewall and a modem. The 
aforementioned server can be constituted by either a single 
device or a plurality of devices. Any one of the aforemen 
tioned gaming terminals which includes a firewall and a 
modem can be configured to function as the aforementioned 
SeVe. 

0027. There is no particular limitation on the aforemen 
tioned network interface, and the aforementioned first net 
work interface can be either a wireless network interface or 
a wired network interface, provided that it can communicate 
with a server. Further, the communication between the 
aforementioned server and the aforementioned plurality of 
gaming terminals can be realized through the internet or an 
intranet. There is no particular limitation on the aforemen 
tioned intranet, and the aforementioned intranet can be, for 
example, a cashless system network, a progressive game 
network, an accounting network, a bonus game network and 
the like. There is no particular limitation on the aforemen 
tioned first memory, and the aforementioned first memory 
can be, for example, a nonvolatile memory, a hard disk 
drive, a CD-RW drive, a DVD-RAM drive and the like. This 
applies to the aforementioned second memory. 
0028. The aforementioned game software is constituted 
by a combination of game Software components. The afore 
mentioned game software components are data, programs, 
modules and the like which are used in executing games in 
the gaming terminals. The aforementioned game Software 
components may be, for example, game system components, 
payout tables, game bonusing programs, game progressive 
programs, graphic data, image display control data, Sound 
data, light-emission pattern data, game jurisdiction informa 
tion, game network components and the like. The aforemen 
tioned controller can execute games using game software 
(combinations of these game software components). 
0029. The aforementioned ID card may store an ID code. 
Further, the aforementioned card may store only an ID code, 
while game history data corresponding to the ID code can be 
stored in the server. Also, the aforementioned controller can 
acquire game history data according to inputs of biologic 
information Such as fingerprints and veins. 
0030. Further, the aforementioned points can be offered 
according to the number of paid out game media and the 
number of executed games. The aforementioned points can 
be stored either in the aforementioned card, in a third 
memory included in the aforementioned server or in both of 
them. 

0031. Further, the aforementioned controller can execute 
games using only game Software components downloaded 
from the server. Also, the aforementioned controller can 
execute games using combinations of game software com 
ponents downloaded from the server and game software 
components which have been pre-stored in the second 
memory. 
0032. In the aforementioned gaming system, each gam 
ing terminal can create game process data which will be 
described later and then can transmit it to the aforemen 
tioned server, and the server can store it in the aforemen 
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tioned first memory. The game process data may be, for 
example, game version data, game data, gaming terminal 
data, player data, route data, venue data, and the like. The 
player data may include, for example, the number of con 
Sumed game media and the number of games, and points 
offered in games. The game process data can be stored in the 
aforementioned third memory as a database, in Such a way 
that the game process data is separated from the aforemen 
tioned game software components. 
0033. The aforementioned processor can be configured to 
conduct the following processes 1) to 4) for downloading the 
aforementioned game Software components. 
0034 1) Processing for establishing communication with 
gaming terminals, 
0035 2) Processing for selecting game software compo 
nents to be updated, 
0036 3) Processing for bundling the selected game soft 
ware components, and 
0037 4) Processing for downloading the bundled game 
Software components to the aforementioned gaming termi 
nals. 
0038. Further, the aforementioned processor can conduct 
the following processes 1) to 11) for downloading the 
aforementioned game Software components. 
0039) 1) Processing for making contact with a local ISP 
(an internet service provider) prior to the start of transmis 
sion of the aforementioned game Software components and 
transmitting the aforementioned game software components 
through the aforementioned local ISP. 
0040 2) Processing for checking the IP addresses of 
gaming terminals, 
0041 3) Processing for dividing the aforementioned 
game software components into a plurality of packets, 
0042. 4) Processing for coding the aforementioned game 
Software components, 
0043 5) Processing for creating instructions relating to 
the setting of the aforementioned game software compo 
nents and transmitting the aforementioned instructions along 
with the aforementioned game Software components, 
0044 6) Processing for making a request of the afore 
mentioned gaming terminals for version information about 
the aforementioned game Software components, 
0045 7) Processing for receiving the version information 
about the aforementioned game software components from 
the aforementioned gaming terminals, 
0046 8) Processing for receiving game process informa 
tion from the aforementioned gaming terminals and storing 
the aforementioned game process information, according to 
game data categories (for example, game Version data, game 
data, gaming terminal data, player data, route data, venue 
data and the like), 
0047 9) Processing for determining the access authority 
for the aforementioned game process information, prior to 
storing the game process information, 
0048. 10) Processing for selecting data storage partitions 
from a plurality of data storage partitions corresponding to 
respective entities, and 
0049. 11) Processing for checking updating triggers (for 
example, a time, day and week of updating, updating events, 
predetermined inputs by the player, results of games, game 
histories). 
0050. The aforementioned controller can conduct the 
following processes 1) to 5) for structuring game software. 
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0051 1) Processing for establishing communication with 
the aforementioned server, 
0.052 2) Processing for receiving gaming terminal com 
ponents from the aforementioned server, 
0053 3) Processing for unbundling the aforementioned 
game Software components, 
0054 4) Processing for creating a combination of game 
Software components including the aforementioned game 
software components received from the aforementioned 
server, and 
0055 5) Processing for executing games using the afore 
mentioned combination of game software components. 
0056 Further, the aforementioned gaming system can 
employ any of the following configurations a) to c). 
0057 a) The aforementioned server executes games, and 
the aforementioned gaming terminals display the results of 
the games. 
0058 b) The aforementioned gaming terminals execute 
games, the aforementioned server determines the result of 
games, and the aforementioned gaming terminals display the 
result of games. 
0059 c) The aforementioned gaming terminals execute 
games and display the result of games, and the aforemen 
tioned server downloads the aforementioned game Software 
components to the aforementioned gaming terminals. 
0060. In the present invention, with any of the aforemen 
tioned configurations a) to c), it is possible to download 
game software components to be used in the aforementioned 
gaming terminals from the aforementioned server to the 
aforementioned gaming terminals. Further, it is possible to 
download authentication programs when downloading the 
aforementioned game Software components. 

BRIEF DESCRIPTIONS OF THE DRAWINGS 

0061 FIG. 1 is a network schematic diagram of a gaming 
system according to an embodiment of the present inven 
tion. 
0062 FIG. 2 is a block diagram illustrating the internal 
structure of a server according to an embodiment of the 
present invention. 
0063 FIG. 3 is a perspective view schematically illus 
trating a slot machine (a gaming terminal) according to an 
embodiment of the present invention. 
0064 FIG. 4 is a block diagram illustrating the internal 
structure of the slot machine illustrated in FIG. 3. 
0065 FIG. 5 is a flow chart illustrating processing which 

is conducted by a server and a slot machine according to an 
embodiment of the present invention. 
0066 FIG. 6 is a flow chart illustrating processing which 

is conducted by a server and a slot machine according to an 
embodiment of the present invention. 
0067 FIG. 7 is a flow chart illustrating processing which 

is conducted by a server and a slot machine according to an 
embodiment of the present invention. 
0068 FIG. 8 is a flow chart illustrating processing which 

is conducted by a server and a slot machine according to an 
embodiment of the present invention. 
0069 FIG. 9 is a view illustrating an image displayed to 
a lower display of the slot machine. 
0070 FIG. 10 is a view illustrating an image displayed to 
a lower display of the slot machine. 
0071 FIG. 11 is a flow chart illustrating game execution 
processing. 
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0072 FIG. 12 is a view illustrating an image displayed to 
a lower display of the slot machine. 
0073 FIG. 13 is a network schematic diagram of a 
gaming system according to another embodiment of the 
present invention. 

DESCRIPTION OF THE EMBODIMENTS 

0074 FIG. 1 is a network schematic diagram of a gaming 
system according to an embodiment of the present inven 
tion. 
0075. The gaming system 1 includes a server 100 and a 
plurality of slot machines (gaming terminals) 10 which are 
installed in a casino 2. The server 100 is installed in a 
computer room 3 in the casino 2. Further, the plurality of slot 
machines 10 are installed in a casino floor 5. The server 100 
and the plurality of slot machines 10 are connected to each 
other through a router 4 and a LAN 6. A portable terminal 
(remote terminal) 200 is carried by a clerk in the casino 2 
and is capable of wireless communication with the server 
100. Accordingly, even when the clerk enters the computer 
room 3 or the casino floor 5, he or she can communicate with 
the server 100 using the portable terminal 200. 
0076. The server 100 includes management tools and 
downloading tools required for managing information about 
a certain slot machine 10 or a certain group of slot machines 
10 and for managing data access of respective users. An 
operator of the server 100 who has valid access authority can 
set various types of parameters, as triggers for downloading 
programs and information Such as game software compo 
nents to the slot machines 10. Further, the server 100 can be 
either connected to a legacy system Such as a cashless 
system and the like in the casino 2 or directly connected to 
the slot machines 10. Also, it is possible to utilize both of 
these structures to easily perform downloading of informa 
tion and collection of data. 
0077. The slot machines 10 correspond to the gaming 
terminals according to the present invention. However, in 
the present invention, the gaming terminals are not limited 
to the case, but may be video slot machines, mechanical slot 
machines, gaming terminals capable of executing bingo 
games, Kino games, lottery games and the like. 
0078. The slot machines 10 are installed in the casino 
floor 5. However, in the present invention, there is no 
particular limitation on the venue in which the gaming 
terminals are installed, and the venue may be, for example, 
a casino, a store, a restaurant, a bar, a ship and the like. Also, 
the venue can be owned and/or managed by a plurality of 
entities. Also, the gaming system according to the present 
invention can be structured to include a plurality of different 
types of venues. 
0079. Each slot machine 10 transmits, to the server 100, 
game process information (for example, the number of 
inserted coins, the number of coins to be paid out), game 
Software-component information (for example, version 
information about Software) and player tracking information 
(for example, the ID code of a player). Further, each slot 
machine 10 is capable of transmitting and receiving infor 
mation to and from the server 100 and communicates with 
the server 100 through the router 4. The slot machines 10 can 
communicate with the server 100 through a legacy system. 
0080 FIG. 2 is a block diagram illustrating the internal 
structure of a server according to an embodiment of the 
present invention. 
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I0081. The server 100 includes a processor 101. A 
memory 102, a database 106 and a display 103 are con 
nected to the processor 101. A network interface 104 is 
connected to the processor 101 through a firewall 105. The 
server 100 can communicate with the slot machines (gaming 
terminals) 10 and the remote terminal 200 through the 
network interface 104. 
0082. The processor 101 corresponds to the processor 
according to the present invention. The database 106 corre 
sponds to the third memory according to the present inven 
tion. 
I0083. The network interface 104 may be either a wired 
network interface or a wireless network interface or may 
include both of them. The server 100 includes a firewall 105 
and intercepts, with the firewall 105, unauthorized accesses 
to the data within the server 100. 
0084. The database 106 is a hard disk drive. The database 
106 stores, for example, game information Such as game 
process information, game software components, game 
Software-component information and the like. In the present 
embodiment, the data in the database 106 is divided for 
respective entities, as exemplified as “Corporation A' 107. 
“Corporation B” 108 and “Corporation C 109. 
0085. In the present invention, the number of divisions is 
not particularly limited, but may be changed as required. 
Further, the database 106 may be, for example, a well 
known recording medium Such as a hard disk drive, a 
CD-RW drive and the like or may be a combination of them. 
I0086. The data for the respective entities in the database 
106 will be described by exemplifying the data of “Corpo 
ration C 109. As illustrated in FIG. 2, the data of “Corpo 
ration C 109 includes games 110, authentication programs 
120, data 130 and analysis tools 140. 
0087. The games 110 include game software of a game A 
111, a game B 112, a game C 113 and a game D114. Each 
of the game software is constituted by game system com 
ponents, a payout table, a game bonusing program, a game 
progressive program, graphic data, image display control 
data, Sound data, light-emission pattern data, game jurisdic 
tion information, game network components and the like. 
0088. The game system components in the game software 

to be used in the slot machines 10 include, for example, a 
symbol selection program. The aforementioned symbol 
selection program is a program for determining symbols to 
be rearranged in a symbol matrix (see FIG. 3). The afore 
mentioned symbol selection program includes symbol 
weighting data associated with respective plurality of types 
of payout ratios (for example, 80%, 84%, 88%). The symbol 
weighting data is data which designates the correspondence 
between respective symbols and one or more random num 
bers which fall within a predetermined numerical range (0 to 
255). The payout ratios are defined on the basis of game 
jurisdiction information, and symbols to be rearranged in the 
symbol matrix are determined on the basis of the symbol 
weighting data associated with the payout ratios. 
0089. In the present invention, game software compo 
nents refer to components which constitute game software. 
The game software can be structured such that its game 
Software components can be replaced with components of 
other game software or may be structured such that its game 
Software components can not be replaced. 
0090 The authentication programs 120 include a pro 
gram 121 for the game A, a program 122 for the game B, a 
program 123 for the game C and a program 124 for the game 

Mar. 27, 2008 

D. The authentication program is created for the respective 
game software components. The authentication program 
includes hash values created from valid game software 
components and a program for creating hash values from 
game Software components to be authorized using a hash 
function. The hash function is not particularly limited, but 
may be, for example, SHA (SHA-1, SHA-256, SHA-384, 
SHA-512), MD5 and the like. Further, while, in the present 
embodiment, there will be described a case of employing an 
authentication program for determining whether or not there 
is a falsification using a hash function, the authentication 
program is not particularly limited, but may be a well-known 
authentication program, in the present invention. 
0091. The data 130 includes game data 131, gaming 
terminal data 132, player data 133, route data 134 and venue 
data 135. 
0092. The game data 131 includes, for example, the 
number of inserted coins, the number of coins to be paid out, 
the number of BET's per single game and the like. The 
gaming terminal data 132 includes, for example, data of 
game histories of the respective slot machines 10. This data 
is stored in association with the ID codes of the respective 
slot machines 10. The player data 133 includes data of game 
histories of respective players (game history data). This data 
is stored in association with the ID codes of the respective 
players. The route data 134 includes, for example, informa 
tion about gaming terminals which belong to groups of 
gaming terminals existing in a route constituted by a plu 
rality of venues. The venue data 135 includes, for example, 
information about gaming terminals which belong to the 
respective venues. 
0093. The analysis tools 140 include applications for data 
analysis 141 for defining categories in the data 130 and the 
relationship among the categories, and Software-version 
management 142 for managing the versions of game soft 
ware components in the respective gaming terminals and the 
versions of game Software components to be downloaded 
thereto. The processor 101 can execute these applications to 
conduct management and analysis of the data 109 of the 
entity “Corporation C. 
0094 FIG. 3 is a perspective view schematically illus 
trating a slot machine according to an embodiment of the 
present invention. 
0.095 The slot machine 10 includes a cabinet 11, a top 
box 12 installed at the upper portion of the cabinet 11 and a 
main door 13 provided in the front surface of the cabinet 11. 
A lower display 16 is provided in the front side of the main 
door 13. The lower display 16 includes a liquid crystal 
display panel which displays a symbol matrix constituted by 
a total of 15 symbols along 5 columns and 3 rows. The 
cabinet 11 corresponds to the cabinet according to the 
present invention. The lower display 16 corresponds to the 
front-side display according to the present invention. 
0096. Although not illustrated, a touch panel 69 is pro 
vided in the front surface of the lower display 16, and the 
player can operate the touch panel 69 to input various types 
of commands. Further, under the lower display 16, there are 
provided various types of input buttons 23 which enables the 
player to input various types of commands relating to the 
progress of games, a coin acceptor 21 which receives coins, 
and a bill validator 22 which determines whether or not bills 
are valid and receives valid bills. Also, the bill validator 22 
can be configured to be capable of reading a ticket 39 with 
a bar code. In the lower front surface of the main door 13, 
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a belly glass 34 on which characters and the like of the slot 
machine 10 are drawn is provided. 
0097. In the lowerfront surface of the main door 13, there 

is provided a foot display 34 which displays predetermined 
images based on image display control data included in 
game software being executed. Such images may be, for 
example, characters and the like of the slot machine 10. 
0098. At the both sides of the foot display 34, there are 
provided lamps 47 which emit light with a pattern corre 
sponding to a light-emission pattern data included in the 
game software being executed. The foot display 34 corre 
sponds to the foot display according to the present invention. 
0099. An upper display 33 is provided in the front surface 
of the top box 12. The upper display 33 includes a liquid 
crystal display panel which displays a payout table and the 
like. The upper display 33 corresponds to the upper display 
according to the present invention. 
0100 Further, a speaker 29 is provided in the top box 12. 
Under the upper display 33, there are provided a ticket 
printer 35, a card reader 36, a data display 37 and a key pad 
38. The ticket printer 35 prints, on a ticket, a bar code as 
coded data of the number of credits, the time and date, the 
identification number of the slot machine 10 and the like, 
and outputs the ticket as a ticket 39 with a bar code. It is 
possible for the player to make another slot machine to read 
the ticket 39 with a bar code and play a game on the slot 
machine or exchange the ticket 39 with a bar code for bills 
and the like at a predetermined place in a game facility (e.g. 
a cashier in a casino). 
0101 The card reader 36 enables a smart card to be 
inserted thereinto and reads and writes data from and into the 
inserted smart card. The Smart card is a card owned by the 
player and stores data for identifying the player, data of the 
history of games played by the player (game history data). 
The game history data includes type-of-game information on 
games which have been played, points offered in the games 
which have been played in the past and the like. The smart 
card can store data corresponding to coins, bills or a credit. 
Also, instead of Such a Smart card, it is possible to employ 
a magnetic stripe card. The data display 37 is comprised of 
a fluorescent display and the like, for example, data read by 
the card reader 36 and data which the player input through 
the key pad 38. Also, instead of a smart card, it is possible 
to employ an RFID system and employ a card which enables 
reading and writing data therefrom and thereinto in a non 
contact manner. The key pad 38 enables inputting com 
mands and data about issue of tickets and the like. The card 
reader 36 corresponds to the card slot according to the 
present invention. The Smart card corresponds to the card 
according to the present invention. 
0102 FIG. 4 is a block diagram illustrating the internal 
structure of the slot machine illustrated in FIG. 3. 
(0103. The slot machine 10 includes a controller 40 
including a CPU 41 and a memory 42. The various types of 
input buttons 23, the bill validator 22 and the coin acceptor 
21 are connected to the controller 40. Further, the network 
interface 45 is connected to the controller 40, through the 
firewall 46. Further, the card reader 36, the key pad 38 and 
the touch panel 69 are connected to the controller 40. The 
network interface 45 corresponds to the network interface 
according to the present invention. 
0104 Further, the upper display 33, the lower display 16, 
the foot display 34, the lamps 47, the speaker 29, the ticket 
printer 35, the data display 37, the hard disk drive 43 and the 
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CD-drive 44 are connected to the controller 40. Game 
software components downloaded from the server 100 are 
stored in the hard disk drive 43 and the like. The controller 
40 executes various types of programs included in game 
software components stored in the hard disk drive 43 and the 
like, for example, to conduct processing for displaying 
images to the upper display 33, the lower display 16 and the 
foot display 34, processing for outputting Sounds from the 
speaker 29, processing for controlling the light emission 
from the lamps 47, and the like. 
0105. The hard disk drive 43 corresponds to the first 
memory according to the present invention. Further, the hard 
disk drive 43 corresponds to the second memory according 
to the present invention. While, in the present embodiment, 
there will be described a case where the first memory and the 
second memory are identical (they are the hard disk drive 
43), the first memory and the second memory are separated 
from each other in the present invention. The controller 40 
corresponds to the controller according to the present inven 
tion. 
0106 FIGS. 5 to 7 are flowcharts illustrating processing 
which is conducted by the server and a slot machine accord 
ing to an embodiment of the present invention. 
0107. In the present embodiment, there will be described 
a case where a game A has been pre-stored, as the current 
game, in the hard disk drive 43. 
0.108 First, the controller 40 in each slot machine 10 (a 
gaming terminal) receives insertion of a Smart card (step 
S201). 
0109 Next, the controller 40 reads game history data 
from the smart card (step S202) and stores the game history 
data in the hard disk drive 43 (step S203). The game history 
data includes type-of-game information on games which 
have been played, points offered in the games which have 
been played in the past and the like. Such points are offered 
according to the number of consumed coins and the number 
of games. For example, if 100 coins have been consumed or 
if 100 games have been played, one point will be offered. 
0110. Next, at a step S204, the controller 40 determines 
whether or not the point value included in the game history 
data has exceeded a predetermined value. If the controller 40 
determines that the point value has exceeded the predeter 
mined value, the processing is transferred to a step S205. On 
the other hand, if the controller 40 determines that the point 
value has not exceeded the predetermined value, the pro 
cessing is transferred to a step S225. 
0111. At a step S205, the controller 40 determines game 
Software (combinations of game components) which can be 
downloaded, according to the point value. 
0112 Next, the controller 40 displays a selection image 
which enables changing the game (step S206). 
0113 FIG. 9 is a view illustrating an image which is 
displayed to the lower display of the slot machine. 
0114. As illustrated in FIG. 9, at an upper portion of the 
lower display 16, there is displayed an image indicating that 
the current point value is 123. 
0115 Further, at a center portion of the lower display 16, 
there is displayed an image indicating that the game A 
(Normal 1), a game B (High roller 1) and a game C (High 
roller 2) are selectable games. These images indicate game 
software determined to be targets to be selected. To the 
immediate right of the names of the respective games, there 
are displayed point values required for playing the corre 
sponding games. At the step S206, the player can select a 
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game by touching the touch panel 69. The touch panel 69 
corresponds to the selection Switch according to the present 
invention. However, in the present invention, the selection 
Switch is not limited to the case, but may be, for example, 
the various types of input buttons 23 or the key pad 38 or 
may be separately provided. 
0116. Next, the controller 40 determines whether or not a 
game other than the current game (the game A) has been 
selected. If a game other than the current game has been 
selected, the controller 40 displays, to the lower display 16, 
an image indicating that game software is being downloaded 
(see FIG. 10) (step S208) and transfers the processing to a 
step S209. On the other hand, if the current game has been 
selected at the step S207, the processing is transferred to a 
step S225. 
0117 FIG. 10 is a view illustrating an image which is 
displayed to the lower display of the slot machine. 
0118. As illustrated in FIG. 10, there is displayed, to the 
lower display 16, an image describing "Downloading'. 
0119). At the step S209, the controller 40 subtracts a value 
corresponding to the selected game from the point value. For 
example, if the game B is selected, then the point value is 
subtracted by 50. 
0120 At a step S210, the controller 40 conducts process 
ing for establishing connection to the server 100. At this 
time, the processor 101 in the server 100 conducts process 
ing for establishing connection to the slot machine 10 (step 
S101). 
0121 Next, at a step S211, the controller 40 transmits 
game-software-component information to the server 100. 
The aforementioned game-software-component information 
includes, for example, type-of-game information indicating 
the game selected by inputting to the touch panel 69, the list 
of game software components stored in the hard disk drive 
43 and the like, and version information on the game 
Software components. The game-software-component infor 
mation corresponds to the request signal according to the 
present invention. 
0122. On receiving the game-software-component infor 
mation from each slot machine 10, the processor 101 stores 
the information in the database 106 (step S111). Next, the 
processor 101 selects game Software components to be 
downloaded (step S112). 
0123. Next, the processor 101 reads the selected game 
software components from the database 106 and bundles 
them in such a way that they can be downloaded to the slot 
machine 10 (step S113). The processing at the step S113 
includes, for example, processing for coding the game 
Software components, processing for compressing the game 
Software components, processing for dividing the game 
Software components into a plurality of packets, and the like. 
0.124. Next, the processor 101 selects authentication pro 
grams which correspond to the game Software components 
selected at the step S113 (step S114). At the step S114, the 
processor 101 further bundles the selected authentication 
programs. Also, the processing at the step S114 can be 
conducted along with the step S113. Namely, the selected 
game Software components and the selected authentication 
programs can be bundled, after the selection of the authen 
tication programs. 
0.125. Next, the processor 101 downloads the game soft 
ware components and the authentication programs to the slot 
machine 10 (step S115). At this time, each controller 40 
downloads the game Software components and the authen 
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tication programs from the server 100 and stores them in the 
hard disk drive 43 (step S212). 
0.126 The controller 40 unbundles the downloaded game 
Software components (step S220). The processing at the step 
220 includes, for example, processing for decoding the game 
Software components, processing for decompressing the 
game software components, combining packets, virus 
checks, and the like. At the step S220, the controller 40 
further unbundles the authentication programs. 
0127. Next, the controller 40 executes the authentication 
programs (step S221). At the step S221, the controller 40 
executes a hash function for the respective game software 
components to create hash values and compares them with 
hash values pre-stored in the authentication programs. Thus, 
the controller 40 determines whether or not there are falsi 
fications. If there is no falsification, this results in normal 
authentication. If there is a falsification, this results in the 
occurrence of an error. 

0128. Next, the controller 40 determines whether or not 
all the game Software components have been normally 
authenticated (step S222). If the controller determines that 
not all the game software components have been normally 
authenticated (if an error occurs), then processing which will 
be described in detail later with reference to FIG. 8 will be 
conducted. 

I0129. If the controller 40 determines, at the step S222, 
that all the game software components have been normally 
authenticated, then the controller 40 transmits the result of 
the authentication to the server 100 (step S223). The result 
of the authentication includes the list of the game software 
components which have been normally authenticated, Ver 
sion information about the aforementioned game software 
components, the ID code of the gaming terminal (the slot 
machine 10), and the like. At this time, the processor 101 
receives the result of the authentication (step S120). 
0.130. The controller 40 determines a new combination of 
game Software components, using the downloaded game 
Software components, after the processing at the step S223 
(step S224). At this time, the new combination of game 
Software components can be determined, using only the 
downloaded game software components. Also, the new 
combination of game Software components can be deter 
mined, using both the existing game software components 
and the downloaded game software components. 
I0131 Next, the controller 40 conducts game execution 
processing, using the combination of game Software com 
ponents determined at the step S224 (step S225). Game 
execution processing will be described in detail later with 
reference to FIG. 11. In the present embodiment, the game 
execution processing is processing for executing games to 
be played in the slot machine. Note that, in the present 
invention, the game execution processing is processing 
corresponding to games to be played in the gaming terminal. 
0.132. Next, the controller 40 transmits game process data 
to the server 100 (step S226). On the other hand, the 
processor 101 receives the game process data from the slot 
machine 10 (step S121). The game processing data includes 
the number of consumed coins and the number of games, 
and points offered in games. These data is stored as game 
history data, in association with the ID code. Thereafter, the 
processor 101 Stores the game process data in the database 
106 (step S122) and ends the present processing. On the 
other hand, after the processing at the step S226, the 
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controller 40 writes the game history data in the Smart card 
(step S227) and ends the present processing. 
0.133 Next, with reference to FIG. 8, there will be 
described a case where it is determined at the step S222 in 
FIG. 7 that not all the game software components have been 
normally authenticated. 
0134) First, the controller 40 erases the game software 
components which were not normally authenticated, from 
the hard disk drive 43 and the like (step S230). Next, the 
controller 40 transmits a downloading request signal to the 
server 100 (step S231). The aforementioned request signal 
includes data which specifies the erased game Software 
components. At this time, the processor 101 receives the 
aforementioned request signal from the slot machine 10 
(step S130). 
0135 Thereafter, the processor 101 selects the game 
software components specified by the data included in the 
aforementioned request signal (step S131), then bundles the 
game software components (step S132) and selects authen 
tication programs corresponding to the game Software com 
ponents (step S133). Then, the processor 101 downloads the 
game software components and the authentication programs 
to the slot machine 10 (step S134). On the other hand, the 
controller 40 downloads the game Software components and 
the authentication programs from the server 100 (step S232). 
0136. The processing at the steps S131 to S134 and S203 

is processing similar to the processing at the steps S112 to 
S115 and S212 which have been already described and, 
therefore, description thereof is omitted herein. After the 
processing at the steps S134 and S232, the processing 
illustrated in FIG. 6 is conducted. 

0.137 FIG. 11 is a flow chart illustrating game execution 
processing. 
0.138. At first, the controller 40 proceeds with games 
(step S301). In this processing, the controller 40 offers points 
according to the number of inserted coins and the number of 
games. 

0139 Next, the controller 40 determines whether or not 
the point value has exceeded a predetermined value (step 
S302). If the controller 40 determines that the point value 
has exceeded the predetermined value, then the controller 40 
displays a selection image which enables changing the game 
(step S303). In this processing, the controller 40 displays an 
image illustrated in FIG. 12 to the lower display 16, receives 
an input of changing or not changing the game and, if there 
is an input of changing the game, displays an image as in 
FIG. 9. Thus, the player can select a game by touching the 
touch panel 69. 
0140 FIG. 12 is a view illustrating an image which is 
displayed to the lower display of the slot machine. 
0141. As illustrated in FIG. 12, there is displayed, to the 
lower display 16, an image describing “You have acquired 
the right to change the game. Do you desire to change the 
game'?”. Further, there is displayed an image indicating 
“YES” and “NO” for enabling selecting changing or not 
changing the game. The player can select changing or not 
changing the game, by touching the touch panel 69. 
0142 Next, the controller 40 determines whether or not 
the game should be changed (step S304). In this processing, 
the controller 40 determines whether or not an input of 
changing the game has been done. If the controller 40 
determines that the game should be changed, then the 
processing is returned to the step S208. 
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0143. If the controller 40 determines, at the step S302, 
that the point value has not exceeded the predetermined 
value or if the controller 40 determines, at the step S304, that 
the game should not be changed, the controller 40 deter 
mines whether or not the game should be ended (step S305). 
If the controller 40 determines that the game should not be 
ended, the processing is returned to the step S301. On the 
other hand, if the controller 40 determines that the game 
should be ended, the present subroutine ends. 
0144. As described above, the gaming system 1 accord 
ing to the present embodiment includes the slot machine 10 
(a gaming terminal) and the server 100 (see FIG. 1). 
(0145 The slot machine 10 includes the hard disk drive 43 
(the first memory and the second memory), a network 
interface 45 and the controller 40 (see FIG. 4). 
0146 The hard disk drive 43 stores game history data for 
the player which includes the points offered according to the 
number of coins consumed in games which have been 
played in the past. Further, the hard disk drive 43 stores 
game software downloaded from the server 100 through the 
network interface 45. The controller 40 stores, in the hard 
disk drive 43, the game history data read from the Smart card 
(step S203 in FIG. 5). Further, the controller 40 determines 
game Software which can be downloaded, as targets to be 
selected, out of a plurality of types of game Software stored 
in the server 100, according to the point value included in the 
game history data stored in the hard disk drive 43 (step S205 
in FIG. 5). Further, the controller 40 downloads game 
software selected out of the game software determined as 
targets to be selected, from the server 100, through the 
network interface 43 (step S212 in FIG. 6). Further, the 
controller 40 stores the downloaded game software in the 
hard disk drive 43. Then, the controller 40 executes games 
based on the game software stored in the hard disk drive 43 
(step S225 in FIG. 7). At this time, the controller 40 controls 
the displays to the lower display 16 (the front side display), 
the upper display 33 and the foot display 34 and also 
controls the light-emission pattern of the lamps 47. 
0147 The server 100 includes the database 106 (the third 
memory) and the processor 101. 
0.148. The database 106 stores a plurality of types of 
game Software. If the processor 101 receives game-soft 
ware-component information from the slot machine 10, the 
processor 101 selects game Software corresponding to the 
received game-software-component information from the 
database 106 and transmits the game software to the slot 
machine 10 (step S115 in FIG. 6). 
014.9 FIG. 13 is a network schematic diagram of a 
gaming system according to another embodiment of the 
present invention. 
0150. The gaming system 500 includes a server 100. 
Further, the gaming system 500 includes, as gaming termi 
nals, slot machines 10, a lottery game terminal 512, a Kino 
game terminal 513, a bingo game system 521, gaming 
systems 522 and 523, video poker game machines 531 and 
532, personal computers 540 and 541 and a portable phone 
550. 

0151. The server 100 is installed in a casino 501. The 
plurality of slot machines 10, cashiers 502 and 503, an 
account 504 and an audit 505 are connected to the server 100 
through a LAN 562. 
0152. Further, the server 100 is connected to a cashier 511 
installed in a restaurant 510, through a secure private intra 
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net 565. Further, the cashier 511 is connected to the lottery 
game terminal 512 and the Kino game terminal 513, through 
the LAN 563. 
0153. As described above, in the present invention, the 
server and the gaming terminals can be connected to each 
other through an intranet. Further, another device (a cashier 
511) may be interposed between the server and the gaming 
terminals. 

0154 Further, the server 100 is connected to the bingo 
game system 521 installed in another casino 520, through 
the internet 560. The bingo game system 521 is connected to 
gaming terminals 522 and 523 for executing bingo games, 
through a LAN 564. Further, the server 100 is connected to 
the plurality of video poker game machines 531 and 532 
installed in a commercial facility 530, through the internet 
560. Further, the server 100 is connected to the personal 
computers 540 and 541 and the portable phone 550, through 
the internet 560. As described above, in the present inven 
tion, the server and the gaming terminals can be connected 
to each other through the internet. Also, the gaming termi 
nals may be personally-owned devices, such as the personal 
computers 540, 541 and the portable phone 550. 
0155 Although the present invention has been described 
with reference to embodiments thereof, these embodiments 
merely illustrate concrete examples, not restrict the present 
invention. The concrete structures of respective means and 
the like can be designed and changed as required. Further 
more, there have been merely described most preferable 
effects of the present invention, as the effects of the present 
invention, in the embodiments of the present invention. The 
effects of the present invention are not limited to those 
described in the embodiments of the present invention. 
0156 Further, in the aforementioned detailed description, 
characteristic portions have been mainly described, for ease 
of understanding the present invention. The present inven 
tion is not limited to the embodiments described in the 
aforementioned detailed description, but can be also applied 
to other embodiments over a wider range of applications. 
Further, the terms and phrases used in the present specifi 
cation have been used for clearly describing the present 
invention, not for limiting the interpretation of the present 
invention. Further, those skilled in the art will easily con 
ceive other structures, systems, methods and the like which 
are included in the concept of the present invention, from the 
concept of the present invention described in the present 
specification. Accordingly, the description of the claims is 
intended to include equivalent structures that fall within the 
technical scope of the invention. Further, the abstract aims at 
enabling engineers and the like who belong to the present 
technical field but are not familiar with the patent office and 
public institutions, the patent, law terms and technical terms 
to immediately understand the technical content and the 
essence of the present application through brief studies. 
Accordingly, the abstract is not intended to restrict the scope 
of the invention which should be evaluated from the descrip 
tion of the claims. It is desirable that literatures and the like 
which have been already disclosed are sufficiently studied 
and understood, in order to sufficiently understand the 
objects of the present invention and the specific effects of the 
present invention. 
0157. In the aforementioned detailed description, there 
have been described processes to be executed by computers. 
The aforementioned description and expressions have been 
described for the sake of enabling those skilled in the art to 

Mar. 27, 2008 

understand the present invention most effectively. In the 
present specification, each step for deriving a single result 
should be understood to be self-consistent processing. Fur 
ther, each step includes transmission, reception, recording 
and the like of electric or magnetic signals. Although, in the 
processing at each step, Such signals have been expressed as 
bits, values, symbols, characters, terms, numerical charac 
ters and the like, it should be noticed that they have been 
merely used for convenience of description. Further, 
although the processing at each step was described using 
expressions common to human behaviors in Some cases, the 
processes described in the present specification are to be 
executed by various types of devices, in principle. Further, 
other structures required for conducting each step will be 
apparent from the aforementioned description. 

What is claimed as new and desired to be secured by 
Letters Patent of the United States is: 

1. A gaming terminal comprising: 
a first memory capable of storing game history data for a 

player which includes the point value offered according 
to the number of game media consumed in a game 
which has been executed in the past; 

a network interface for communicating with a server 
which stores a plurality of types of game Software; 

a second memory which stores game Software down 
loaded from said server through said network interface; 
and 

a controller, 
said controller storing, in said first memory, game history 

data acquired according to an input from outside, 
determining game Software which can be downloaded out 

of said plurality of types of game software stored in 
said server, as a target to be selected, according to the 
point value included in the game history data stored in 
said first memory, 

downloading game Software selected out of the game 
Software determined as a target to be selected, from 
said server, through said interface network, 

storing said downloaded game Software in said second 
memory, and 

executing a game based on the game software stored in 
said second memory. 

2. A gaming terminal comprising: 
a card slot which enables a card to be inserted therein, said 

card storing game history data for a player which 
includes the point value offered according to the num 
ber of game media consumed in a game which has been 
executed in the past; 

a first memory which stores the game history data read 
from the card inserted in said card slot; 

a network interface for communicating with a server 
which stores a plurality of types of game Software; 

a second memory which stores game Software down 
loaded from said server through said network interface; 

a selection Switch which enables selecting game software; 
a display capable of displaying an image; and 
a controller, 
said controller reading the game history data from the 

card inserted in said card slot and storing the game 
history data in said first memory, 

determining game software which can be downloaded, 
out of said plurality of types of game Software stored in 
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said server, as a target to be selected, according to the 
point value included in the game history data stored in 
said first memory, 

displaying, to said display, an image which urges to select 
single game software out of the game software deter 
mined as a target to be selected, 

downloading the game software selected by inputting to 
said selection Switch, from said server, through said 
network interface, 

storing said downloaded game Software in said second 
memory, and 

executing a game based on the game software stored in 
said second memory. 

3. A gaming terminal comprising: 
a cabinet; 
a front-side display provided in the front surface of said 

cabinet; 
an upper display provided above said front-side display; 
a foot display provided below said front-side display; 
lamps which emit light with a predetermined pattern; 
a first memory capable of storing game history data for a 

player which includes the point value offered according 
to the number of game media consumed in a game 
which has been executed in the past; 

a network interface for communicating with a server 
which stores a plurality of types of game software; 

a second memory which stores game software down 
loaded from said server through said network interface; 
and 

a controller, 
said controller storing, in said first memory, game history 

data acquired according to an input from outside, 
determining game software which can be downloaded, 

out of said plurality of types of game Software stored in 
said server, as a target to be selected, according to the 
point value included in the game history data stored in 
said first memory, 

downloading game Software selected out of the game 
Software determined as a target to be selected, from 
said server, through said interface network, 

storing said downloaded game Software in said second 
memory, and 

controlling the displays to said front-side display, said 
upper display and said foot display and also controlling 
the light-emission pattern of said lamps, based on the 
game software stored in said second memory. 

4. A gaming System comprising: 
a gaming terminal; and 
a Server, 
said gaming terminal comprises 
a first memory capable of storing game history data for a 

player which includes the point value offered according 
to the number of game media consumed in a game 
which has been executed in the past; 

a network interface for communion; 
a second memory which stores game software down 

loaded through said network interface; and 
a controller, 
said controller storing, in said first memory, game history 

data acquired according to an input from outside, 
determining game software corresponding to the point 

value included in the game history data stored in said 
first memory as a target to be selected, 
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transmitting a request signal which requests transmission 
of game Software selected out of the game software 
determined as a target to be selected, 

storing, in said second memory, the game Software trans 
mitted in response to said request signal, and 

executing a game based on the game software stored in 
said second memory, and 

said server comprises 
a third memory which stores a plurality of types of game 

Software; and 
a processor which, on receiving said request signal from 

said gaming terminal, extracts the game Software cor 
responding to the received request signal from said 
memory and transmits the game software to said gam 
ing terminal. 

5. A game control method for a gaming terminal com 
prising the steps of 

acquiring, according to an input from outside, game 
history data for a player which includes the point value 
offered according to the number of game media con 
Sumed in a game which has been executed in the past 
and storing the game history data in a first memory; 

determining game software which can be downloaded, 
out of a plurality of types of game software stored in a 
server, as a target to be selected, according to the point 
value included in the game history data stored in said 
first memory; 

downloading game Software selected out of the game 
Software determined as a target to be selected, from 
said server; 

storing said downloaded game software in a second 
memory; and 

executing a game based on the game software stored in 
said second memory. 

6. A game control method for a gaming terminal com 
prising the steps of 

reading game history data for a player which includes the 
point value offered according to the number of game 
media consumed in a game which has been executed in 
the past, from a card inserted in a card slot and storing 
the game history data in a first memory; 

determining game software which can be downloaded, 
out of a plurality of types of game software stored in a 
server, as a target to be selected, according to the point 
value included in the game history data stored in said 
first memory; 

displaying, to a display, an image which urges to select 
single game software out of the game Software deter 
mined as a target to be selected; 

downloading the selected game software from said server; 
storing said downloaded game Software in a second 
memory; and 

executing a game based on the game software stored in 
said second memory. 

7. A game control method for a gaming terminal com 
prising the steps of 

acquiring, according to an input from outside, game 
history data for a player which includes the point value 
offered according to the number of game media con 
Sumed in a game which has been executed in the past 
and storing the game history data in a first memory; 

determining game software which can be downloaded, 
out of a plurality of types of game software stored in a 
server, as a target to be selected, according to the point 
value included in the game history data stored in said 
first memory; 
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downloading game Software selected out of the game 
Software determined as a target to be selected, from 
said server, 

storing said downloaded game Software in a second 
memory; and 

controlling the displays to a front-side display provided in 
the front Surface of a cabinet, an upper display provided 
above said front-side display and a foot display pro 
vided below said front-side display and also controlling 
the light-emission pattern of lamps provided in said 
cabinet, based on the game Software stored in said 
second memory. 
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8. A game control method comprising the steps of: 
acquiring, according to an input from outside, game 

history data for a player which includes the point value 
offered according to game media consumed in a game 
which has been executed in the past; 

storing the acquired game history data in a first memory; 
determining game software corresponding to the point 

value included in the game history data stored in said 
first memory as a target to be selected; and 

executing a game based on game software selected out of 
the game Software determined as a target to be selected. 
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