1 DESCRI PTION  BROADUS CATCHI NG GAME SYSTEM USI NG COVMUNI CATI ON NETWORK 5
TECHNI CAL FI ELD The present invention relates to a gane system for
obtaining virtual prizes in which prige-obtaining ganes, 10 such as cat cher

ganes provided in game centers etc., can be virtuall n
conmput er. BACKGROUND ART 15 In pri ze-ofmw E"%s call ed
catcher ganes have been gaininéﬁggg%¥%f?p§’in anuse l such

as gane centers. This prize-obtaining gane is a gane |n*wh&th. many prizes
are placed wwthin a transparent showcase, one prize is carried to a

predeterm ned outl grordPusne AT ING CANS SkkaimedysAwmani pul ator capabl e
of gripping a prize is used for carrying the prize. This nggipul ator is
placed within the sane sha@mMENILATEONPNEZE®ORBKd i s mani pul ated by

operations buttons provided outside the showase. Usual| N&
opération can only 25 be nade in tw directions: the formwA\o “ n and
the rightward direction. According to this operation diensi onal ,
pl anar positioning operation TECHEF¢dENET BIP move the mani pll at or ri ght

above the desired prize. Then, the nmachine switches to an automatic 30
operation, and after |owering and performng a gripping 2

The present invention relates to a game system for
obtaining virtual prizes in which prize-obtaining games,
10 such as catcher games provided in game centers etc., can

be virtually enjoyed on a computer.
BACKGROUND ART

15 In recent years, prize-obtaining games called catcher
games have been gaining popularity in amusement facilities
such as game centers. This prize-obtaining game is a game
in which: many prizes are placed within a transparent
showcase, one prize is carried to a predetermined outlet,

20 and that prize is obtained. A manipulator capable of
gripping a prize is used for carrying the prize. This
manipulator is placed within the same showcase as the
prizes and is manipulated by operations buttons provided
outside the showcase. Usually, moving operation can only

25 be made in two directions: the forward direction and the
rightward direction. According to this operation, a
two-dimensional, planar positioning operation is
performed to move the manipulator right above the desired
prize. Then, the machine switches to an automatic

30 operation, and after lowering and performing a gripping



operation, the mani pul ator noves to the outlet and opens itself up.
Accordingly, if the positioning has been precisely nmade and the prize has
been skillfully gripped, it is possiRle to obtain that prize fromthe
outlet. 5 However, the probability of being able to obtain a prize, i.e.
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cat cher-gane conpani es many prizes being obtalned, and/or
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difficulty in obtaining prizes are skillfully avoided. A usual way of

adj ust iing idepprsiszis bbt dionmeEnt adat echdb px itze sErght |tyhadpustldathe gri ppi ng
power of the manipulator according to an actually-achieved

prize- obt ai nfewevare. thwreropediildam yofibeting agbdal 150 achitéviad a
prize-obtainnment rate, which is the ratio of the nunber of rlzes t hat
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t he0 enviatonhrent-gdmeomuonipaai iea nétieor ko, tauchmesny hept hzersetbe img
accordance therewith, by virtue 30 of an increase in data-comunication
rate, iotbthasngidso a;gxd/or situations in which the game becomes
unpopular to the players due to difficulty in obtaining
prizes are skillfully avoided.
A usual way of adjusting the prize-obtainment rate
15 1is to slightly adjust the gripping power of the manipulator
according to an actually-achieved prize-obtainment rate.
More specifically, if the actually-achieved
prize-obtainment rate, which is the ratio of the number
of prizes that have already been obtained to the number
20 of times the game has been executed, is higher than a target
prize-obtainment rate, the manipulator’s gripping power
is weakened so that the prizes become harder to grip in
order to lower the actually-achieved prize-obtainment rate.
On the other hand, if the actually-achieved
25 prize-obtainment rate is low, the above-mentioned gripping
power is strengthened so that gripping becomes easier.
Incidentally, in recent years, there has been rapid
development in the environment of communication networks,

such as the Internet. 1In accordance therewith, by virtue

30 of an increase in data-communication rate, it has also



beconme possible to distribute an extrenely |l arge anmount of data in a short
time. Therefore, online ganes, such as the gane of GO and Japanese chess
on the Internet, that can be enjoyed3anywhere as long as there is a

term nal such 5 as a personal conputer (hereinafter referred to as a PC)
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situation for the catcher-ganme conmpany will occur. the other hand, if
t he0 detwerld Na¢comd eued sfibrl e tte eegidy &n jaychheggiasneradet bbritctthe or der
to prevent 30 the above situation, it will be inevitable that a situation 4
trouble of going to a game center, there is a possibility
that such a game will become more popular than the actual
catcher games in game centers.
The prize-obtainment rate of the above-mentioned
15 catcher game in a game center can be adjusted anyhow by
controlling the gripping power of the manipulator.
However, a manipulator of a catcher game on the Internet
is only amoving image displayed on a screen of the operating
terminal, and therefore, it will not be possible to perform
20 the above-mentioned controlling, and determination of
whether a prize can be obtained or not will be only made
according to the degree of a match between the position
of the manipulator and the position of the prize.
Therefore, if the player gets the knack of playing the game,
25 therewill be a possibility that the prizes will be obtained
by the player without 1limit, and an economically
unprofitable situation for the catcher-game company will
occur. On the other hand, if the determination level for

the degree of matching is made strict in order to prevent

30 the above situation, it will be inevitable that a situation



in which the game becones unpopular to the players will occur. That is,
wWth regards to a catcher gane on the Internet, there is no neasure for
adjusting the prize-obtainnent rate, 4and accordingly, there is a 5

possibility that the gane will be prevented fron1beconing popul ar. The
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usually provi de a ganme center, to be virtually “enjoyed on e.g. a
per sonalp €&pREiHeS arcnfeqr@ ard that ieasapabl erofr adhustisihfe the
prize-obtai nment rate of the gane. 15 DI SCLOSURE OF I NVENTION In order to
achi evert heeabdtea andeottherr abpect sndneacaspedingflt he phesent isveation
is a prize-obtaining game systemusing a conmunication network, the game
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prize- al ni ng gane e system 1S spec | lowing 1tens (11)
- (12) 13 (Phidbecwd®iheh COFRMSeE Wt SR, gaﬁe Jﬁf@graﬁs%'dmﬂth@_hlai&0n
processor, 5 prize-obtainnent-rate- adjustlng means, and a dat abase
[NQUidmhtwoamﬁmphamwanauﬂqsagepnﬂzamahthsnamgmgame, which 1is
usually provided in e.g. a game center, to be virtually

enjoyed on e.g. a personal computer at home, and that is

capable of adjusting the prize-obtainment rate of the game.
15 DISCLOSURE OF INVENTION

In order to achieve the above and other objects, one
aspect of the present invention is a prize-obtaining game
system using a communication network, the game system

20 comprising a computer that functions as a WWW game contents
server and 1is connected with a plurality of player
terminals via the communication network to allow mutual
communication therewith, the player terminal capable of
executing a program for a virtual prize-obtaining game,

25 and the game system being capable of providing, to a player,
an actual prize that corresponds to a virtual prize
obtained in the virtual prize-obtaining game. The system
is specified by the following items (11) — (12):

(11) The computer comprises a

30 game-progress-monitoring processor,



various kinds of information. The dat abase stores a target

prize-obtainnment rate that is a target value of a ratio 5 of a nunber of
obtai ned prizes to a nunber of times the gane is to be executed. (12)The
game- progress-nonitoring processor obtains, in response to a request from
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contents to the terminal that sent the request, and
receives a game-end notification from the terminal that
sent the request.
The game contents includes primary decision
15 information indicating whether to allow or disallow
obtainment of the virtual prize for the game being executed.
The primary decision information is generated by the
prize-obtainment-rate-adjusting means according to the
target prize-obtainment rate. The primary decision
20 information comprises obtainment-disallowing information
for preventing obtainment of the virtual prize from
succeeding regardless of how operation is carried out
during the game, and obtainment-allowing information for
allowing obtainment of the virtual prize to succeed
25 depending on how the operation is carried out.
The game-end notification accompanies
prize-obtainment information.
According to such a configuration, it becomes
possible to, for example, enjoy a prize-obtaining game,

30 which is usually provided in e.g. a game center, to be




of the ganme. 5 BRI EF DESCRI PTION OF DRAWNGS Fig. 1 is a basic
configuration diagramof an enbodi nent of a prize-obtaining gane system
using a communication network accordieng to the present invention; 10 Fig.
2 is a diagram showi ng an exanple of a gane screen according to the

above- %’PESQ?%{?&%%%JEQ&?J ek s 8hAGCEDd QUERALE Bbnfe, and

gane- pr ogr ess- proces ccording to the above-nentioned

enbodi Nty e Ebghe & dﬁ)és% 191 @oE3MsPus Ry ﬁl&rg%%:z@léb!ﬁ@%rﬁméﬁftei‘i@tiél ng
table 15 wthin a database according to the above-nentioned enbodi nent;
Fig. 50dfs ©hereeass. flowchart of an information-obtaining processor within
pri ze-obtai nnment -rate-adjusting nmeans according to the above-nentioned
enbodi ment; Fig. 6 is a diagram show ng 20 a pri mary-deci sion-infornmation
reference table within a database according to the above-nentioned

enbddi nent; Fig. 7 i §%I%Fo@@§§3l8%l%‘?togf DRAJEEMBAse- updati ng processor
within the prize-obtai nnment-rate-adjusting nmeans according to the
above-nenti oned enbodinent; Fig. 8 is a 25 process flowhart of a

prize-obtaingent-rate calculatin pr.oce ithin t
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ganme systemof a first nodi |eé exanpl e according to the 30 present
i nvent ic¥limirnd.c dPibs AetivagfRMSboWdOng topt heepelkiss moehhvealteisrtti ng

table within a database according to the above-nentioned first nodified
exadpl €igFi @. ild asddammsam edrdwjongataronedpaglen of a Ppaneessieadni ng
gane system of a second nodified exanpl e ) . .
according to the above-mentioned embodiment; Fig. 3 is a
process flowchart of a game-progress-monitoring processor
according to the above-mentioned embodiment; Fig. 4 is a
diagram showing a prize-obtainment-rate-setting table
15 within a database according to the above-mentioned
embodiment; Fig. 5 1is a process flowchart of an
information-obtaining processor within
prize-obtainment-rate-adjusting means according to the
above-mentioned embodiment; Fig. 6 is a diagram showing
20 a primary-decision-information reference table within a
database according to the above-mentioned embodiment; Fig.
7 is a process flowchart of a database-updating processor
within the prize-obtainment-rate-adjusting means
according to the above-mentioned embodiment; Fig. 8 is a
25 process flowchart of a prize-obtainment-rate calculating
processor within the prize-obtainment-rate-adjusting
means according to the above-mentioned embodiment; Fig.
9 is a basic configuration diagram of a prize-obtaining

game system of a first modified example according to the

30 present invention; Fig. 10 is a diagram showing a




5 according to the present invention; and Fig. 12 is an diagramfor

expl aining the way of generating primary decision information according to
t he above-nentioned second nodified gxanple. 10 BEST MODE FOR CARRYI NG OUT
THE 1 NVENTI ON ==Qutline of Disclosure== An invention according to claim1
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of player termmals via the comunication network to allow nutua
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to be executed. The gane- progress-nonitoring processor obtains, in
response to a request fromone of the player termnals, 5 gane contents
such as inmage data fromthe database and the

10 BEST MODE FOR CARRYING OUT THE INVENTION

==0utline of Disclosure==
An invention according to claim 1 of the present
invention is a prize-obtaining game system using a
15 communication network, the game system comprising a
computer that functions as a WWW game contents server and
is connected with a plurality of player terminals via the
-communication network to allow mutual communication
therewith, the player terminal capable of executing a
20 program for a virtual prize-obtaining game, and the game
system being capable of providing, to a player, an actual
prize that corresponds to a virtual prize obtained in the

virtual prize-obtaining game. The system is specified by

the following items (1l1) — (12):
25 (11) The computer comprises a
game-progress-monitoring processor,

prize-obtainment-rate-adjusting means, and a database
provided in an appropriate storage medium and storing
various kinds of information. The database stores a target

30 prize-obtainment rate that is a target value of a ratio




pri ze-obtai nnent -rat e-adj usti ng neans, sends the gane contents to the
termnal that sent the request, and receives a gane-end notification from
the termnal that sent the request. BO The gane contents includes prinmary
decision information indicating whether to allow or disallow obtainnent
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i nformation i's generated by the | Ze- obt al nnent - r at e- adj usti ng neans
accor di Loithe- dSpbakd@icpEbge- obtai nment rate. The primary deci sion

i nformati on conprises obtainment-disallowing information for preventing
obt ai nment of( theTyier fuale P + 3§ fd DM-mouciceefi ng pegar«l €63 obthams,
operation is carried out during the gane, and obtai nnent-allow ng
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dependi ng on how the operation is carried out. The gane-end notification
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claiml, when a gane 25 is started in a player term nal rimary decisio
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to the above-mentionet ayer termnal via the ganp-progress-nbnitorlng
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to allow or disallow obtainment of a virtual prize for the ganme. Mire
speci figahtythd fcegueiskes obtainnent-disallow ng information for
preventing obtainnment of the virtual prize from succeeding regardl ess 5 of
howooper ati oiTlies cayamed outondwritng t hengdmglesandprimary decision
information indicating whether to allow or disallow
obtainment of the virtual prize for the game being executed.
The primary decision information 1is generated by the
prize-obtainment-rate-adjusting means according to the
15 target prize-obtainment rate. The primary decision
information comprises obtainment-disallowing information
for preventing obtainment of the virtual prize from
succeeding regardless of how operation is carried out
during the game, and obtainment-allowing information for
20 allowing obtainment of the virtual prize to succeed
depending on how the operation is carried out.
The game-end notification accompanies
prize-obtainment information.
According to the invention of claim 1, when a game
25 1is started in a player terminal, primary decision
information about the game being executed is generated with
the prize-obtainment-rate-adjusting means, and the
information is transmitted to the above-mentioned player

terminal via the game-progress-monitoring processor.

30 This primary decision information is information on




obt ai nnent-al l owi ng information for allow ng obtai nment of the virtual
prize to succeed depending on how the operation is carried out. Either one
of the above is assigned and generatgd according to a target 10
prize-obtainment rate. Then, if the player term nal receives the
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Then, if the player terminal receives the
obtainment-disallowing information, it is made so that,
as far as the game being executed is concerned, the prize
obtainment will always fail regardless of how the player
15 carries out the operation. On the other hand, if the
obtainment-allowing information is received,
success/failure of the prize obtainment will be determined
according to the details of operation.
Accordingly, the above-mentioned actually-achieved
20 prize-obtainment rate will always be smaller than the
above-mentioned target prize-obtainment rate, to an extent
of occurrence of failures due to how the operation is
carried out on the player terminal. Therefore, it becomes
possible to certainly keep the actually-~achieved
25 prize-obtainment rate equal to or below the target
prize-obtainment rate.
An invention set forth in claim 2 is a prize-obtaining
game system using a communication network according to
claim 1, comprising the following items (21) — (23):

30 (21) The prize-obtainment-rate-adjusting means 1is



executed in relation to the target prize-obtainnent rate, the primary
decision information being correlated with respective index nunbers in a
non-overl appi ng manner. Either the dbtai nment-disallow ng information or
the 10 obtainnment-allowi ng information being allotted to the primary
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decision information. (23) Each of the index nunbers is used only once in
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generation in an extrenely short anount of tinme, and 5 significantly reduce

t hed buothera i nmealtcud AlberindergfHormation being allotted to the
primary decision information at the target
prize-obtainment rate.

(22) The prize-obtainment-rate-adjusting means uses
the target prize-obtainment rate and the index number in

15 relation to the game being executed to read the primary
decision information from the
primary-decision-information reference table and generate
the primary decision information.

(23) Each of the index numbers is used only once in

20 the predetermined number of times the game is to be
executed.

According to the invention of claim 2, the
above-mentioned prize-obtainment-rate-adjusting means
can refer to the above-mentioned

25 primary-decision-information reference table, which is
stored in advance, using the index number and the target
prize-obtainment rate for the game being executed, and can
obtain and generate the primary decision information
relating to the above-mentioned game from this table. That

30 is, it is possible to generate the primary decision



An invention set forth in claim3 is a prize-obtaining game systemusing a
communi cation network according to claim1, conprising the following itens
(31) - (33): (31) The target prize-obtainment rate is adjustably 10 set to
have given val ues provided at a predetermned interval. (32) The

pri 2e- ghtal pHERt-d 2t ¢330l L5t kN0 HEGNS. . CRIPII S5 4 ANdRm AR 1 GRIELAL | NG

nmeans al generat es ery gane bel ng executed.

rando nber. ris; f s QV [ n e i, a uaptity
bt ai e by ai vi ok e Binber 10 Do e ® f ATl ey sy ou e L

in peresd@@ss (€3 ivhea et Zeoohittd NaBBivyd ah€nadjdisé NG ATREGE nQAHE L Ses
random nunber-correl ating neans, and the 20 random nunber-correlating
nmeans gamnetratdwntdreaealn oéxttheemahgons horier amadret pra frartimeei 3 wd

i nformati on of either the obtainnent-disallow ng information or the

obt @i nsergn A LoV gl ¥ nkediee € ohheo bied i dar g adec $adion nfbergtfion.at a
ratio of the target prize-obtainnment rate. 25 According to the invention of
claim3, thehlapdV&HehPPoR8F PPILA it Siliht3 At 8- BAf-F& TP tAedsnY
generates, w_th the randonm nunber-generati.n ns I m,n ey for
avery GANe Y SR et b A coohmilE At TRRE M M MR ST 0

| nfor M o1 §! atd Sp L3 liftfy 30n@PST TBRLIANCH: GREE Py1 POLAIM Y, L he
primary decision 12 Tnformation corresponding to the generated random
nunber from(tshe randomartgder pedrdel abitRd neans. réhad is,ashfaeeat he

primary decision information is generated according to the random nunber,
itlbecerts passhilve t gisigni fvahnelsy prradidtedt het pex | pdiend ¢ yeafn ihed
primary decision information

interval.

(32) The prize-obtainment-rate-adjusting means
comprises random-number-generating means that generates
random numbers for every game being executed. The random

15 numbers are comprised of non-overlapping numbers in a
quantity obtained by dividing the number 100 by the
interval expressed as a value in percentage.

(33) The prize-obtainment-rate-adjusting means
comprises random-number-correlating means, and the

20 random—number-correlatingmeanscorrelates,'Uaeachtxfthe
random numbers, the primary decision information of either
the obtainment-disallowing information or the
obtainment-allowing information to the primary decision
information at a ratio of the target prize-obtainment rate.

25 According to the invention of <claim 3, the
above-mentioned prize-obtainment-rate-adjusting means
generates, with the random-number-generating means, a
random number for every game being executed. Also, it can

generate primary decision information relating to the

30 above-mentioned game by obtaining the primary decision



relating to the order of executing the game. An invention set forth in
claim4 is a prize-obtaining gane system using a comuni cati on network
according to claim3, conprising theifollowing itenms (41) - (43): 10 (41)
The random nunbers are conprised of integers that start fromO and are

2oV 15940408 B bk 484 THG RSB SOLIEL A TR oz
nurreri galoal e £hahoe. AehBWA L el dindnflel £OT rEhakes st ince

obt ai nment ow ng information to random nunbers having a nuneri cal

val ue that peietusy deci¥idhove ddembirieshiold. gehddrdlied hiesbelding
obtai ned by dividing a value of the target prize-obtainnent rate expressed

in 20tpetdentregedom auwdere, of t thec omiesy vad s @xpilessed siign pLicamttale.
According to the invention of claim4, the random nunber-correlating neans
cor’ el ateatu¢pet hebpairdmhic akiyoifnghienpaifa ¥ vrd €6 Lsadbrh iebaAd Il ow 25
the threshold, and on the other hand, correlates the

obt ai nFEk3 B84 1t RS M FRL Pdn S8 FAEdAH nbiferd@M@qual to or above the
t hreshol d, taki g%tthe above- nent i reshold as a_horder. Therefore, it

d
becomes poss VS RAEN f/e(f;_r 85 eé_%t& %sPo d‘ésn@ePEé'tz\Ffe'é?leﬁe”b’el_?\%rat ed
: 30 ra%‘?{%n%%éma'ﬁ(’siﬁgn%'inrgﬁx}ﬁuq?fééltg]&d nfa% f?n’ac%”@r&§n‘;ggs'% g

obtain e pri‘mary decision | nfornation. the other hand, sin _
threshelihif obt dsRgris itiyi €heg fa1 etk pfitbast a(:gﬁ? prizes pbt ai nnent

rate expressed in percentage by a value of the interval expressed in 5
pergentage, (4l Passibardiom easibe bt aire i tomprmigadd of integers
that start from 0 and are provided in the quantity.

(42) The random-number-correlating means correlates
the obtainment-allowing information to random numbers
having a numerical value that is below a threshold, and

15 correlates the obtainment-disallowing information to
random numbers having a numerical value that 1is equal to
or above the threshold.

(43) The threshold is obtained by dividing a value

of the target prize-obtainment rate expressed 1in

20 percentage by a value of the interval expressed in

percentage.
According to the invention of claim 4, the
random-number-correlating means correlates the

obtainment-allowing information to random numbers below
25 the threshold, and on the other hand, correlates the
obtainment-disallowing information to random numbers
equal to or above the threshold, taking the above-mentioned
threshold as a border. Therefore, it becomes possible to
easily grasp the correspondence between the generated

30 random numbers and the primary decision information, and



cal cul ation. Therefore, it becones possible to sinplify the process of
generating the primary decision information. An invention set forth in
claim5 is a prize-obtaining 10 gamel3ystem using a conmuni cati on network
according to either one of clains 2 through 4, conprising the foIIovvi ng

TEM (o4} 11T o50)e TBepdalbene ARPRESEE] Vi AERTER  B50Lhe e

prize-obtain rate " tar ai nnent ratet at” 15 |s atarget

to be fdPRbkY HLRb|, 284 nA0dtAd aPPEAML IR 98t dwéam@%ﬁtbyaawming
short-termtarget for realizing the final target obtainnent rate. (52) The

pri ze- abtwa nu@Ntc ff af Be adjauSjie t10p FRas- o beA[/Nimen tardaiabasprepdad d ngn
processor that updates, 20 according to the prize-obtainnment information,
a nunbepenteaitragey- bipt ahneﬁaﬂru'qe@ﬁnctlaetoialtemma)br ekpm'erﬂafsedheingama
has been executed which are stored _in the database,

pri 2e- cﬁﬁﬁpﬁr’r&ﬂgﬁat é—"calléul%ﬁﬁgbﬂf%c‘é@scﬁa%héﬁ’ %%Fé&lnatb*% 5%%‘66& es

the te et 25 r obtalnrrent rate, takin det d
horser L e AL BR, TRl ZEe3 R 2 IUTRLCERSY BS Sk € e PrSiRa L ey

prize-abjf ai el 5fe3§§ Caéf“' aé;éH%ra”E?ﬁ?“"th@' Ck@:ﬁxﬁ%r?ycl deci

actual I y-ach pri ze-obt ar nent every ti e1s ?l ni shed,
30 updajgsolrad fFROrary target prize-obtainment rate for the 14 next cycle
to be equal to the final target prize-obtainment rate if the

actual | y-achigyethpéhzd-cabisaithfidt hai® dSaimas gies 4 pan 4 deobitaal niagget
prize-obtainment rate stored in the database in advance, and on the other
han@, upameespstea twespogary tamgednpriazc:-@bt aietmear kr ecdodithe heoxt
either one of claims 2 through 4, comprising the following
items (51) — (53):
(51) The database separately stores, as the target
prize-obtainment rate, a final target obtainment rate that
15 is a target to be finally realized, and a temporary target
obtainment rate that is a short-term target for realizing
the final target obtainment rate.
(52) The prize-obtainment-rate-adjusting means
comprises a database-updating processor that updates,
20 according to the prize-obtainment information, a number
of already-obtained prizes and a total number of times the
game has been executed which are stored in the database,
and a prize-obtainment-rate-calculating processor that
calculates and updates the temporary target
25 prize-obtainment rate, taking the predetermined number of
times the game is to be executed as one cycle.
(53) The prize-obtainment-rate-calculating
processor calculates an actually-achieved
prize-obtainment rate every time the cycle is finished,

30 updates the temporary target prize-obtainment rate for the



cycle to be larger than the final target prize-obtainment rate if the
actual | y-achi eved prize-obtainnent rate is equal to or smaller than the
final target prize-obtainment rate. M0 According to the invention of claim
5, the actually-achieved prize-obtainnment rate is cal culated and the

di T er gace: 1o bheo M 8al g a10eh Phizp1 ARIALAIRIL. g4 82 o5 KOIRRRATEe

every tine the ove-nentroned cycle 1s finished, and the tenporary target

pri ze- ohyitad ngENtt fat & deuhon yhec Aeelv &£y Che il Fe DBBE 4 Dnhenequah teo e
final target prize-obtainment rate if the actually-achieved

prize- Qamrgepenhamattthe S 1aaget atthpat theikieradbt algate n priaeeobtta maednt
rate, and on the other hand, the tenporary target prize-obtainnment rate
for théméhte databiasaride dYvaocee |andernthhn oRd Sy MAandar gpdates
prize-obtainment rate if the actually-achjeved prize-obtainnent rate is
equal HE oFCBRPQTREY AAFIRE Piied e rabfAipReRs ok BPnftE FhAfenext
Therefore, in_the fornmer case, the actually-achi eved .prize-gobtai nment rate
for theuiehe E9cPE WATIE AR § 05 Thh 8 PEAS hahe LRE TTTaR AT

pri ze- Qit.al ngent t neas, LA it atter case, I prhitys for the
act ual ﬁ%—%h%eﬁﬁgr i%z%t-:%tﬁ&ﬁﬁrr%%plregf%éf %’rre][%% %gﬁégﬁlg?gsétghltt)gco%
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Therefore, in either case, adjustnent 30 w be nmade to conpensate for the

above- madeoned 15 difference. Therefore, it becones possible to prevent
the actually-achi eved prize-obtainnent rate fromdeviating significantly
| oh@r than t Aedomdingar geo prike- optmvansdion 5 pdt e, chadmpl afers Whel be

able to obtain prizes at aratio ) .
actually-achieved prize-obtainment rate is calculated and

the difference from the final target prize-obtainment rate
is comprehended every time the above-mentioned cycle is
finished, and the temporary target prize-obtainment rate
15 for the next cycle is made to be equal to the final target
prize-obtainment rate if the actually-achieved
prize-obtainment rate is larger than the final target
prize-obtainment rate, and on the other hand, the temporary
target prize-obtainment rate for the next cycle is made
20 to be larger than the final target prize-obtainment rate
if the actually-achieved prize-obtainment rate is equal
to or smaller than the final target prize-obtainment rate.
Therefore, in the former case, the actually-achieved
prize-obtainment rate for the next cycle will certainly
25 be smaller than the final target prize-obtainment rate,
whereas in the latter case, the possibility for the
actually-achieved prize-obtainment rate for the next cycle
to become larger than the final target prize-obtainment
rate will increase. Therefore, in either case, adjustment

30 will be made to compensate for the above-mentioned



substantially at the final target prize-obtainnment rate. An invention set
forth in claim6 is a prize-obtaining gane system using a communication
network according to claimb5, wherei #5the actually-achi eved
prize-obtainment 10 rate is cal culated by dividing the nunber of

al readyy ppraireatd®ri zes in the cycle by the predetermned nunber of tines
the ganme is to be executed. According to the invention of claim®6, since

the actual |l ywmehegvat prize- obleddsmest paiesibleal ab atpdeazntlS €Xpl ai ned

above, the tenporary target prize-obtainnment rate for the next cycle wll

be cal adtted lgndaséti dayedcamphz ergttheiaoteudt | yadchi éwedn pdexd-abiaignnent

rate for, the imediately preceding cycle with the final target,

pri ze- chtanafdanidy lomaeftdran the fimedi s E0P 2D Pzt e@bRglnment
reflected onto the obtai nnent

[ t f tai t wll be | |
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'n the &ﬁgﬁ‘yﬂféiilﬁ/tvﬂ U C¥Gln% 1 iéa\ll\ﬁ'iglelt Spesz%-%%s% hfidd MBKEe many

prizesf%e obt al ne e next cycle rea many prizes were

obtained in e iifPEAalh] ¥ ¥ PEPUR LY W FaimOB! A @?@ié’é-@kitzaefn%bl be
suppressed in the next cycle. That is, since the difficulty in prize

obt ai nr@meCﬁgeém Iils @nghod t cpeim @ali ciatt EEORRS WOs K Kl ecbe direyenib a
situation in ich it becones difficult to obtain prizes 30 for a |long

peri od ofatime , 18hard iwehhieorasttafldrthach icwe d priis - pbitas-mheaitni ng
gane system using a communi cation network according to either clainms 5 or
6, l@hereafie prilfe- oiftal AR ALedt e PYnf odAXtibhngncl idlieng tHEMPeRal Pdr get
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number of times the game is to be executed.

According to the invention of claim 6, since the

actually-~achieved prize-obtainment rate is calculated as

15 explained above, the temporary target prize-obtainment

rate for the next cycle will be calculated and set by

comparing the actually-achieved prize-obtainment rate for

the immediately preceding cycle with the final target

prize-obtainment rate. Therefore, the immediately

20 preceding circumstances of obtainment will be largely

reflected onto the obtainment rate for the next cycle. For

example, if not so many prizes were obtained in the

immediately previous cycle, it will become possible to make

many prizes be obtained in the next cycle, whereas if many

25 prizes were obtained in the immediately previous cycle,

obtainment of prizes will be suppressed in the next cycle.

That is, since the difficulty in prize obtainment changes

in a short period, it becomes possible to prevent a

situation in which it becomes difficult to obtain prizes

30 for a long period of time.



nunber of al ready-obtained prizes, and the total nunber of tines the gane
has been executed is stored in the database correlated wth a gane code
for every kind of ganme; and a searchi6for the prize-obtai nnment-rate
information after 10 starting a gane is done by taking the ganme code as a

key, the gagg £pde el 5§ é&@ﬁfék% %ge&qiirhg_vtQSthpMe@.QJbggmid@put

fromthe player termnal at the tinme of starting the gane. According to
the i nyamntd 08y@ft &h auih g ShNGomie n il 8heve- m@dtvioanedaccording to
prize-obtainment-rate information is stored in correlation with the gane
code feritavery &iadmsof sgase, bt beherssipesspblieea-ohtpisimehe-rate
prize-obtainnment rate for every kind of gane, and thus perform precise
adj ust merftor@e tixBxahpkdst-ingi g.hel Ehowsd atduged nhiEENER | A nge Ik
enbodi ment of a prize-obtaining gane system usi négQa comuni cati on _network

accor dFdF e o tHe plreRPPragentedid € FhiRE 378rORt25N0GHY i L& % cIiplit er

f tioni 1 d I |t f b ' |t h h
onl'y oRSTEe Engim = 1 Fopay -8 B F oM S pPAYDrt bEr Mt 5 B Ehnect ed
tot heosfe'&\iﬂ{eslt?ﬂeagfa'&%)mts%%?n 2x JPG L WEP; L& ELPRla 30l En@Nq QRENA 4 ON
term nal” conpri si ng, In addition to comuni cation neans enabling

comuniceat+@Nate M hthhe | gafendiode FWeedlvEirSPllaVhad oeaggme; and
operation-input neans, and data-storing-and-conputing means, which are the

m ni MU rseopi ¢ AMERLS tfios Atz -Ngb dati niidert vird tual 1 pfiozer bl anniafg: gane.
For exanple, a personal 5 conputer or a nobile comrunication term nal, such
aslé starting a game is done by taking the game code as a key,
the game code being specified according to the kind of game
input from the player terminal at the time of starting the
game.
According to the invention of claim 7, since the
15 above-mentioned prize-obtainment-rate information is
stored in correlation with the game code for every kind
of game, it becomes possible to adjust the prize-obtainment
rate for every kind of game, and thus perform precise
adjustment.
20
==Examples==
Fig. 1 shows a basic configuration of an embodiment
of a prize-obtaining game system using a communication
network according to the present invention. This system
25 comprises a computer functioning as WWW server 1, and a
plurality of Web terminals 5 (although only one is shown
in Fig. 1) functioning as player terminals and connected
to the server 1 via the Internet 3.

The Web terminal 5 is an operation terminal comprising,

30 in addition to communication means enabling communication




cel lul ar phone or a PDA conprising the data-storing-and-conputing neans,
are applicable as the termnal 5 To the Wb termnal 5, a virtual
prize-obtaining gane program 7 is installed according to, 10 for exanpl e,
distribution fromthe WMWVserver 1 as explained later. The termnal 5

execut gsi¢hi S Wigdual 1fd ZR=ebt ai §ii Ng QAR BHOG! AER 136 & NY rfey @ command
I nput wth the operation-input nmeans by the player, and realizes the

Vi rt ualo g  @-iQdx 2i RS- Jaf@a RB ,i t AnICT QRIk a 18 thd Min ¢ -SISc amganei agr een
50 of a virtual catcher gane as an exanple of the virtual prize-obtaining
gane. méassyi whialh cateheie gaime iminplraeaea i ine mekt sgf arnaarpyt ahgroubl,
which is displayed on the bottoml|eft of the screen, nove using the
above- rfére i \ohBl Udde Patl 29- PR 1 mbRAsI adet 2(F ke HampPhe £ ianRe rtoppilng
position of the mani pul atﬁr_ match on a virtual prize 53. If the final

st oppi P PBYEEoNOFs 2 WPRILH & HPEPEL R FRtd® Ar 8 G bRPthe TRAferdf 2t he

vi rtual ' 3, it,is deened that the virtual prize 53 has been
P by

obt ai nét he mani Blljlloe{]teor 51. rThen,ai nf of it i on 8Bt 24 igng th?gepri ze
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above-nment 1 one erver , n actual prize rresponding to the
virtualedrni®al s gelivered tochbe player drmpihatier date.a The ;MM gerver 1
shown in Fig. 1 is a server provided 30 on the WW (Wrld Wde Wb), i.e.,
t he | ntparbee-dbTaéniSigerame Qrogneges? ai gaies siatlel ¢ dadc poand teg ser,vi ces
regardi ng various virtual ganes, in addition to the virtual
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prize-obtaining game program 7 according to a command input
with the operation-input means by the player, and realizes
the virtual prize-obtaining game on its screen.

15 Fig. 2 shows a game screen 50 of a virtual catcher
game as an example of the virtual prize-obtaining game.
This virtual catcher game is played by making a manipulator
51, which is displayed on the bottom left of the screen,
move using the above-mentioned operation-input means, and

20 making the final stopping position of the manipulator match
on a virtual prize 53. If the final stopping position is
within a predetermined area from the center of the virtual
prize 53, it is deemed that the virtual prize 53 has been
obtained by the manipulator 51. Then, information

25 indicating this prize obtainment is transmitted to é
prize-delivering dealer via the above-mentioned WWW server
1, and an actual prize corresponding to the virtual prize
is delivered to the player at a later date.

The WWW server 1 shown in Fig. 1 is a server provided

30 on the WWW (World Wide Web), i.e., the Internet 3. The



that distributes, to each of the accessing Wb termnals 5, gane contents
necessary for executing the virtual games. The server 1 realizes the
virtual prize-obtaining gane on the Méb terminal 5, in cooperation with

t he above-nentioned 10 virtual prize-obtaining game program 7 having been

i nstal begJort he \ﬁ%’négb@ ngl tﬁa&n@ ough 4i SEI{AQUtI%)(PBVidTé"@_ Wi¥-seless 1

conpri ses: a database etc. at stores various kinds of information such

as | nage odak @1 nkeeassays o rexaauyhane ¢ Ne mheMe: FEBN eBeeh¥i v { ah Lane;
15 a gane-progreéss-nonitoring procéssor 11 that obtains the above-nentioned

gane cemrtiesd sobuci ményghegafiiege dat atheonwebhet damales®e $ ethatandas
transmts the contents, in response to a request fromthe Wb term nal 5;
pri ze- elgtcd sieredt t hat ee adjeusvildgt meafis tex fet hdj udoireygs p2Q it hiec abtlai nment
rate of the above-nentioned virtual prizes; and not-shown

pri%ze- 55EaiHENE SEARF bt FBAGTOL PRI AP HPBRE PRAS nEPPtidt Fheerver
above. MR ohod Lt BRdg Bl AGh: Doy IT: of DSERsor 41 e} bt fisga1s
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via the Internet 3 using the 30 Web browser; carry out predétérm ned

aut hentineawiedn tE%} oL paeds; esn kyo o perr aaxban!wei t aettlengb bve/-egnusemdd and
password to the WAMVserver 1 using a login function provided on the
hohepage,r twmdlal $o caerpbdigimipgocezame f progiesingndt i @ hrgnebiesin of

payi ng for e.%. t he gane fees; ) i ) i
installed to the Web terminal 5 through distribution.

The WWW server 1 comprises: a database 9 etc. that
stores various kinds of information such as image data
necessary for executing the above-mentioned virtual game;

15 a game-progress-monitoring processor 11 that obtains the
above-mentioned game contents such as the image data from
the database 9 etc. and transmits the contents, in response
to a request from the Web terminal 5;
prize-obtainment-rate-adjusting means 13 for adjusting

20 the obtainment rate of the above-mentioned virtual prizes;
and not-shown prize-obtainment-information-notifying
means that notifies the above-mentioned prize-~obtainment
information received from the above-mentioned
game-progress-monitoring processor 11 to the

25 prize-delivering dealer.

The player wishing to play the virtual
prize-obtaining game will: start a Web browser installed
to the Web terminal 5; access a homepage of the game site
managed by the WWW server 1 via the Internet 3 using the

30 Web browser; carry out predetermined authentication




5 and obtain screen-configuration data of a gane-selection page fromthe
WAV server 1. The gane-sel ection page provi des several kinds of virtual
pri ze-obtai ning ganes, and shows priz® groups, each of which consisting of
several kinds of virtual prizes 10 and correlated to each kind of virtual

prize- %@&éé\&ﬂ&e@nﬂsy, er Phaveip desi dRa{Esng aare/ R¥r e £XafpPlathid
clicking on a section in which the virtual prize-obtaining gane that

he/ she pedd@okr@ pbayherwivn $Biréfe 1t heuyiinigial 1 oghiinz Eueki vl ohngr gamried
including the prize that he/she wants 15 to get is displayed, using the
oper at ioan- tmEut hoewesagéhenand ha\gbh tomnrpal oBtt rangr ¢ s e duore hef AW
server 1, a notification requesting distribution of the gane and
acconpa®d hgna tgane thee mesrhagesiff \Haiginge fidthae of -vittquegame fees;

pri ze-obtai ning gane that has been designated. 20_A process flow of the
gane- pedyt éé%tﬁf&ﬁ’a@%ﬁeeﬁr&fé%géﬂulrlawgﬁi Aot NP s8ATS SIS L RSE 4R
recei ved the g@ne-disg%%gution-re uesting notification is shown in Fig.

3. If PRISI FETH %ﬁ?z t%?ﬁyﬁd' he program 7 corresponding to the

above- ment i opgd, gﬁgﬁec.%dglgé%i@ﬁ Begye 28 kol 8dsi s d Perahovies pRat ioped Vb
termnal 5 yet, the gane-progress-nanagling processor 11 obtains the

above- RENt + AR FANE MYt aANA QT GO A d Oshidévs apeverdregirioaitssl, gane
code fromthe database 9 etc., and distributes the programtowards the Wb
t er m naladhiof arh BOhfoomsti stuchgas f Jeeweapl &tinds anfmat k¥ u@I0R).1 28s When
downl oadi ng of the virtual prize-obtaining ganme program?7 is finished, the
pl &) er agrd erarradamahdro efaah deisnd (of Fortt pad PhHé zgamebt ARINAN 9 ATRAE es

t he nunber of times. of continuousl% pl a iqg t he gane in series at a tine
(threeThe player designates a game bf{ or example, clicking on

a section in which the virtual prize-obtaining game that
he/she wants to play or in which the virtual
prize-obtaining game including the prize that he/she wants

15 toget is displayed, using the operation-input means. Then,
the Web terminal 5 transmits, to the WWW server 1, a
notification requesting distribution of the game and
accompanying a game code for specifying the kind of virtual
prize-obtaining game that has been designated.

20 A process flow of the game-progress-managing
processor 11 within the WWW server 1 that has received the
game-distribution-requesting notification is shown in Fig.
3. If the wvirtual prize-obtaining game program 7
corresponding to the above-mentioned game code has not been

25 stored in the above-mentioned Web terminal 5 yet, the
game-progress-managing processor 11 obtains the
above-mentioned game program 7 corresponding to the
above-mentioned game code from the database 9 etc., and
distributes the program towards the Web terminal 5 in a

30 format such as Java applet (trademark) (302).



5times is entered in Fig - 2 ) , using the operation-input neans of the
Wb termnal 5, and starts the above-nentioned gane program 7 by, for
exanpl e, clicking on a gane-start bu2@on shown on the screen. At this
time, a gane-start notification acconpanying information about the nunber

of 10 tines 4 LONSRHE JFi 9§ sl Snkr §9%H Y b FiomIdec ¥éh i dgrqamal S to
the WAWVserver 1 ( 303). Having received this notification, the

game- prgs §8amP N § Of i A sPreRE LIS plilay ¥irl &ndRRIPRMA/IND Obt@f it fimem t he
dat abase 9 etc. the game contents that are appropriately requested from
the Weltdxcoeptdmed tShandatwegnsyh i chhénchit @hes tthha heuibb rt efivitiahes5 to
assi st the above-nentioned gane program 7, until it receives a gane-end
noti fi coff icorn £ dnudes $¥Erp b ydm Gane Jpnayed eoxtiafudisiay tagBo)(tingee
expl ai ned above, the virtual prize-obtaining ga 20 program7 jis

pr ofr arfee o chaBld onedt & ™l By Iby 2 haniYit A igiemPPﬁﬁ LBV PRht i oned
operation-inpu S he_nani ator .51 wn e scr N tching
Che 11 A2 BPeRE HEERER 8RO Re fatl Bt B LD At 8 DR TR SR n R o
shown i L9 Dt B pRPOVEs preat 225 g3 K 50, g sR¥eIA 5 LRBOES
of the (i)alxﬂaugll%p??zrgs 55@'ar€0gﬁomﬁq‘g§ gépf:%;a)lr%tiggg?s}}tio s. The iilmatge of

the nafiPEbat Whékndicw! ened réba botgonthafd ©imkhe Schene - caarke
noved once in the upward direction and once in the rightward direction by

mani pulredt ng,iomd t honhhecd® nopengtiiron-i mpotrmaeainsn 4heutbwmt hdd mectbem bt t ons
55a, 55b 21 shown on the bottomright of the screen. A decision is nade on
whéPhert bregott @ heomthbhust dpPpe ng yFi Lsort vANSH t bpdy Rt itdygedWeb
mani pul ator 51 is within a predeterm ned. area fromthe center 8f a.virtua
prize gggrg&@@r]di%é‘rq &Hhe WWW server 1 (303). Having receive this

notification, the game-progress-monitoring processor 11

will appropriately obtain from the database 9 etc. the game

contents that are appropriately requested from the Web

15 terminal 5 and transmit the contents to the Web terminal

5 to assist the above-mentioned game program 7, until it

receives a game-end notification for the series of games
played continuously (350).

As explained above, the virtual prize-obtaining game

20 program 7 1is programmed to enable one to play by

manipulating, with the above-mentioned operation-input

means, the manipulator 51 shown on the screen and matching

the final stopping position of the manipulator on the

virtual prize. As shown in Fig. 2, on the above-mentioned

25 game screen 50, several images of the virtual prizes 53

are shown on appropriate positions. The image of the

manipulator 51 displayed on the bottom left of the screen

can be moved once in the upward direction and once in the

rightward direction by manipulating, with the

30 operation-input means, the two direction buttons 55a, 55b



5 the result of this decision and | ater-explained primary decision
information that the Web termnal 5 receives, determnation is nade on
whet her or not the virtual prize 53 Bt to be awarded to the player playing
that gane. After this determ nation, displaying is nade on the 10

above- 1ebLANSH SAEED-BAn BANING £ WRL A FEKING. RG34 DOhogk iidad

success 1 n obtainment where't ator grasps the virtual prize 53
and drops ihébheranoeutast tie ogi@amovsﬂapgm@? igwls catiohy affathere in
obt ai nnent where the manipulator fails to grasp the virtual prize 53, 15
accor didigotre -trten deoered Maahapu M ter 6hi Siseguende iss prepeaadnfnedt he
above- nenti oned nunber of tines to continue the gane and a series of ganes
is finished, fidoan tkd centiamlos aevidsttahapdd ztehed IWW Bercward Ingt he
gane-end notification by attachjng prize-obtainment information 20 about,
f or Sexdrper atel huRfert bi spAieQks §pMaiard LRTRghe P sRele P IIMFANesS.

The aboye-nenti oned prina % decj si gn igfor tiogn is. information. on whet her
or not QLC AP oBRAFBAE LS bhRtuaF Ry (DR SEABLBAN bf TERE HANES. The
nf or . Cinel. : o . : i o
Lrevegﬁi%g?ainﬁgaglg e?ff?%i?gg§ng§!%ro%?!%gggg |ﬁgg@rtggfﬁﬁggg&%¥gﬁbm1the
pl ayer mpefates bdea@arae ARG t_Q{H ap'myatr §|1| '1519 t Rher ga&dep.n that e | |

all ow obtainnment of virtual prizes to succeed dependi ng on how 30 the
oper at ioliks madet e Entinart Do, of dispbayangf orimat i omaziz wi Iénbe saert to
each game. More specifically, if the primary decision information that the
VB ot erabaxle Snentdeingd &¢sriewn obfaisinewing sal tbeing imévimet | bna gehe
above- nentioned gane program7 will determne not to allow

indicating a success in obtainment where the manipulator

51 grasps the virtual prize 53 and drops it into an outlet

54, or a moving image indicating a failure in obtainment

where the manipulator fails to grasp the virtual prize 53,

15 according to the determination. After this sequence is
repeated for the above-mentioned number of times to
continue the game and a series of games is finished, the
Web terminal 5 sends, towards the WWW server 1, the game-end
notification by attaching prize-obtainment information

20 about, for example, the number of prizes obtained through
the series of games.

The above-mentioned primary decision information is
information on whether or not to allow obtainment of
virtual prizes 53 to each of the games. The information

25 includes obtainment-disallowing information that will
prevent obtainment of virtual prizes from succeeding
regardless of how the player operates the game, and
obtainment-allowing information that will allow

obtainment of virtual prizes to succeed depending on how

30 the operation is made. Either one of the above information



5 obtainnment of virtual prizes 53 for the game being executed, regardless
of the decision result of the final stopping position of the mani pul at or
51, and, according to this determ naZ on, the programw || select the
novi ng i mage for the above-nentioned obtainnment failure as the nmoving 10

i mage gnd i ble dispkayrbt b hhgSfscenulPet Npother andy, ifrthae
obtai nnment-allow ng information s received, the determnation wll differ
dependipid edir yhed abaveronti wpedmadeLd fi ophaesuthe Thab i Seriimall Pe
deened that a virtual prize 53 has been obtained if the final stopping
posi t i aedlébivé st hes nehepult @i nfen ts- diltshilnl o Wwé nghove £ pematohed, the
predeterm ned area, and the noving inmage indicating  obtainment success

wi || bebdivetragad:ianad gage [PureddasnedvitRad ediREnhrennofas o aillle¥if the
position is outside the area, and the nmving inmge indipating obt ai nnent
fai? urthzfﬂlwnlelnﬁogfdl"%%‘}%a.P’AézterFesgaal‘T@-rsgé’ﬁ g%d’l‘? AR RS Y Cg'f ved,
a generationsrequesting notifi.cation faor the prinary..decisjon_informtion
is i nnE&%?EE}ess to%rﬁﬁ h‘iecéﬁo]voer-1 r’rﬁﬁtsiuo]n%doga < pff(%élrag'sség%ﬁ]’tno?i ng
proces 11 . t - | | ze; Obt ai d -a4d] i g
Teans D9 DA T oo L 4R T S bt o it
procesg@tdBmina tt 1én ,Prdze- phlodj rimnivindat es adipust i tgempnsidg Hefads to

both the prize-obtainnent-rate-setting table 15 and the 30
pri mar yf-adect se oabioveor mehitaro n eflepéricel bmbing 1f7a $1ored a5 2Bet heov idag abase
9, and generates the primary decision information for the nunber of tines
t ol@ontlimge taed gahkl disp ltaie idbeveliensicsiR@Nser PAstBE gafes hamd
[NiZe-T¥e%ggeggggﬁghé§¥fggggﬁ¥%§ %%f%%ga%q%n is received, the
determination will differ depending on the above-mentioned
decision result. That is, it will be deemed that a virtual
prize 53 has been obtained if the final stopping position
15 of the manipulator 51 is within the above-mentioned
predetermined area, and the moving image indicating
obtainment success will be displayed; and it will be deemed
that obtainment has failed if the position is outside the
area, and the moving image indicating obtainment failure
20 will be displayed.
As the game-start notification is received, a
generation-requesting notification for the primary

decision information is immediately sent from the

above-mentioned game-progress-monitoring processor 11 to

25 the above-mentioned prize-obtainment-rate-adjusting
means 13 (304), as shown in Fig. 3. Then, an
information-obtaining processor 13a in the

prize-obtainment-rate-adjusting means 13 refers to both
the prize-obtainment-rate-setting table 15 and the

30 primary-decision-information reference table 17 stored in



5 prize-obtainment rate for each kind of virtual prize-obtaining gane.
That is, the table 15 sets a rate for assigning the obtainnent -a 1 | ow ng
i nformati on and the obtainnment-dis aldowing information in the
above-nmentioned primary decision information. As shown in Fig. 4, on this

10 tablg l5,q PELEE P & | NNRRY - g%tr?efm:%rs”attirpé‘_ {ﬁfza%w_ fPkci88idd ng the

prize-obtai nnment rate is recorde associated w each kind of virtua

prize- ghi@d PhAS 3P BEok: €he nibPered¢htidimdher §agBneddase PEet Glase,
prize-obtainment-rate information, there 15 are: a final target

pri ze- gt tnentabat€-ma niteipnedr \set Ae geb fprgameobt ai nnent rate; an i ndex
nunber; a nunber of already-obtained prizes; a nunber of already -obtained
prizes in a By @rihe-odtta innerdr- oo tei1Ast higahd uke beefed&dit®d; and
the total nunmber of tinmes a gane has 20 been execut eg in cycl.e. The
prie- Mt anekt3hpeent d&fathed bfCd vaPd€ bt HRY by°di vi UrAdh

nb f. al dy: obt ai ned ' b h nb ' b
cxaout B, - A pPECHI AL o S Bent 0 Lot i i LSR5 Serlcent S50 & FACT nal |
t t | zes s ' t f . L ze-Apta t
Lo be Ty  LARHE Sp & Bl pl e b EZ AT OF) o8l sniD AT RIS TG et

det er mgJipda 2Reheat £4€4 Y1 $0€ ndARBFd # Ra BBRA0EH Ble §BBYIAdaiéng itdiRe@ri ze
cost and the gane fee so that it would be economically profitable. 30 The

t enpor yyimatrgetewrigeoabl aifrnema tiatre. | SAR24s Wowactiny Fused 4 orommddi ai ng
the above-nentioned primary decision information. That is, the tenporary
t at@et tahleel bt prarentol had rdee REmnREe tief e amad bPnvikRERSS ALY tHRF t he

above-nmenti oned obtai nment-all ow n . .
setting the prize-obtainment rate is recorded, associated

with each kind of virtual prize-obtaining game, i.e., with
each of the game codes.
As this prize-obtainment-rate information, there
15 are: a final target prize-obtainment rate; a temporary
target prize-obtainment rate; an index number; a number
of already-obtained prizes; a number of already-obtained
prizes in a cycle; the total number of times a game has
been executed; and the total number of times a game has
20 been executed in a cycle. The prize-obtainment rate is
defined by a value obtained by dividing the number of
already-obtained prizes by the number of times a game has
been executed, expressed as a percent (also written as
percentage). The final target prize-obtainment rate is
25 the target of the prize-obtainment rate to be finally
achieved. The final target prize-obtainment rate is
determined and entered by the game-site manager by
considering the prize cost and the game fee so that it would
be economically profitable.

30 The temporary target prize-obtainment rate 1is



5 information or the obtainnment-disallowing information is to be
generated. The tenporary target prize-obtainnent rate is calculated and
updated, as explained later, every t34re when a cycle, which consists of a
predeterm ned nunber of tines a ganme is to be executed, is finished. This

o ! ! . _
rate Qil'r.seﬁﬁﬁ t sB&e‘f%O’}[bt%:éE;é{]rﬁ”rggt ghed éﬂ:ﬁk}i%ts-'nf%n%%rn%é hﬁﬁ’f/_lglcahrlyéved

actual I'y-achieved prizé- n e, whic e actual

val ue ofed @3B Z& 1Y AhBEERYN I at 6ph a@eVi 8t esthiedMilhf, #PQY§- MeRtined

final target prize-obtainnment rate. The index nunber 1s a Counter

i ndi catpiriez €f oldtea i Afeintal rawdete td i Aetshethyc! eatdfo t bE gane thei nNg
executed. It is used upon searching for the primary decision information
rel ati egittlverhe gawkebei npleavewmetht iomad he | atbdra erpeaitnteall Lowing
primary-decision-information 20 reference table. For this reason, the index
nunber Lt orpartekent @8 BRG Qpda bamendrydipad Jewisgudadaomaéadth L1¥or the
primary decision information for the gane being execut ed, .as expl ai ned

| ater. tﬁebﬂuﬁt?é?'eﬁ?tﬁ eal -%bf‘ﬁ“h%‘a privzesaf ettheprigeC‘_LﬂRﬂF%f'P hunber
of pri Zreastgﬁ%%nga?%‘?f;][é)ggg;?xgﬁ W d fEe gVl rats“%xgi'aigeocPFlaéé‘éQQ g%{gﬁre)lr'p to

now. The nhu r-o rea ai‘ned pri‘zes in cycle i'ndrcat'e nunber

of pri zesnd Rl e Hay & PeEB ,00haidIEE dk BsE¥ChE: a dhflei® HEBRE neldOné&l: wWhen
the cycle is finished. The total nunber of 30 tines a gane has been

execut ff itsihée aughale dfs tiomase tdkecdT &d ndi of £ gans hes . beeh iexect €d up

to now. The total nunber of tinmes a gane has been executed in a cycle

i ntd caties thed nuob@refenicnesctchrsedioe off gane itasabien exeeutedthp to
actually-achieved prize-obtainment rate, which 1is the
actually-achieved value of the prize-obtainment rate,
deviates from the above-mentioned final target
prize-obtainment rate.

15 The index number 1is a counter indicative of the
ordinal number, within the cycle, of the game being
executed. It is used upon searching for the primary
decision information relating to the game being executed
from the later-explained primary-decision-information

20 reference table. For this reason, the index number is
incremented and updated every time it is used to search
for the primary decision information for the game being
executed, as explained later.

The number of already-obtained prizes is the

25 cumulative number of prizes having been obtained in the
virtual prize-obtaining game up to now. The number of
already-obtained prizes in a cycle indicates the number
of prizes that have been obtained in a cycle, and is reset

to zero when the cycle is finished. The total number of

30 times a game has been executed is the number of times this




now in this cycle, and is reset to zero when the cycle is 5 finished. Such
prize-obtainnment-rate information will be explained in detailed with
reference to Fig. 4. For exanple, a ubrtual prize-obtaining gane of a
certain kind of gane correlated to the game code GC-2 is set so that 10

t he figgiriaaesae_ aRld ﬁ%gog,teaé Bpt - hRks iu@egcg;’/on d t@gege%alh%&ﬁﬁg

execut 040 trnes an 15Igr|zes have obt ai ned up to nhow.

predet &f 1 1efleRUEDQan Hd §BSedn B SelOibe 0¥ £ QK @ t¥/§! €nksS set
to be 1000 tinmes; ‘therefore, presently, the first cycle has been finished
15 and nimebgan® f st imethe hsiec okilndy olfe g dnte t hass®eent €yekbated hepgaoe has
been executed 40 tines and 15 prizes have been obtained up to now.
Current9w ansé&hiies @ycdeneandnishrelset Heonasver vWdfeni b cy cbatiaue t he
gane is_three, is being executed. Thus, obtainnment and updating of the

i ndax 20LR&FP&d for the above-nentioned series of ganes has been made as

i1l b | aj | at e, ; d. the ind b, is 42 and is | th
the above- et ohed P40 37 TR0 teHATSAIE SF Peady HRER et el i chei s t he

nunber of o § s, 4 g, Jae. hasobeen; execliLed Jonthe £ycl gy gThe numbep of 25

pri zes obtal ne e Tirst cycle and actuaPl'y-achi eve
prize- bk anpMRN; 4 aFLrtRQneiFiz6-40%aidhuSy JdmOrderateconpenseal gaf or

t he deviati on between this "and t he above-neEnt’i oned target prize-obtai nment
rate ofof 3%md heoterimaey tar geliephiazee obbdienn®nt 2r die § 0t e BRasecond
cycle is set at 40% which is higher than the target 26 prize-obtai nnment
ratle. Apheckinafl pwrget pr i nookit 42 bnrnetaing vy i¥ dkss@and BaeigasBown in
Fig. 5n§§V@E££e%ﬂ§§3tE%alo4o times and 215 prizes have been
obtained up to now. The predetermined number of times a
game is to be executed for a cycle is set to be 1000 times;
therefore, presently, the first cycle has been finished
15 and the game is in the second cycle. 1In the second cycle,
the game has been executed 40 times and 15 prizes have been
obtained up to now. Currently, a series of games, in which
the number of times to continue the game is three, is being
executed. Thus, obtainment and updating of the index
20 number for the above-mentioned series of games has been
made as will be explained later on; and the index number
is 42 and is larger than the above-mentioned 40 times that
have already been executed, which is the number of times
the game has been executed in the cycle. The number of
25 prizes obtained is 200 for the first cycle and the
actually-achieved prize-obtainment rate therefor is 20%.
Thus, in order to compensate for the deviation between this
and the above-mentioned target prize-obtainment rate of

30%, the temporary target prize-obtainment rate for the

30 second cycle is set at 40%, which is higher than the target



generation-requesting notification for the 5 above-nentioned primary
decision information, the information-obtaining processor 13a obtains,
fromthe above-nentioned prize-obtaidgnent-rate-setting table 15, the

i ndex nunber and the tenporary target prize-obtainnment rate corresponding

to the c nyl the 10 generation-requesting notification
(502),p?§g§%ﬁgﬁ?§ Crﬁ@g}?gb%{f@g%éntioned i ndex nunber by one, and updates the

pri ze- obt ai ngeNt 5 b @l g%td Bg takl nﬂf%x(régéhonT{jBﬁtﬁgmﬂ R casg gpdating

(502) (503) 1s repeated for the above-nentioned nunber of tinmes to

conti nugat hejgameshamch 15iipndex igurbess anoumtdviin§0 thecaured oftHaé nes to
continue the gane and used for the above-nentioned series of ganes are
obt ai ngéneNoa tivhairegtielsttimg repet nioitvief bbadiimmnt anfloupdati nglies

conpl et ed, obtainnment and updating of i ndex nunbers by other Wb termnals
isn'%r oRPiiedmerd TPRAd t aRrAFaRE t eAPEd YO Rar gbR fptiBat 6Btai nméte rate
and each of the . index, nunbers as keys, the prjmar deci sion information
for cadh BATRAE WRIHERPER HhERIatRYEEASAPEnek & ordREaAE St 4Rl {1 ¢ he

pri mar y;deci sj gn- iﬂ@ggga O, Lef %rteé‘f%?mteg{)ﬁ' -gr%eﬁﬁsgé‘%ﬁg&% .T‘pn B'§. % This

pri mar §=0ecT siTof- 1Nt or mati on’ Ferer ehce t

table 17d infcfHMIﬁf)ef}a%ﬂd E?&!éf k@&ﬂﬁégﬁw%%%@&i 1z W_td10uL § ae pyver | ap,

the primary qu|S|on I nformation, I I's inaquantity equivalent to
the predeaier Bdete Bpditdi ff tt6ESt RegafBmieS 8840 B RX@FHheAnyv tthal | of

t he nunerical values used for 27 the index nunbers. The above-nenti oned
obt@i ngente a4 t iow nige gufesrtmah gonoitsi fal ¢ attiexh t (05 @ Be , painar gmedds lon
information at a predetermined rate, and to the
above-mentioned index number by one, and updates the
prize-obtainment-rate-setting table 15 (503). This
obtainment and updating (502) (503) is repeated for the
above-mentioned number of times to continue the game, and

15 index numbers amounting to the number of times to continue
the game and used for the above-mentioned series of games
are obtained. Note that until this repetitive obtainment
and updating is completed, obtainment and updating of index
numbers by other Web terminals is prohibited.

20 Then, taking the temporary target prize-obtainment
rate and each of the index numbers as keys, the primary
decision 1information for each of the games 1in the
above-mentioned series is obtained from the
primary-decision-information reference table 17 (504).

25 The primary-decision-information reference table 17
is shown in Fig. 6. This table 17 is formed of data
configured by associating, without any overlap, the
primary decision information, which is in a quantity

equivalent to the predetermined number of times a game is

30 to be executed, with all of the numerical values used for



rest of the primary decision information, the 5 obtai nnent-disall ow ng
information is allotted. This predetermned rate is arranged in advance
within a range where there is a possitbility that the above-nenti oned
tenporary target prize -obtainnent rate will be set. For exanple, in the

present ]h enbodi exthe rg{lﬁ&ﬁsﬁgrranged IOTII{]?hl%I ngp soents: 4 s gyighput a

range of from 0 100% as ustrat ed e figure, O 1ndicates the

obt ai ne%&taﬂhﬁahé% Dewii 1ieE b PR ad b 4 lmms@%efdheo the %rl_marzy
obtai nment-al l owi ng i nfornmation. For exanple, in case the rate is 20%

among Hee ilH08ni Adeo PrEREISn f4 0Ma0 plre dSt83RhidedWrhlt e ahbotbed o 200
of the index nunbers, and Os will be allotted to the rest of the 800 i ndex
nunber sest n eofandbivenanmperimAsyshowechskiop 5,inherimdienti ontdie ai ni ng
processor 13a refers to the prinary decision information 20 having the
rate t PRt eRBRES 1hiEs aBdhaw HBAt | bAdP Teapsodr y 1tSar gétl P F 2E-obt dilinent
rate in the primry-decision-information reference tabhl and reads

Hoh Hhe

t he prPﬁ%%ﬁH@EﬂﬁQ)dlﬁFGﬁn&?oﬂrFGPQ?@ 19p8V. HRREI 8 x ThRdHber
(ot bY@ egaerer {2 BoREALS i P19 1REIUERE! £hobTaReh0sBaUA P

the galffe'® T Genetates & Ces 0 e€prrmary decision information
the ab@@ﬁﬁ@?&k?“%%ﬁ&éte§f¥zQQWF%afﬁﬂeﬁ%“%%f@emlﬂf)E@eset For

game- progress- nDnltorlng processor 11 05). Having received t hese pi eces
of pri examgiesi,siion t30ei pt@rs@ﬂtoembtdwmam- Privige era te - f ekintge d

processor 11 28 transmts the primary decision information, one by one, to
t hE0 Vehnt drimimacrémerit @ thoclowihohe gamesngea olie fgmmedt to BOIOTY axecut ed
( 305) . The primary decision information
illustrated. In the figure, 0 indicates the
obtainment-disallowing information and 1 indicates the
obtainment-allowing information. For example, in case
the rate is 20%, among the 1000 index numbers from 0 to
15 999, 1s will be allotted to 200 of the index numbers, and
0s will be allotted to the rest of the 800 index ﬁumbers,
in a random manner.
As shown in Fig. 5, the information-obtaining
processor 13a refers to the primary decision information
20 having the rate that matches the above-mentioned temporary
target prize-obtainment rate in the
primary-decision-information reference table 17, and
reads the primary decision information for the
above-mentioned index number (504). The processor
25 repeats this for the number of times to continue the game,
generates the pieces of the primary decision information
for the above-mentioned series of games, and sends them
to the game-progress-monitoring processor 11 (505).

Having received these pieces of primary decision

30 information, the game-progress-monitoring processor 11



is used for the above-nentioned determ nation that the 5 above-nenti oned
gane program 7 perfornms in view of each of the ganes in the
above-nentioned series. Then, accordpgg to each determ nation, the
above-nentioned noving inmage for success or failure of obtainnment is

i shac 2 Q886 ET nory. HRERgte A LRa4 | EAECONT EopPansTaet BY RTORT the
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the series of games that has just finished; and the nunber of prizes
finall yiobuasieddfbhr cuyboutb d hesmeart esnefd gaeete rmitaviieg rebeaitvedhehi s,

t he gane-progress-nonitoring processor 11 sends a notification requesting
updat e afoviee DN HbOVEdedaMEendr Py rad obt REMAAEME atld- setewng &t abdehls5 to
a dat abase-updati ng processor 13b within the . .

pri ze- dbt ai 11"1‘[”)r€nt IPRMES adtBstFRE n@dRyasmeaFAoned ¢ e iptlat e- TBYRBst i ng
notificatiagn,..there are a&éag%&d the a o.ve-rren{;'honed prize -obt.ai nment
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prize-obtain ing ta aki ng the gane code as a key, and,

accordidifgs b alyed 8ROoardrest rered, pri ze-obtai nment information, it updates
30 the nunber "of already-obtained prizes, the nunber of 29 already-obtained

priiges in thavlcgnl &hd hebioted mauntiesnell de nbe st hef ggramnamss fhiesins lexecut ed,
and the nunber of times the game has been executed in the cycle, which
rel ate agcordingly, the game-end notification is transmitted from
the Web terminal 5 to the game-progress-monitoring
processor 11 (306). To this game-end notification, there
is attached prize-obtainment information that includes:
15 the number of times the game was continuously played for
the series of games that has just finished; and the number
of prizes finally obtained throughout this series of games.
Having received this, the game-progress-monitoring
processor 11 sends a notification requesting update of the
20 above-mentioned prize-obtainment-rate-setting table 15 to
a database-updating processor 13b within the
prize-obtainment-rate-adjusting means 13 (307).
To this update-requesting notification, there are
attached the above-mentioned prize-obtainment information
25 and the game code. As shown in the process flow of Fig.
7, the database-updating processor 13b refers to the
above-mentioned prize-obtainment-rate setting table 15
taking the game code as a key, and, according to the

above-mentioned prize-obtainment information, it updates

30 the number of already-obtained prizes, the number of



the rel evant gane code (702). Then, it sends the updated 5 nunber of tines
t he ganme has been executed in the cycle to the gane-progress-nonitoring
processor 11 (703). Having received 2%hi s, the gane-progress-nonitoring
processor 11 deci des whet her the above-nentioned cycle has conpleted, that

s, "‘hstﬂ}?‘éa&’g-%@téfﬁeﬁbg‘f%é@%tiﬂ“%‘ﬂe l:grc?"f&?'e’cﬁ%mt%ecdaf fbed di ”]?5

the game is 10 be executed has been reach according to the nunber o

times Eﬁﬁléﬁi‘@heh?%n@q{h@Xﬁééheéﬁébﬁﬂédc,yfdrﬁ‘d ashehAWhHdr b 8- t 3me309) .
If it is decided That the nunber has been reached, in order to conpensate

for thehd ffemnenaas nédp ekeacteadl liyr ache ey ge 1] zehakimineeater ate and
the final target prize-obtainnent rate, the processor 11 sends, to a

pri ze- thteainekatrandt eraraé cabdiel g P2 pecesThrenl3ci t asendts fHloatupdategquest i ng
to cal cul ate and update the above-nentioned tenporary target

prize- BRI FeRt rigtBeso Yte oy amenhdia s abeien t%eﬁrt’c?c%%slﬂ %/F%h6%ﬁ’]1'% Fig.
8, the_ prize -obtainnment -rate-ca, lcul atbggyprocess r.1 G fers to the
final F& Jdit€pPRRE I PAGST - TaP EIHEHy oF Sdl r dg-BBtained[Nizes

in the cycl eHa%’lquﬁtheQ‘é’EQ%%ofchj{é ,”Eéakt‘%%?g%%f??&g@-ﬁ?&e&i‘ESQiirPgthe

cycle, taking the 25 gane code attache e- nenti oned

cal cul 3t-e;a0els BRJaeqbeGUESS Iide BRI kG a¥b¢80abn t 188B4 ERR IRK AGE$SOr
13c divides the nunber of already-obtained prizes in the cyCle by the

nunber cefmgigeed t hehganei Has wieethexecsteddth the cysbee-atehtioedlLul ates
30 the actual |l y-achi eved prize -obtainnment rate for the cycle 30 that has

j usl beeredotplratiode d808mbemenf thags otbhesgame3iscompdressrbeuted
actual | y-achi eved prize-obtainnment rate for that cycle with the

above- et PR ¢ dghecar @gcording to the number 6f times the game

has been executed in the cycle as shown in Fig. 3 (309).

If it is decided that the number has been reached,

in order to compensate for the difference 1in the

15 actually-achieved prize-obtainment rate and the final
target prize-obtainment rate, the processor 11 sends, to

a prize-obtainment-rate-calculating processor 13c, a
notification requesting to calculate and update the
above-mentioned temporary target prize-obtainment rate

20 (310). Then, as in the process flow shown in Fig. 8, the
prize-obtainment-rate-calculating processor 13c refers to

the final target prize-obtainment rate, the number of
already-obtained prizes in the cycle; and the number of
times the game has been executed in the cycle, taking the

25 game code attached to the above-mentioned
calculate-and-update-requesting notification (802).
Then, the processor 13c divides the number of
already-obtained prizes in the cycle by the number of times

the game has been executed in the cycle, and it calculates

30 the actually-achieved prize-obtainment rate for the cycle



prize-obtainment rate (804). If it is larger than the 5 final target
prize-obtai nment rate, the processor 13c wupdates the tenporary target
pri ze-obtainment rate in the prize-obpainnent-rate-setting table so that
it is equal to the final target prize-obtainnent rate (805b) (806); on

the ot hep,Rand,s i §yLt in 84UBL O OF cLiowero £han phe 11 nal .10 JALgEL hat e,
r %C aé S, %O tﬁemfl naf flargeq ?e,

t he processo pri ze-obt arnmeft ra t'he

di fferepgg Q%ﬁnﬁﬁegh%hfé tuhdn! -taEfli:iéQfé)@tﬁi:Egpen-loﬁ@?agn"i‘r{wn&hﬁate

actual ly-achi e prize-obtalnment rate for the cycle and carries out
updat i ngo¢806R A t( 889k.1 Note t hatt K& sapipdatath A EMBL Y flin 4 8r d€hrqget
prize-obtainment rate will be used for a predeterm ned nunber of tinmes of
ganes tprheesxepbthdhrfent thdetaext8cyrle. 1Gh the id héadped, tifant tihe
determ ned that the nunber has not been reached, cal cul ati on and updati ng
of the f20adbotenamti (rreuzeewivyal pneartyer afre zedhe aibnepessate 1did | not
be carried out. Fig. 9 is a basic configuration diagramof a )

pri ze- obPARHST) et SPOUR BY BaFiF%t MOURFIQP e ARt LREPIAAYHS t he

resent_inventiop. .Fig. 10 _is a 25.nrize-obtai nnent-r.ate-setting tabl.e
W thi n BEGAETREa R AT G k6 PR H SRR T PRy Tkhpis. hbr BdLRA
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in the 31 above-nenti oned enbodi nent uses a primary-decision-information

r efi@r encarigeld er 4T ef,ort hgepevatda sigo pr ilidar ya didsi, sitan thé ofdatd bnt argleta | ow
prize-obtainment rate, the difference between the final
target prize-obtainment rate and the actually-achieved
prize-obtainment rate for the cycle and carries out
updating (805a) (806). Note that this updated temporary

15 target prize-obtainment rate will be wused for a

predetermined number of times of games to be executed for
the next cycle.

On the other hand, if it is determined that the number
has not been reached, calculation and updating of the

20 above-mentioned temporary target prize-obtainment rate
will not be carried out.

Fig. 9 1is a basic configuration diagram of a
prize-obtaining game system of a first modified example
according to the present invention. Fig. 10 1is a

25 prize-obtainment-rate-setting table within a database
according to this first modified example. Note that
repeated explanation will be omitted by allotting the same
reference characters to structural components that are the

same as those in the above-mentioned embodiment.

30 The prize-obtainment-rate-adjusting means 13 in the




periodicity. The present, first nodified exanple of the 5

pri ze-obtai nnment-rate-adjusting neans 23 differs in that it generates the
primary decision information using ragdom nunber generating neans 23a etc.
for further lowering the periodicity. Mre specifically, instead of the

10 pri oG] 3h09 U 9T MR On 1 el egeg faple 17 and e, .

I nformat’i on-obtai ning processor 13a provided in the above-nenti oned

enbodi eAY nalie QB 4% Ob4 2k AR n & L% d] Yalddg ABRNS 2% gecondi ngrbe the
present, first” nodified exanple conprises random nunber 15 generating neans

23a thajegemeriigg r pidama pynbaesc £ 95 o@achin garmaaei 6 ewadn eda andw
random nunber-correlating nmeans 23b that correlates the prinmary decision

i nf or regepaoagfic etyher THe pbesement £ aredt abvd didneed -eksalplonwabf ethe

i nformation or the obtainnment- allow ng information to each 20 of these
randomPaHBEer<L Rt ad nug Rt of attR- 2dAPEREPIt Begars Hd | 2éfdistns nhknkhpét e.
When a generation-requestin notification for grinaty deci.sion i nformation

s sentF IS CEH 43 18Rt BEEI ARG bF ARG B BELPR {1§ g randonm
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prize-qbiaipnpntifgte froma prize-obtainment-rate-setting table 25 of
Fig. 10 taking the gane code as a key, and al so, generates a random nunber

for the gane perag execgped shdcaltiar ps the phisAgyd 30 dechsi on i ntaemation
corresponding to the generated random 32 nunber froma group of primary
dedDsi aqur Limfaoryrad econ s TonrFelndiedmad itdre abdexemotbi dradull e ahdormmdinbare.
information-obtaining processor 13a provided in the
above-mentioned embodiment, the
prize-obtainment-rate-adjusting means 23 according to the
present, first modified example comprises random number
15 generating means 23a that generates random numbers for each
game being executed, and random-number-correlating means
23b that correlates the primary decision information of
either the above-mentioned obtainment-disallowable
information or the obtainment-allowing information to each
20 of these random numbers at a rate of the temporary target
prize-obtainment rate. When a generation-requesting
notification for primary decision information is sent from
the game-progress-monitoring processor 11 to the
above-mentioned prize-obtainment-rate-adjusting means 23,
25 the prize-obtainment-rate-adjusting means 23 obtains the
temporary target prize-obtainment rate from a
prize-obtainment-rate-setting table 25 of Fig. 10 taking
the game code as a key, and also, generates a random number
for the game being executed and obtains the primary

30 decision information corresponding to the generated random




Accordi ngly, the neans 23 generates primary decision information for the
gane being executed. 5 As illustrated, the above-nentioned

prize-obtai nnent-rate-setting table 282differs fromthe

prize-obtai nment-rate-setting table 25 of the above-nentioned enbodi nent

only i minBeasPeaioh Nl Jes€p abe NP riiexy NUFBENS '_rc?ﬁlor.{jﬁgofrlﬂﬂ'@fﬁn All

ot her aspects 10 are generally the sane. Mrtre specifically, anong the

above- regtirened: @ai zet obt ai pEENt apakve iméAtMREn&a, thgndbmal nhafwet .
prize-obtainment rate, the tenporary target prize-obtainnment rate, etc.

are recocdeddiogiyer, thiee mearpor &Y tgggetradwepabimamyentercatei oa made
so that it 15 cannot be set unless according to a predetermned interval.
Ther ef ckefoirmatheonalfon dike gamse beinge exepots®d. tar get

prize-obtai nnment rate, which has been calculated etc. for wupdating at the
tim@ when théd®ycle hasl}MAtdElrefer t5h& eps 80820 BSBENL iRR8Inot
mat ch a_nunerical _val ue set 20 at _that interval,, the. cul ated val ue will
be rmﬂ%ﬁégaﬁékﬁ?lﬁﬁ%ﬁﬁﬁﬁ%ﬁ%ﬁﬁe%aﬁﬁgSE?Q;et%gtgﬁﬁ%ﬁﬁﬁl%&%Ptéﬁﬁg

cl osestp 19N 5ah g Wl £d- yalke. s apd it LempRbaly target Rl ze- oppai nment

rate of the prize-obtainnment-rate-setting table 25 will be updated. 25 For
exanpl eabbl et-hige s 8liow el esmpaldiend hat odasy bEgent healh@p &t edthare wydatieng is

33. 2% and the above-nentioned interval is 2% the tenporary target

pri ze- cotrai noeindet enumbklr hereoonded uthé peamd setl htoBA%r Metpedbat this

interval may be a fixed value that is unchangeable from 30 a val ue that has

bedfl searen gramed kit the t samef sysieen Fpeeidpcatlyt camobg nube to

undergo | ater changes using,  for _ exanple, a maintenance term nal.
above-mentioned prize-obtainment-rate information, the
final target prize-obtainment rate, the temporary target
prize-obtainment rate, etc. are recorded. However, the
temporary target prize-obtainment rate is made so that it

15 cannot be set unless according to a predetermined interval.
Therefore, if the calculated value of the temporary target
prize-obtainment rate, which has been calculated etc. for
updating at the time when the cycle has finished (refer
to steps 805a, 805b), does not match a numerical value set

20 at that interval, the calculated value will be rounded
up/off to a numerical value set at that interval and being
closest to the calculated value, and the temporary target
prize-obtainment rate of the
prize-obtainment-rate-setting table 25 will be updated.

26 For example, 1if the calculated value that has been
calculated for updating is 33.2% and the above-mentioned
interval is 2%, the temporary target prize-obtainment rate
will be rounded up to and set at 34%. ©Note that this

interval may be a fixed value that is unchangeable from

30 a value that has been set in advance at the time of system



The random nunbers generated by the above-nentioned random nunber
generating neans 23 are conprised of 5 non-overlappi ng nunbers and
provided in a quantity that is obtaimsd by dividing the nunber 100 by the
above-nentioned interval expressed as a value in percentage, so that it is

0SS bLe . 9oer ale PLATBLY n LEET 8hON A 0504 L | . Rigapondenge W th

any tenpor target prrze-obtarnnen e Séet a ove- nent’i‘oned

i nterval, Té‘lﬁaﬁl?l’l(g)'m huphens-d Nahbe esgahfhirst nodified exanple are
conprised of i1ntegers starting fromO and provided in the above-nentioned

quantity. Forhexatdemi humbier §bgeadientéansq itHeLrabvesS mieitabnd% the
15 above-nentioned random nunbers will be conprised of integers fromO to
49, whiramdore 5SHumdremveyé¢nppiatygingnt agerrss ob2 3 nedeby cadimp dingdlO® fhy 2.
Then, to each of the integers conposing these random nunbers, there is
cor’ el apadevendrapmengf nurbezs #dePHOitidadd ipy iamdyaddci syothat

i nformati on by the above-nentjoned random nunber -correl ating neans 23b at
a ratié of OPR Lb8de- Rt i ShedltdRsbr ati® ar §8MPHF | 2&-bdt aihhent At e.

h first, modified d hi d mper
gonct af TRy HESE AN S5 o REERGR b ETHRATSOU BBrr ol at VMBS prdvi di ng

rangesgeaﬁ@élﬁt%% belkgw g, predat ei%" l’}?&'s,é%@%"%@- U EratReCHEhgally, 1t

is made so that the obta Innment-a owng information is correlated to

randomdrydei 6 nhavifigrva t ABTEHIrC Jo vk ddtbénee Welkawame devipshalds and
the 30 obtainment-disallowing information is correlated to 34 random

nuhber £ ahaye hgpx irereobtal i nméune ttrmtei Sedquat theoralaboee ntdmet fbmeshol d.
In order to assign the

interval. The random numbers in the present first modified

example are comprised of integers starting from 0 and

provided in the above-mentioned quantity. For example, if

the above-mentioned interval is set at 2%, the

15 above-mentioned random numbers will be comprised of

integers from 0 to 49, which are 50 non-overlapping
integers obtained by dividing 100 by 2.

Then, to each of the integers composing these random

numbers, there is correlated either one of the

20 above-mentioned primary decision information by the

above-mentioned random-number-correlating means 23b at a

ratio of the above-mentioned temporary target

prize-obtainment rate. The present, first modified

exampleadopts,asthisrandomnumbergenerétingmeans23b,

256 a method of carrying out correlation by providing ranges

above and below a predetermined threshold. More

specifically, it is made so that the obtainment—allowing

information is correlated to random numbers having a

numerical value that 1is below the threshold, and the

30 obtainment-disallowing information 1is <correlated to



above-nentioned primary decision information at the ratio of the
above-nentioned tenporary target prize-obtainnment 5 rate, a val ue obtai ned
by dividing the value of the above-n&htioned tenporary target
prize-obtainment rate, which is expressed in percentage, by the val ue of

the ahoy a%“hiugﬁgg%”%%rd’f‘ﬂhg, \éﬂlﬁ{?‘h‘%’?ig)égﬁ%éfgei R REE cpgt ég a1 | Soused

as this threshol exanp ove-nentioned Interval 1s 2%
and thed enppode/ tehaet tiFégBoaly ai Neph raids 34% t4es abeve-vgati oned
threshold will have a value, 17, which is obtained by dividing 34 by 2.
Then, tabdsasdmamtibaks] prmimryodeais ibhchndloer mauttbincalt taleiesatbebow 17,
the 15 obtainnment-allowng infornmation will be correlated. On the other
hand, taf rameoabewebenenftignad temy®mrahichagrget nprdriccadb vaiwase»fual to
or above 17, the obtainnment-disallowng information will_be correl ated.
Accor ditRft§; i? i'@hi8e pBEG M Rdt PYerfbiBLieing (e niibere20P8f thfes a
gane is to _be executed,. the obtainnent-al omﬁnq_ infﬁrnation %t the ratio

: I
of the ARFPEASPLLAPIST DFPPEIGHE R hiftdHE T aP& L 34T QR UA B8H Tt /-
expl angpy popw "%1 %Scﬁggggfd the f %’X"cé%tﬁ%@erEei{%”thé‘.evB&'u@rngg&%'son

i nformati on w prize- arnnment =t at djusti ng neans

shown ighSveRmEt Pbnfdinteign I R 1 IERY 'fgﬁ‘béEGHeﬁhiﬁQrB@tdﬁcégét,i on
for the primary decision information is sent fromthe

gamne- priagr egsenidori g iy ocehs@s HA1HQ t he Fir abexeanElé | ondE the
pri ze-obtai nnent -rate-adjusting neans 23, 35 the random nunber generating
meafs 23zove-ment peinesl obotiemment - st & wdandt ithe nbemp PBargf darasr gott he
prize-obtainment rate is 34%, the above-mentioned
threshold will have a value, 17, which is obtained by
dividing 34 by 2. Then, to random numbers from 0 to 16,
which are numerical values below 17, the
15 obtainment-allowing information will be correlated. On
the other hand, to random numbers from 17 to 50, which are
numerical values equal to or above 17, the
obtainment-disallowing information will be correlated.
Accordingly, it is made possible to generate, to the number
20 of times a game is to be executed, the obtainment-allowing
information at the ratio of the temporary target
prize-obtainment rate, which is 34%.

Here, explanation will be made of the flow in

generating the primary decision information with such
25 prize-obtainment-rate-adjusting means 23.

As shown in step 304 of Fig. 3, when the
generation-requesting notification for the primary
decision information is sent from the
game-progress-monitoring processor 11 to the

30 above-mentioned prize-obtainment-rate-adjusting means 23,




prize-obtai nment-rate-setting table 25 stored in the database 9, and
obtains the tenporary target 5 prize-obtainnent rate corresponding to the
game code. Next, the nmeans 23a cal cuBmtes the above-nentioned quantity of
random nunbers according to the above-nentioned interval. Note that, if

the abc‘ﬁ’ﬁ”ﬁf‘é{l%‘%{j | aheyal is éﬂ%rﬁa Cn‘ligor.ﬁ'ca'a Mt 0 ié%«é"i 'l be

possi ble mt the above-nenti one ulFation or the quantity

storing ¢ Peeakgyes MR NCHa AU d §Y st § RIEHSs e Ned FEDr ¥ o Nk gdvance.
Further, if the above-nentioned interval is ditferent for every gane code,

by storgipzéheHboyamerit L paed @dtiing t kafpbas psenseraadS5 £al cuhat ed
for a gane code in a predeterm ned nenory associated with the gane code,
it willddeapass bl e9t0 omirtd angbtwihmer calheul attenplyrsrapl y tearggtng out
reading from the above-nentioned nmenory for a gane that is executed |ater
on And Bvatzehe bk ng@nt cadt e 2Geaspiendhngul a®i dheogame qrdeity is
finished, the random nunber generating nmeans 23a generates one random

nunber Mbhg t A8 ntBGENS | P The GBI HRRESONR {uaRPiA%e ~BERTEIREEr om 0.

On the other .hand, e randgmnunber-correl ating means 23b cal cul ates the
25 abovc&ar‘rg;ﬁtli ned %’%r esho?ggfocl)nr theuﬁ‘g’ “Dei ngacgci%]égtléloq based oﬁﬁ?he

above- g @UGALLENGA] andntha-fuROrary dagget prige; obtainmengygate.

Then, the .random nunber-correl ati ng neans 23b checks to see ich side of
this thyeshel-thd heiganral ai €derandon suaher dsmeénfor3Q 1l §hmer Fuloey puNber

I's below the threshold, the means 23b 36 will generate the
obt&i nnmentwial 1 dve pep § 1L bdmat poom iant hleca botvermband oné dtdel carddomi aunber
is equal to or above the
for the quantity by storing the above-mentioned quantity
in a predetermined memory in advance. Further, if the
above-mentioned interval is different for every game code,
by storing the above-mentioned quantity that has been once

15 calculated for a game code in a predetermined memory
associated with the game code, it will be possible to omit
any further calculation by simply carrying out reading from
the above-mentioned memory for a game that is executed
later on and has the same game code.

20 When the calculation for the quantity is finished,
the random number generating means 23a generates one random
number among the integers in the above-mentioned quantity
starting from 0. On the other hand, the
random-number-correlating means 23b calculates the

25 above-mentioned threshold for the game being executed,
based on the above-mentioned interval and the temporary
target prize-obtainment rate. Then, the
. random-number-~correlating means 23b checks to see which

side of this threshold the generated random number is in.

30 If the random number is below the threshold, the means 23b



t hreshol d, the neans 23b will generate the obtainnent-disallow ng

i nformation. Note that, since 5 this threshold changes only when either the
tenporary target prize-obtainnent raite or the interval for each ganme code
i s updated, the threshold nay be cal culated and stored in a predeterm ned

MenDr y,fiqry S;ra]efﬁe‘ggg% Gofle ééi‘gfgr@htgétﬂ%wfﬂgriﬁ FHRL 8 ondN@ Rt 1 her

tinmes, the 10 may talned by reférring to the nmenory using
the gageh&Pdeans @ KeYeh&l gantlom Snambast G € 08§ uaur ald @y dipgkamtiie a
pri ze-obtaining gane system of a second nodified exanple according to the
pr esent hinmwvehoildn. Fi ghel?2 | meamd5 exgpdlanat ivohl dli agr@emefrag eret hddh € or
generating primary decision information according to the second nodified
exanpl eb Bmeadondimadiioednexaipifeomatacd froiehe twhate- nEANIBhed
enbodi ment only in the nethod of generati%g t he Eri rrarg deci si on

e
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t herefore epeated explanation will be itted by allotting _the sane

ref erer‘%@e‘l%?l{ar&élléres'c?%ggﬁ%?%ugalfakgn&gngﬁ‘ slf’%a X‘é?LeL fg‘ﬁg e_ grﬂe I hose

' n .th.ec%QPéz’g'éT% doped ephdy shb'irg%lﬂ'a%;. g@@%aﬁg@ew ahiang thige @ri mary
deci si on | nfor mati dn,”a random ninber “i s générated at I ntervals of
every Bredet g detle Rines d OldmdBy & RNMBaich ey8ld eflodedarth L pceA&hng to
t he nunerical value of the above-nentioned random nunber, it 1s determ ned
t o whi elitlganeoeeccin edpiawedpyandrest abehd rf roimé ke ¢gdre tiaesiho BO bei ng
executed at the tine of this random nunber generation 37 the

obt&i nmat -ke | ohkag ried devaredersing e 4d%¢ ghe@OImy ushREgtng (gdme

sequence of the games to which the
code as a key.

Fig. 11 1is a basic configuration diagram of a
prize-obtaining game system of a second modified example
according to the present invention. Fig. 12 1is an

15 explanation diagram of a method for generating primary
decision information according to the second modified
example. This second modified example differs from the
above-mentioned embodiment only in the method of
generating the primary decision information with the

20 prize-obtainment-rate-adjusting mean 33, and therefore,
repeated explanation will be omitted by allotting the same
reference characters to structural components that are the
same as those in the above-mentioned embodiment.

In this method of generating the primary decision

25 information, a random number is generated at intervals of
every predetermined number of times a game is executed,
and, according to the numerical value of the
above-mentioned random number, it is determined to which
game executed how many times ahead from the game that is

30 being executed at the time of this random-number generation



obt ai nnent-allowing information is allotted according to this random
nunber, the periodicity of the primary decision 5 information is |owered.
Accordi ngly, the above-nentioned pri d€-obtainnment-rate-adjusting nmeans 33
conprises a random nunber generating device 33a that generates a random

nunmber dfe & PE IR AL D8 1051 Y. 1 B% s £E RGN iBaee,bégeﬁg&%@@donhggnber

generating device 33a functions“to assign obtainnent- wi'ng I nforfation

to a gaiahBalng s taebe seyaened aopunhereof gdmes akler yhecgamechbat was
being executed at the tine of generating the random nunber, the nunber of

tinmes hebnginvee murealileakiugl de fdrvbe roandosn a lioutderactp el ey to
generate a random nunber to a gane being executed at a ratio of the

t enpor &rlyi s ar yedomppurdb &bt d heepe r igdd ¢ btyhef Mundarr bhariywdeadmigane is
to be executed, the above-nentioned predeterm ned period 20 is set to be

t hedr ecipt BERRtGFORhe St BRALH t arget  pri ze- obtai nment rate. For exanpl e,

I f the tenporar t.ar prize-obtainnent rate is 25% the period w.ll be
4, which is e ?Eéﬁﬁgi%r of 0. 25. T@heis, as show#hqyeF 89?ﬁfn§drandom

nu”berﬂ%heQ%@@QEBﬂ{[qutQgg%eeygaﬁ]u%%%?ZSmQa@ tig gégﬁéairsi%EC“taed-

Furt her, e above-nention rando consists of Integers starting

from 0.r £348ROWA mbe Figk nd 2a tiifnd e v 08BES 8hegh hANGEMHHREE 4 THhdbhe

obtainment-allowing information will be assigned fo the gane being
execut athmPeat imha pirkel of egaviated i pgrilosl y armont hgndbehe nihiaxdd | st hhe 38
ganme executed O tines ahead of when the random nunber was gener at ed.

10 random number generating device 33a functions to assign
obtainment-allowing information to a game that is to be
executed a number of times after the game that was being
executed at the time of generating the random number, the
number of times being the numerical value of the random

15 number.

In order to generate a random number to a game being
executed at a ratio of the temporary target
prize-obtainment rate to the number of times the game is
to be executed, the above-mentioned predetermined period

20 1is set to be the reciprocal of the temporary target
prize-obtainment rate. For example, if the temporary
target prize-obtainment rate is 25%, the period will be
4, which is the reciprocal of 0.25. That is, as shown in
Fig. 12, a random number will be generated once every four

25 +times the game is executed.

Further, the above-mentioned random number consists
of integers starting from 0. As shown in Fig. 12, if the
generated random number is 0, the obtainment-allowing

information will be assigned to the game being executed

30 at the time of generating the random number, which is the



Note that, although the upper Ilimt of this random nunber may
appropriately be set, it is preferable for the 5 upper limt to be at

| east equal to or above a nunerical 8 ue that is smaller by 1 than the
period for generating the random nunber. For exanple, if the

above-gggg %gésicug%qﬂ t fmds hhdaa RS £ ghal %H@F%«‘%ﬁﬂoﬂp?ﬁfmﬂaém bralo be 3

or lar | ne so as to provide the possi Ity 10 of obtaining
the obganwpteal.l owing information at least once in viewof all of the
ganes Within the period. By the way, it is possible to further nodify the
periodicity wytedjtlsdtngattlsoupperct e mippeorl eémdplef thy srakangomnhe
upper limt larger, since the possibility 15 of assigning the
obt ai nnemtb-eat |vai ngpipfap naaitel wilheé sextedd cverprefgaresl €nfolfe tifext or
further periods, it w]ll be possible to further |ower the periodicity of
théd pBPREY HEBLE diP i PeoAkatliohs tHEAA A}  tPnothiaP@¥ged AUMRSFER | n Fi g.
12, there is ssibility that t r_ no 20 pieces_of the .
obt ai nHERES TRRrngSi AP KhEF ok Yl (EHRA BEE BRALGH GABI PeR258%i ngl o
game bei,ig xgé‘}?%&ne%uﬁlkeﬂ.s %E' ale, 1801091#"" ’cges%oée‘i%ﬁﬂﬁ%%ed
assi gniient by giving one of e two €cés of o tai nnent - al 1 ow ng
"ﬁor”B@ﬁYb&Oié,%ﬁmi£0ﬂ¥3ﬁfé?@%ﬁbﬁé?%bﬁr@hgamii@th£¥i@U£be®éy
executed and subjected to duplicate assignnment. Incidentally, in order to
peri odBcakl yagerer at eThlie isbaverem®d iacned pawwideuther poats Aviildtey val of
a predeterm ned nunber of times a gane is to be executed, the
abidy e- o¥npbdreeiin L agd S imen oiier L paeartat A hd odbvi g el B8 rIR uses akelmpatsiod of a
DDA (digital differential _analysis). 39 The reason for using this nethod
will bene&glhRn¥d oW Shorll Fbr LERAFABSS| WitRLIReFHG RFT L& et
mwze-oMeunggmtﬂgt%ay' it is possible to further modify the
periodicity by adjusting this upper limit. For example,
by making the upper limit larger, since the possibility
15 of assigning the obtainment-allowing information will
extend over to games in the next or further periods, it
will be possible to further lower the periodicity of the
primary decision information. However, in this case, as
shown in Fig. 12, there is a possibility that two or more
20 pieces of the obtainment-allowing information will be
assigned in duplicate to a single game being executed. It
is possible to cope with such a duplicate assignment by
giving one of the two pieces of obtainment-allowing
information to a game to be executed after the game being
25 currently executed and subjected to duplicate assignment.
Incidentally, in order to periodically generate the
above-mentioned random numbers at an interval of a
predetermined number of times a game is to be executed,

the above-mentioned random number generating device 33a

30 uses the method of a DDA (digital differential analysis).



Is 25% the reciprocal thereof will be 4, and therefore, by generating a
random nunber at a ratio of once every four 5 ganes, it wll be possible to
assign the obtainnent-allowing infor3@ation at a ratio of 25%in view of
the nunber of times the gane is to be executed. However, in a case where

the tempp qreya§éﬁngrpﬁEiilgoghiisnﬁg@hcg&t&ilisbgjé)/fi@i%i?%élcg i?xf’srﬁ%czeésary to

generate a random nunber at a ratio of once ever mes, which is

the reWdPreoeample e ahevembrargdeadifet Igr UL A €aSBmerdd nitd nOt
be possible to generate the above-nentioned random nunber at a ratio of
21% bedauses sherthexi st piwcdigthe deo theinilghte of ,t Aardech 8Bk fpatdt f or
the actual 15 nunber of tines for executing a gane, and on the other hand,
an err &y Wwenepatiimg cluceridoh rhabdigiat a catheorofhonoe eviea wde wal

point is rounded by, for_ exanple, rounding the nunber off. By using the
aboVe- B ¢8ned DbA forWiléh a PRase PPEsS#ble pecde podsipieito dehtrate a

d nb 20, at i od, of. 21% _Bel ow, detail ed t.i wll b
rade of L & BPBERHEr 8 LG Gbhar A0S VARAGHR Alnorcs be Protha SODA™ UHBugh

the us%iofthséa?ﬁi.r{}gg ncls'gel'firﬁ Is ’t\fﬁleu gmeFQr agglg eciu é e Cﬁl e.Q;er
Sm nunbers at 0 1 .7 1%

periodically generafing ran aratro o1 n view of

the nuniiery efadéd MRSebar t R¥CE P a yJ8aR.gd ¢ 5t i zbllich £ 2L Ameh £ & Pee
expressed as a fraction in which bo?h t he nunerator and the denom nator
are infsegris., Rar wxdlpbe necébeagaset 6f geéhelfatihias nddohenuenps essed
as 211/1000. Then, as the nunber of tinmes for 30 executing the gane

i néPeaseds @nerByrighe off henaegreeiveaty 40t vabde® of imess hunveracbr is the

successively increnmented, and a total value is calculated for each gane
bei ng &&ktiypPEPcal of the above-mentioned rate. 1In such a case,

it will not be possible to generate the above-mentioned
random number at a ratio of 21% because there exists no
digits to the right of the decimal point for the actual
15 number of times for executing a game, and on the other hand,
an error will be introduced if the digits to the right of
the decimal point is rounded by, for example, rounding the
number off. By using the above-mentioned DDA for such a
case, it will become possible to generate a random number
20 at a period of 21%.

Below, detailed explanation will be made of a
procedure of generating random numbers with the DDA,
through the use of specific numerical values. For example,
in the case of periodically generating random numbers at

25 aratioof 21.1% inview of the number of times for executing
a game, first, this rate is to be expressed as a fraction
in which both the numerator and the denominator are
integers. For example, in the case of 21.1%, this will be
expressed as 211/1000. Then, as the number of times for

30 executing the game increases one by one, the numerical



When the total value beconmes equal to or |arger than the nunmerical value
of the denom nator, a random nunber is 5 generated in the gane that is
bei ng executed at the tine the total 40al ue exceeded the denom nator. Then,
a value, which is obtained by adding the nunerical value of the

above- .gn r at i f; V%J#)%I’ | al of the
denom ﬁ%{rlef (r%gfmn?ﬁg gbﬁ%%%%o%gggtuﬁsgé va e?ﬁvﬁ%%gggﬂbn&gg t he
total valwethor vdhaida® £81RE gKeaURt Rexth U mLRRAL h §Je kb Bboy e
procedure thereafter and generating a random nunber every tine the total
nunber wixeredthd heotalen e VB> Wé st Bguienotbnatrorlar e maldw dhet he
nunber of tinmes a random nunber is generated 15 in view of the nunber of

ti mes frumexésial nyatlhee gafe Whel degromdnegserr and ctagdon ontuhder is
above-nentioned tenporary target prize-obtainnment rate, as the nupber of

tines fHRNeERERA | hf thE gadBei AdrEasts. PRIM ExANFICAI LR Bihe tdiR et WREr e t he
t t t 2 [ - obt ai t t ' 21.1% t t ot al f

the 1 e BERE 1AL ER' SRR IR R B R Sn 2 aT T baReRed WS e

th i . h [ f thefif JaE, 1t | il
beelggg?n%ﬁgtexfg?t)?’%eaf%tegl % : @dq'vﬁél %l?éé e%ggll to %rl g)gao%/]g&ié)o%?{\i}\%i \(,:mh S

the nunepéeal-ndh B¢ ofre PfndMe rakye-te i h Onedmadane pas ers ubRe LI 0L 8g 2
random numnber is generated during the fifth ganme. Then, the total val ue

for thechextasuxtbfgene dehbminm 266r PMhoahthe abalvalatad ivnaddiagadll to
55 being the remai nder of subtracting 1000 fromthe above-nenti oned 1055.
By 180 repéueingiihé Hsovieapeoceaisir theherehatlervahdegditer atheg game tandom

nunber every tine the total nunber becones equal to or above 1000, the
ratio dtet HEXAGHESRd oM ¥ Fes aB¥anddpeating the above procedure

thereafter and generating a random number every time the

total number exceeds the'numerical value of the denominator,

the ratio of the number of times a random number is generated

15 in view of the number of times for executing the game will

get closer and closer to the above-mentioned temporary

target prize-obtainment rate, as the number of times for
executing the game increases.

For example, in the case where the temporary target

20 prize-obtainment rate is 21.1%, the total value for the

first game will be 211, and therefore, 211 will be added

each time the game is executed. At the time of the fifth

game, the total value will be 1055, that is, the total value

will be equal to or above 1000, which is the numerical value

25 of the above-mentioned denominator; therefore, a random

number is generated during the fifth game. Then, the total

value for the next sixth game will be 266, which is

calculated by adding 211 to 55 being the remainder of

subtracting 1000 from the above-mentioned 1055. By

30 repeating the above procedure thereafter and generating



nunber is generated in view of the nunber of tinmes for executing the ganme
wll get closer and closer to 21.1% 5 as the nunber of tinmes for executing
the gane increases. An enbodi nent of4the present invention has been
expl ai ned above. However, the present inventionis not to be |limted to

o . | y U ceib O ot o
such an, ‘%‘”Q’r?&bﬁi‘é%mt?‘é‘f’ %gte'r?o LDLg et oﬂ@fe?ﬁ‘ﬂﬂ'eﬂhg?%é8fﬁ§ss"et%&91t

below wthin t scope t oes not depart fromt I st of the present

i nventitgfl.of &b et NG ORY £XHE £IP9EI BENENd MibeLUSE Phinglr QDLAINUSE gane
programis distributed through the Internet. However, the configuration is

not torhember tiesl geadhetadovien VHeway foftile@r hyinlge bub ft heimes for
above-nentioned 15 distribution nay be done by supplying storage nedia such
as CD RGMscutdamqigt hkergsimet e laboyetnentdvaed agadrec lpisegr abe 2). 1#,t he
present enbodi nent, the various kinds of virtual prize-obtaining game
progr arts® apldet REMRRFeCattdme9 £RAt SFRCHS I rehBe IOME {FBATETS Feb

termnals 5 are stored.in the t abase that the above-nmentiqned WWN server
1 Compr | 505 AoRBASE LIRS T oRt GORR | BHSSCRE: TBVEE I Rht dIFSt PTRE
above. F abagve- e} ' | I FLU
prize-5ﬁﬁg}§ﬁggyggﬂ%$ggdgrgﬁéﬂgﬁgkfhg?%%¥ﬁ%%g%ﬁaa¥20%§v9 %Ks %r@étiﬁo
differgd ihihg 584 VebS s FORNNQG! ehNba i Oht XA eitailsANobB8ab s, thhey
may be subjected to distributed processing. In this case, only

i nf or matdloe foell fbcamn iadds eset! ifirt ndbedldwgwBarie tdiee aboyee nemaitoned
gane program and/or the inmage data are 30 stored will be stored in the
dat@basko®a$ nlet iWpeertvefrdam théhgnstwheh ithegepdasandt cinventetorst ed

froma web i .
(a) In the present embodiment, the virtual

prize-obtaining game program is distributed through the

Internet. However, the configuration is not to be limited

to the above. The way of carrying out the above-mentioned

15 distribution may be done by supplying storage media such

as CD-ROMs storing therein the above-mentioned game
program.

(b) In the present embodiment, the various kinds of

virtual prize-obtaining game programs and the image data

20 that are to be requested from the Web terminals 5 are stored

in the database that the above-mentioned WWW server 1

comprises. However, the configuration is not tobe limited

to the above. For example, the above-mentioned wvarious

kinds of virtual prize-obtaining game programs and the

25 1image data may be stored in different file servers

connected via, for example, a LAN; that is, they may be

subjected to distributed processing. 1In this case, only

information such as an address list indicating where the

above-mentioned game program and/or the image data are

30 stored will be stored in the database of the WWW server



termnal 5 the WWVserver 1 will refer to the above-nentioned address
list indicating the storage |ocation, and according to the storage address
of the 5 relevant imge data, the serv2r 1 may access the desired inmage
data in the above mantioned file server and obtain the data. (c) In the

present; enbagl rlg@raaq%m Lan- |rgogcg§ é’é‘téﬁf JaTe{cI tad%ﬁei S

used fOI’ 8 gener atl ng t e prinmary decision in mat 1 on. V\BVGI’

configuwathamd s net, tocRe | iwww edsbede ahoveyiil ire@so RESSibhe to
use a random nunber-generati ng device that generates random nunbers of O

t hr oughaBovendngeneioaiesd taedpdgdmr yl deeai siiand i 6hariveg | obhby eardgehgki ng
ei ther the 15 above-nentioned obtainnment-allow ng information or the
obt ai nreP€ agiisat | owind asfarpdlngn to dded oft @ hageanaddremmberfs. tNet e

that, instead of the above-nenti oned random nunbers of O through 9, it is
pos$i bl &€ L §ViFdEt r LRAGR rﬁﬁr%érsth&)rr"sﬁ*%i’ﬁﬁg M3 %t REFAS hukber 95 1Fed a

fixed ran resent e ri ze-obt ai rrent-rate
i or et Tage S350 4PAEDF (AP SRRs MTHGE T ShLR BARISE ORFL -

prize- abf ai Qigig, gane. However the configuration is not to be limted to
t he above. at IS also possible to correlate a gane code for every 25

combi nation cangi stigng of ¢he above%fgg@ﬁled Ki gdpdd oRER+ ,and thepe
above- nentioned prize group. In such a case, it becomes possible tfo adjust

the prigeinhtai-Adeest siade- e ring edicae! ve £ éek dde thebpeesenty ssadotb rent

the 30 actually-achieved prize-obtainnent rate, which is used for 43

calldul ageng ratdi ngddtheig piiena eypoteac g stimmetinformation. However,
the configuration is not to be limited to the above. It
is also possible to use a random-number-generating device
that generates random numbers of 0 through 9, and generate
the primary decision information by correlating either the

15 above-mentioned obtainment-allowing information or the
obtainment-disallowing information to each of the random
numbers. Note that, instead of the above-mentioned random
numbers of 0 through 9, it is possible to use random numbers
consisting of rational numbers within a fixed range.

20 (d) In the present embodiment, the
prize-obtainment-rate information is correlated to game
codes for each kind of virtual prize-obtaining game.
However, the configuration is not to be limited to the above.
It is also possible to correlate a game code for every

26 combination consisting of the above-mentioned kind of game
and the above-mentioned prize group. 1In such a case, it
becomes possible to adjust the prize-obtainment rate more
precisely.

(e) In the present embodiment, the

30 actually-achieved prize-obtainment rate, which is used for



prize-obtainment rate at the end of a cycle, is calculated by dividing the
nunber of already-obtained prizes in the cycle by the above-nentioned
predet ermi ned nunber of times 5 the gane has been executed. However, the
configuration is not to be limted to the above. For exanple, the

b - i . | -,achi i - i | | d
by a VB T RS Ahber BRI FEEF TS R T s e fRE ol ov 2 EER oned
tot al %inb-gﬁt%fi hdES FAe e digs HEgno £ %ﬁ@ge,l &sse%fl@ﬂ_taggd since

t he above-nentioned tenporary target prize-o nment rate w

cal cul gied ianfasaly h &l Mams e fTBKE Ng1 @ EUPALLEHE MEEWBRL A€ in the
actual l y-achi eved ™ prize-obtainnent rate for the total nunber of tines the

15 ganmeyldse haen lex adid ee - aet t henkidnplr eds et m ipre @ erwabbairnoEnt imatse, it
will be possible to reduce the difference between both rates to a m ni mum
()5 | nthiee gamss drets dytbonli ereatrutied. abBvereman i omed configuration is
primary-decision-information reference table is set in 20 advance.

HoweveRO% h& ToM§ gur 689 s Gt &Rebe@PPiited t BOhe SRSt it8 &) s0
possi ble to reset the table b for ex | e, _rando h |

Corr esBBRIACECRN RRRY" B T L HA B Earsh PhEG At Y o LA The A cax
nunmber ch pdime the ggrentjpnedieycle s fiphshed., Nepethatgd n 25
such aﬁgige,]?%e C%%Fegﬁgﬁgence b@?ween t g%?n ex nunbersf1 andrthe

above- gaiHd Ha9d oMt 81 ABENt palil Lk N Nf EHEAL BPBvOLmER® ioned total

obt ai nnment - di sal | owi ng i nformati on becones nore random and the players
wild beauadertof pliayea tghesganehbats beeenegldghtéy .notincsngtt kecasgul arity
in 30 allowance/di sal |l owance of obtainment. 44 (g) In the present

enbodi memcea virthyal catzhewe-mentioned temporary target

prize-obtainment rate will be calculated and set by always

making a comparison between the actually-achieved

prize-obtainment rate for the total number of times the

15 game has been executed and the final target

prize-obtainment rate, it will be possible to reduce the
difference between both rates to a minimum.

(f) In the present embodiment, the above-mentioned

primary-decision-information reference table is set in

20 advance. However, the configuration is not to be limited

to the above. It is also possible to reset the table by,

for example, randomly changing the correspondence between

the primary decision information and the index numbers each

time the above-mentioned cycle is finished. Note that in

25 such a case, the correspondence between the index numbers

and the above-mentioned obtainment-allowing information

or the obtainment-disallowing information becomes more

random, and the players will be able to play a game without

even slightly noticing the regularity in

30 allowance/disallowance of obtainment.



gane is exenplified as a virtual prize-obtaining ganme. However, any gane
may be applicable if it is possible to make a player aimat a
predeterm ned target and allow 5 obtaiqnnent of prizes according to the
deviation fromthe target. For exanple, a shooting gane may be applicable.

| NDUSTRI AL APPL| CA%lnliI{I'II}{? 1%5%;555@ aén?k?%d% Ve, ’arrglqéﬂ:[g% tlo_ EP&&Eé/gnti on

set forth iA cl ai oSsi ble or éexa certain eep the

act ual lyzmehiiay edxpiizer ohbal BNt 1@l praqual ptq 2l o BeLAW £n b2l e .
prize-obtainment rate. Therefore, it becones possible to prevent a

si tuat iHOwéRewh cdnpr yaeke htaprbecad Bty baht ai pedtand thesdeallar €6
brought into economcally unprofitable circunstances. According to the

i nvent imakeeta fplalyam ealiam maR, 4t priesigobesmilmed ot f10getxapd e, alcbowy out
a process equivalent to generating random nunbers for generating prinary
20 decich bRlnmeot wre® foR Lilz @S sasco phingd tef theredand atsligni fireanttyer educe
the burden in calculation. A  Therefore, the virtual prize-obtaining game can
be carri®aIebut ot FRFMPAR or @i AGA 1RE IRARMITRE S& %%P%HQQ$i$ain1&
it 25 is possible to, for exanple, significantly reduce the periodicity
of the primary decision information resulting fromthe order of executing

the gane. Therefore, theyHwyeR Wl lAf?LQ@AQB§§IE"Yay a gane without even
slightly noticing the regularity 1 n allowance/disall owance of 30

obtai nment. 45 According to the invention set forth in claim4, it 1is
possible to, for exanple, sinplify the process of generating the primry
detDsion inf d=areexphaifled ehbose, according to the invention set

forth in claim 1, it is possible to, for example, certainly
keep the actually-achieved prize-obtainment rate equal to
or below a target prize-obtainment rate. Therefore, it
becomes possible to prevent a situation in which prizes

15 are endlessly obtained and the dealer is brought into
economically unprofitable circumstances.

According to the invention set forth in claim 2, it
is possible to, for example, carry out a process equivalent
to generating random numbers for generating primary

20 decision information in a short period of time and
significantly reduce the burden in calculation.
Therefore, the virtual prize-obtaining game can be carried
out smoothly.

According to the invention set forth in claim 3, it

25 is possible to, for example, significantly reduce the
periodicity of the primary decision information resulting
from the order of executing the game. Therefore, the
player will be able to play a game without even slightly
noticing the regularity in allowance/disallowance of

30 obtainment.



it beconmes possible to reduce the burden in calculation 5 required for
executing the gane. According to the invention set forth inclaimb5, it 1is
possi ble to, for exanple, prevent thedactually-achieved prize-obtainnment
rate fromdeviating significantly lower than the final target

pri ze- obtai nrgenf o 1-af %H ﬁ %%Veirévéﬁt‘ia&h obt & '%o‘lréﬁe§natc1laa£1ﬁ‘th°

substantially at the target prize-obtainnment rate heref of e, 'since

the playerso§3n ok ail Prifrzas alx#np 8ki,0 §%§§1affyalﬁueatpfbeesfg nalg
target prize-obtainnent rate, it becones possible "to avoid a situation in

whi ch tdenearse: brgorde WipDRakrgr ddc i 9ibhe ipl fyenatduent o dhikfdefibty ,i n
obtaining prizes. According to the invention set forth in claim6, it is
possi bl Btt bedameex@ws ®ibdeoitd arsiduse | bhewreden i daflidclative
obtain prizes for a long period of time. Therefore, it becones possible to
avoiPd af 8ALYASDnIPE AXQRRER et GBI ARR ones unpopul ar to the pl ayers due
to the above, Accordlng to he Jnvenélon set f%rth n.claim

possi bl e to, 49F° &Hﬁb OpFlE st YeRELRR TRE - 5Bt §|lrﬁfe‘ht ratllé" 25
46 CLA'h@%losélFH eté)bt?dP'éEgaﬁgonputyp @?%H%' ECP;rHH’fi§a e@%td""ork’

sai d gane ystem conprising a tnctirons as’a

Contm“ﬁri%@“ﬁb@ﬁ@dﬁ%ﬁ@nﬂﬁ@éﬂfﬂbﬁhdév@dﬁf%bt¥1@hf¥§&§htﬁf”ﬂb@@ﬁ5V'a
t he conmuni cation network to allow nutual comuni cation therewith, the

pl ayer tram radle chpahlle tafrgexeputi 2¢-abpoliaBnftorr st &i,rwal players
pri ze-obtai ni ng gane,

10 can obtain prizes at a ratio substantially at the final
target prize-obtainment rate. Therefore, since the
players can obtain prizes at a ratio substantially at the
final target prize-obtainment rate, it becomes possible
to avoid a situation in which the game becomes unpopular

15 to the players due to difficulty in obtaining prizes.

According to the invention set forth in claim 6, it
is possible to, for example, avoid a situation where it
is difficult to obtain prizes for a long period of time.
Therefore, it becomes possible to avoid a situation in

20 which the game becomes unpopular to the players due to the
above.

According to the invention set forth in claim 7, it
is possible to, for example, precisely adjust the

prize-obtainment rate.

25




10 and being capable of providing, to a player, an actual prize that
corresponds to a virtual prize obtained in said virtual prize-obtaining

gane,
(12):

said gane system being specifieth by the followwng 15 itens (11)
20 (11) said computer conprises a gane-progress-nonitoring

processor, prize-obtainnent-rate-ag&%§fﬁ§g means, and a dat abase provi ded
sto

I n an appropriate storage nedi um an
i nf or mati on,

ring various kinds of

sai d dat abase storing a target prize-obtainnent 25 rate that

is a target value of a ratio of a nunmber 30 of obtained prizes to a nunber
of times theagpid 7es-ob@ahien exgcytaet spsteiP)ussiamg a communication
ganme- progress-nonitoring processor obtains, in response to a request
one of nediwbpkayeraidrgams ssygamm 47 contents such as inage data from said
dat abase and 5 10 15 said prize-obtainnent-rate-adjusting neans

5

10

15

20

25

30

comprising a computer that functidns as a WWW game
contents server and is connected with a plurality of player
terminals via the communication network to allow mutual
communication therewith, the player terminal capable of
executing a program for a virtual prize-obtaining game,
and
being capable of providing, to a player, an actual
prize that corresponds to a virtual prize obtained in said
virtual prize-obtaining game,
said game system being specified by the following
items (11) — (12):
(11) said computer comprises
a game-progress-monitoring
processor,
prize-obtainment-rate-adjusting
means, and
a database provided in an appropriate
storage medium and storing various kinds
of information,
said database storing a target prize-obtainment
rate that is a target value of a ratio of a number
of obtained prizes to a number of times the game is
to be executed; and
(12) said game-progress-monitoring processor
obtains, in response to a request

from one of said player terminals, game

from



sends said gane contents to the termnal that sent the request, and
receives a gane-end notification fromthe termnal that sent the request,
said ganme contents including primary 4fecision information indicating
whether to allow or disallow obtainnment of the virtual prize for the ganme

being executed, said prigpiyfesi s poni nfor 3?*!58@ bgia_r%% gengt ated; by said

pri ze-obtai nnment-rate-adjusting mneans according°to said target

prize-obtai nment rate, s@hdapydd@ry decision i nfg@mati on conpri Sigyh d

obt ai nnent -di sallowing information for preventing obtainnent of the
virtual prize from succeedizrg olegat dmesst of ah@w adpesatiron meaaar,ri ed out
during said gane, 20 25 and obtai nnent-allow ng information for allow ng
obt ai nment of the virtual prizends ssecetd gependicapoankew a4 d Wperati on
is carried out, and said ganme-end notification _acconpanying

pri%e- obt ai nment i nf or maE BRI L At Baitz S @Bt aithichgt §EHE Sfyst @Rfusi ng a
comuni cation network according to claim1, conprising_the, foll mjng 30
items (21) - (23): 48 5 10 receives a game-end “notiflcatlo

from the terminal that sent the request,
said game contents including primary decision
information indicating whether to allow or disallow
10 obtainment of the virtual prize for the game being
executed,
said primary decision information being
generated by said prize-obtainment-rate-adjusting
means according to said target prize-obtainment rate,
15 said primary decision information comprising
obtainment-disallowing information
for preventing obtainment of the virtual
prize from succeeding regardless of how
operation is carried out during said game,
20 and
obtainment-allowing information for
allowing obtainment of the virtual prize
to succeed depending on how said operation
is carried out, and
25 said game-end notification accompanying

prize-obtainment information.

2. A prize-obtaining game system using a communication
network according to claim 1, comprising the following

30 items (21) — (23):



15 20 25 (21) said prize-obtainnent-rate-adjusting neans is

related to a

primary-decision-information reference table that is established in
advance according to said target prigge-obtainnment rate, said
primary-decision-information reference table storing the primary decision

pr i mar .- .
excout od i n {alka ?8%51%“?2%%%?3#%%%’ e hp iR AT 9

Smégg
Sard primary

deci sion infornaiigg @glgg at f%agg %ﬁnrq$¥$£thﬂJWQﬁaggm@ﬂ@é|n a

non- overlapplng manner , said

tai nment-di sall om ng i nformation

or said obt at@@f@ﬁié@vmsﬂggﬁﬁmmtu@@ Reamey a it ko & ed i 54ith pra ar y

decision information at said target prize-obtainnment rate;

(22) said

prize-obt ai nratgeat pradjersdbhg immeest wedse f he target prize-obtai nment
rate and the index nunber in relation to the ganme being executed to read
sai @ primary deci seed-d nfpr @eirgh-4eemssier @- éﬂﬁﬁﬁwaﬂéﬂ%noﬁeﬁﬁm%ﬂﬁﬁlon
reference table and generate said primary, decgision . &fornatlon d1fand (23

each of the tAdkenBMEeTndsth&edP B} fghcdefd s IR d1p

of times the 0ane ks I PEneR oY

St &F Aioe

ﬁ%er of times the game is to be

%ﬁnber

executed in relation to said target prize-obtainment

rate, said primary decision information being

10 correlated with respective index numbers in a

non-overlapping manner, and

either said obtainment-disallowing information

or said obtainment-allowing information being

allotted to said primary decision information at said

15 target prize-obtainment rate;

(22) said prize-obtainment-rate-adjusting means

uses the target prize-obtainment rate and the index

number in relation to the game being executed to

read said primary
20 information from
primary-decision-information
table and
generate said primary

information; and

decision

said

reference

decision

25 (23) each of the index numbers is used only once in

said predetermined number of times the game is to be

executed.

3. A prize-obtaining game system using a communication

30 network according to claim 1, comprising the

following



3. A prize-obtaining game systemusing a communication 30 network
according to claiml1, conprising the followng 49 itens (31) - (33): (31)
said target prize-obtainnment rate is 4djustably set to have given val ues
provi ded at a predetermned interval; 5 (32) said

prize-?Q%ﬂhpnggﬁ-rqge(ggjusting means conprises random nunber-generating
means that g neRates ra%donlnunbers for every gane being executed, said

random nunbeg% 1§,ei $181 Q0FRYIgEAd pif i z 40 oh s PHRENAPRIaG RWTRRY fusBad 1qpant ity
obtained by 15 dividing the nunber 100 by said interval expressed as a

val ue in pergeft ageh aansl d 83 ns&iad e & zproktiad edeat - aap eedd tust nig erkans
conpri ses random nunber-correl ati ng neans, and said
random nunbein¢@med hti ng neans correlating, to each of said random
nunbers, the primary decision information of either said,
obti nnent - di 3281 chRAE | NPEARAR TRt WRe A L -3 B nACIL SF L8& ng™BR6t mat i on
to said primary 20, decision ipformation at a rat%o of said targe%

a hat

pri ze- obt ai nFEMPT LTS 4. TA D5 SHRE A 9§ HahR 4P em VSRR
conmuni cat i on e i .m 3, i Si t I i 25
gm‘%ﬂ\ggé( gga%&a@g b ALE 3. LOTRLYBEG0 eSOl L’?ﬁ#ﬁi‘%

items (41) - sard random nunbéers are co ers
that start fpoud,@e9d, are provided in said quantity;

said random numbers being comprised of
10 non-overlapping numbers in a quantity obtained by
dividing the number 100 by said interval expressed
as a value in percentage; and
(33) said prize-obtainment-rate-~-adjusting means
comprises random-number-correlating means, and
15 said random-number-correlating means
correlating, to each of said random numbers, the
primary decision information of either said
obtainment-disallowing information or said
obtainment-allowing information to said primary
20 decision information at a ratio of said target

prize-obtainment rate.

4. A prize-obtaining game system using a communication
network according to claim 3, comprising the following
25 items (41) — (43):
(41) said random numbers are comprised of integers
that start from 0 and are provided in said quantity;
(42) said random-number-correlating means
correlates the obtainment-allowing

30 information to random numbers having a



(42) said random nunber-correl ating nmeans correl ates the

obt ai nnent - al | owi ng
val ue that
information to

is below a threshol d,

information to random nunbers having a 50 nuneri cal
and sorrel ates the obtai nnent-disall ow ng
5 random nunbers having a numerical value that is equal

to

or above said threshol d: gad {42) 58hdd ieshold sy abt i pedelndi i di ng

of said target prize-obtalnnment rate expressed in 10 percentage by

val ue

a value of said interval jggpressed in percentage. 5. A prize-obtaining

ganme system using a communi cation network according to either one of

clainms 2 through 4,

said database separately stores, as the target prize-obtainment rate,
final target obtainnment ebht@immenti-slbasaddgsting beiffpainatireal i z8@, and
20 a tenporary target obtainnment rate that is ,a short-termtarget for

reabi zi ng

processor that 30 update

a nunber of

10

15

20

25

30

said final taFg8dybt BUARSESr avipgo)a sppgerical” value
pri ze-obtai nnent -r at e- ad

15 conpricopgetleté&el lowing itens (51) - (53)thé51)

a

a

LR O (TR 3o “hIF BPPTZ GATH nhBRE AR bivint i on,

and

(43) said threshold is obtained by dividing a value

of said target prize-obtainment rate expressed in

percentage by a value of said interval expressed in

percentage.

5. A prize-obtaining game system using a communication

network according to either one of claims 2 through 4,

comprising the following items (51) — (53):

(51) said database separately stores, as the target

prize-obtainment rate,

(52) said

comprises

a final target obtainment rate that
is a target to be finally realized, and

a temporary target obtainment rate
that is a short-term target for realizing
said final target obtainment ratej;

prize-obtainment-rate-adjusting means

a database-updating processor that
updates, according to said
prize-obtainment information, a number of
already-obtained prizes and a total number
of times the game has been executed which

are stored in said database, and



al ready- obt ai ned prizes and a total nunber of tines the gane has been
executed which are stored in said database, and 51 5 10 a
prize-obtainnent-rate cal cul ating prdcessor that cal cul ates and updates
said tenporary target prize-obtainnment rate, taking said predeterm ned

nunber of times the gane is to be;execiied i dndNe-eudeicd Pah1sA fhg

pri ze-obtai nnment-rate-cal culating processor calculates an

actual l'y-achi eved prizepebicaidw®ptt hatecguw1dtee salddup@id Esidaid
finished, updates the tenporary target prize-obtainnent rate for the next
cycle to be equal to theehipwatatgr gedrgpti zer dbieai oeatinwd eti frsaed 15
actual | y-achi eved prize-obtainnment rate is larger than the final target
pri ze-obtainnent rate stbaddnq saed daeslsserndnaiyanesbean® ort imesot her

hand, updates the tenporary target ., 20 prize-obtainnent rate for the next
cycPe 25 to be larger thhR®t 2R En&S (%7 gR® SHATRLEPt AR FCHRXLPF said

act ual |y aohi qupgl prizg- obtai nent; L3t , 4 9; Al {9200 ST bR 1t e

processor
calculates an actually-achieved
prize-obtainment rate every time said
10 cycle is finished,
updates the temporary target
prize-obtainment rate for the next cycle

to be equal to the final target

prize-obtainment rate if said
15 actually-achieved prize-obtainment rate
is larger than the final target

prize-obtainment rate stored in the
database in advance, and on the other hand,

updates the temporary target

20 prize-obtainment rate for the next cycle
to be 1larger than the final target

prize-obtainment rate if said

actually-achieved prize-obtainment rate

is equal toor smaller than the final target

25 prize-obtainment rate.
6. A prize-obtaining game system using a communication
network according to claim 5, wherein said

actually-achieved prize-obtainment rate is calculated by

30 dividing the number of already-obtained prizes in said



prize-obtainment rate. 6. A prize-obtaining game systemusing a

communi cation network according to claimb5, wherein said
actual | y-achi eved prize-obtainnent ra%2 is cal culated by 30 dividing the
nunber of al ready-obtained prizes in said 52 cycle by said predeterm ned

number fcEMey (988 ddete i FEAC b ok W ifBSORIRL NG JarR
system usi ng a“comuni cati on network according to either cfFains 5 or 6,
wher ei ko PhbzZeyx@u@tagent-rate information including said final target
prize-obtainment rate, the tenporary target 10 prize-obtainnent rate, the
nunber of al ready-obtained prizes, and the total nunber of tines the gane
has been executed 15 is stored in said database correlated with a gane
code flor evér pidi né-ob tyaheingnd amsesysit efrus hagppi zewbt ailg@entonat e
information after starting a ganme is done by taking the ganme code as a
key5 t Hee gafE ke ARCBERAG S peti pildd &0 Gd@dMtH ng ©F thhe RKPREFSEM yane i nput

fromthe pla%%izégg EEﬂnﬁénET%JéSEi%%é¥££ Eg%t{§éggging

said final target prize—obtainmént
rate,
the temporary target
10 prize-obtainment rate,
the number of already-obtained
prizes, and
the total number of times the game has
been executed
15 is stored in said database correlated with a game code
for every kind of game, and
a search for the prize-obtainment-rate
information after starting a game is done by taking
the game code as a key, the game code being specified
20 according to the kind of game input from the player

terminal at the time of starting the game.




