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TITLE 

GAME MACHINE 

 

Field of Technology 

[0001] The present invention relates to a game mach ine for 

reproducing a physical movement of a Pachinko machi ne by a 

computer simulation. 

 

Background Art 

[0002] In Japan, among some enthusiasts, Pachinko i s popular as a 

familiar leisure.  In Pachinko, a handle provided o n a Pachinko 

board is rotated in a predetermined direction so as  to flip game 

balls (Pachinko balls), which are steel balls rente d for a fee at 

a store, on a board face where many nails and the l ike are 

mounted, and to enter the game balls falling down w hile hitting 

the nails and the like on the board face into a spe cific winning 

port so as to obtain a predetermined number of winn ing balls 

(Pachinko balls).  On the other hand, in a case whe rein the game 

balls reach a lower end of the board face without e ntering a 

winning port, the game balls enter an out port prov ided in a 

board-face lower end portion, and the game balls ar e collected.  

Both the game balls and the winning balls are the P achinko balls, 

the Pachinko balls flipped on the board face are th e game balls, 

and the Pachinko balls obtained as a result of ente ring the game 

balls into the winning port are the winning balls.  The winning 

balls can be used as the game balls.  Therefore, a player can 
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enjoy Pachinko for a long time since the game balls  in hand 

increase by entering the game balls into the winnin g port. 

[0003] Here, a schematic structure of a Pachinko ma chine (a 

mechanical-type Pachinko machine) 100 for carrying out Pachinko 

will be explained with reference to Fig. 16.  The P achinko 

machine 100 comprises a board face 101 where many n ails and the 

like are provided; a glass plate 102 covering the b oard face 101; 

an upper tray 110 in which the Pachinko balls are p ut; a handle 

120 operated by a player to flip the game balls (th e Pachinko 

balls) put onto the board face 101; and a rail 130 guiding the 

game balls flipped by the handle 120.  Also, on the  board face 

101, there is provided a winning port 140, and when  the game 

balls falling down on the board face 101 enter the winning port 

140, the predetermined number of winning balls (Pac hinko balls) 

is arranged to be forced out onto the upper tray 11 0.  The player 

operates the handle 120 so as to enter as much game  balls as 

possible into the winning port 140, and when the pl ayer obtains a 

desired amount of winning balls, the player exchang es the balls 

to a prize prepared by the store. 

[0004] Conventionally, there is known the game mach ine 

(hereinafter, called a “digital Pachinko” for conve nience of 

explanation) in which a movement of the Pachinko ma chine as 

mentioned above is reproduced by computer simulatio n so as to 

play with a feeling almost similar to an actual Pac hinko machine, 

and there are proposed digital Pachinko machines sh own in, for 

example, the following Patent Document 1 to Patent Document 8. 

[0005] The digital Pachinko machines from the Paten t Document 1 

to the Patent Document 5 are made by reproducing th e conventional 
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mechanical-type Pachinko machine by computer simula tion using a 

display device such as a CRT display, a liquid crys tal display, 

or the like.  Therefore, they are made by simply di gitizing the 

conventional mechanical-type Pachinko machine. 

[0006] In the digital Pachinko machines from the Pa tent Document 

6 to the Patent Document 8, in a case wherein a pre determined 

event occurs, there are carried out performances of  changing a 

position or a size of a starting port and the winni ng port 

located on the board face displaying by the display  device; 

changing an arrangement of the nails; changing a sh ape or a color 

of the game balls; and the like. 

 

Prior Art Documents 

Patent Documents 

[0007] Patent Document 1: Japanese Utility Model Pu blication No. 

S57-60680 

 Patent Document 2: Japanese Patent Application Pub lication 

No. S60-75072 

 Patent Document 3: Japanese Patent Application Pub lication 

No. H06-254215 

 Patent Document 4: Japanese Patent Application Pub lication 

No. H10-57561 

 Patent Document 5: Japanese Patent Application Pub lication 

No. H11-128446 

 Patent Document 6: Japanese Patent Application Pub lication 

No. 2003-220187 

 Patent Document 7: Japanese Patent Application Pub lication 

No. 2003-225465 
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 Patent Document 8: Japanese Patent Application Pub lication 

No. 2005-288031          

 

Summary of the Invention 

Problems to be Solved by the Invention 

[0008] A conventional digital Pachinko is digitized  by imitating 

a mechanical-type Pachinko machine, so that if a pl ayer has an 

experience of playing a game by the mechanical-type  Pachinko 

machine, the player can recognize where to enter a game ball 

(hereinafter, called a “virtual game ball”) virtual ly displayed 

on a board face (hereinafter, called a “virtual boa rd face”) 

virtually displayed in a display device of the digi tal Pachinko, 

i.e. how to enjoy the game.  However, in a case whe rein a player 

with no experience of the game by the mechanical-ty pe Pachinko 

machine, or a player with no knowledge regarding Pa chinko 

attempts to do the game by the digital Pachinko, th ere can be 

assumed that the player does not know where to ente r the virtual 

game ball launched onto the virtual board face by o perating a 

handle. 

[0009] Especially, in the mechanical-type Pachinko machine, after 

the player launches the game ball onto the board fa ce by 

operating the handle, the game ball falls on the bo ard face while 

hitting a pinwheel or a nail, and comes to enter a winning port 

or a starting port, or an out port.  Consequently, there are 

various devices other than the nail on the board fa ce, and there 

is a case wherein a beginner does not know where to  enter the 

game ball, thereby not enjoying the game.  Especial ly, the 

beginner does not understand the difference of the role of the 
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winning port or the starting port, and also there a re many cases 

wherein the beginner does not even understand which  is the 

winning port or which is the starting port.  Conseq uently, for 

the beginner, the conventional digital Pachinko whe rein the 

mechanical-type Pachinko machine is directly digita lized is 

difficult for enjoying the game. 

[0010] In order to make the beginner use the digita l Pachinko as 

well, there is a method such that a notice describi ng how to play 

is installed near the digital Pachinko, and the lik e; however, 

there occurs a burden such that the notice has to b e read, and 

the like.  Therefore, there is required a digital P achinko (a 

game machine) such that even the beginner can opera te without 

impairing a game performance. 

[0011] Also, there is the following other problems.   In the 

conventional digital Pachinko, during the game, whe n the virtual 

game ball enters the virtual winning port, a player  sometimes 

deletes or invalidates the virtual game ball remain ing on the 

virtual board face in order to perform a predetermi ned 

presentation and the like.  However, if the game ba ll is deleted 

or invalidated, the ball thereof will become wasted  for the 

player.  Therefore, in order to prevent an occurren ce of the 

wasted virtual game ball, the player comes to hit t he next 

virtual game ball after waiting for the virtual gam e ball 

launched onto the virtual board face to enter the v irtual winning 

port or the virtual out port.  However, if the play er hits the 

virtual game ball one by one in the aforementioned manner, a 

consumption speed of the virtual game ball is reduc ed, and a 

business efficiency deteriorates for a store so as to be 
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unfavorable.  Therefore, in order to make a player launch the 

virtual game ball continuously, it is possible to p erform 

processing for restoring the once deleted virtual g ame ball.  

However, in that case, it is necessary to have the same condition 

as that before the virtual game ball is deleted, an d if the 

condition becomes a different virtual board face by  winning, the 

meaning of the position of the virtual game ball ch anges so as to 

become meaningless for a player even though the pla yer has 

launched the virtual game ball by aiming at the pos ition.  

Ultimately, it can lead to a wasted virtual game ba ll.  Therefore, 

there is desired a game machine such that the virtu al game ball 

does not become wasted for a player, and makes the player hit the 

virtual game ball continuously. 

[0012] Furthermore, in a case wherein a player play s the game by 

the game machine such as the digital Pachinko and t he like, there 

is a case wherein how much money will be consumed i s not known.  

Especially, in playing the game by the game machine  thereof for 

the first time, since a monetary consumption amount  is not known, 

there is an uneasy feeling.  Consequently, there is  a 

psychological resistance to playing the game by a n ew game 

machine. 

 

Means for Solving the Problems 

[0013] In view of the aforementioned problems, the present 

inventor has invented a game machine which is a dig ital Pachinko 

wherein even a beginner can operate immediately wit hout impairing 

a game performance as well. 
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[0014] The first aspect of the invention is a game machine 

comprising an input device and a display device in a housing, and 

the game machine comprises a first game processing portion 

performing game processing in a first mode; a secon d game 

processing portion performing game processing in a second mode; 

and a return processing portion performing return p rocessing of a 

virtual game ball remaining on a virtual board face  in a case of 

satisfying a predetermined condition.  Also, as the  game 

processing in the first mode, the first game proces sing portion 

displays at least a virtual board face and a first virtual 

winning port for transiting to the second mode on t he display 

device, and after the virtual game ball launched on  to the 

virtual board face based on an operation by the inp ut device 

enters the first virtual winning port, the first vi rtual winning 

port is deleted from the virtual board face, and as  the game 

processing in the second mode, in the display devic e, the second 

game processing portion displays a second virtual w inning port 

capable of acquiring a winning ball on the virtual board face.  

Also, in a case wherein the virtual game ball enter s the first 

virtual winning port in the first mode, and/or in a  case wherein 

the virtual game ball enters the second virtual win ning port in 

the second mode, the return processing portion spec ifies a number 

of virtual game balls remaining on the virtual boar d face, 

deletes that from the display device, and adds the specified 

number to a number of virtual game balls at hand of  a player.  

Also, the first game processing portion or the seco nd game 

processing portion calculates and displays a maximu m monetary 

consumption amount per unit time by calculating it using a 
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maximum number of virtual game balls capable of bei ng launched 

per unit time and a selected exchange rate. 

[0015] By constituting the game machine according t o the present 

invention, as a winning port, the first virtual win ning port is 

displayed in the first mode, and the second virtual  winning port 

is displayed in the second mode, so that it becomes  apparent to a 

player having no knowledge of the game machine that  the player 

just has to hit by aiming there so as to provide th e game machine 

in which even the beginner can operate immediately without 

impairing the game performance as well. 

[0016] Also, after winning, the virtual game ball r emaining on 

the virtual board face is deleted from the display device; 

however, that is returned as a ball at hand (a cred it) so as not 

to waste for a player as well.  As a result, the pl ayer launches 

the virtual game ball continuously so as to improve  a business 

efficiency for a store as well. 

[0017] Furthermore, the maximum monetary consumptio n amount per 

unit time is displayed, so that even a player who p lays the game 

machine for the first time, or the beginner can pla y the game at 

ease. 

[0018] A second aspect of the invention is the game  machine 

comprising the input device and the display device in the housing, 

and the game machine comprises the first game proce ssing portion 

performing the game processing in the first mode; a nd the second 

game processing portion performing the game process ing in the 

second mode.  Also, as the game processing in the f irst mode, the 

first game processing portion displays at least the  virtual board 

face and the first virtual winning port for transit ioning to the 
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second mode on the display device, and after the vi rtual game 

ball launched onto the virtual board face based on the operation 

by the input device enters the first virtual winnin g port, the 

first virtual winning port is deleted from the virt ual board face, 

and as the game processing in the second mode, on t he display 

device, the second game processing portion displays  the second 

virtual winning port capable of acquiring the winni ng ball on the 

virtual board face. 

[0019] By constituting the game machine according t o the present 

invention, as with the first aspect of the inventio n, as the 

winning port, the first virtual winning port is dis played in the 

first mode, and the second virtual winning port is displayed in 

the second mode, so that it becomes apparent to a p layer having 

no knowledge of the game machine that the player ju st has to hit 

a ball by aiming there so as to provide the game ma chine in which 

even the beginner can operate immediately without i mpairing the 

game performance as well. 

[0020] In a third aspect of the invention, the game  machine can 

be formed such that in the second game processing p ortion, after 

the virtual game ball launched onto the virtual boa rd face based 

on the operation by the input device enters the sec ond virtual 

winning port displayed on the virtual board face, t he number of 

won virtual game balls thereof set in the second vi rtual winning 

port is added to the ball at hand of the virtual ga me ball of a 

player as the winning ball. 

[0021] In a fourth aspect of the invention, the gam e machine can 

be formed such that in the second game processing p ortion, after 

the virtual game ball launched onto the virtual boa rd face based 
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on the operation by the input device enters the sec ond virtual 

winning port displayed on the virtual board face, t he second 

virtual winning port is deleted from the virtual bo ard face, and 

the first game processing portion displays the firs t virtual 

winning port on the virtual board face. 

[0022] After the virtual game ball enters the secon d virtual 

winning port, it is preferable to perform processin g according to 

the aforementioned invention. 

[0023] In a fifth aspect of the invention, the game  machine can 

be formed such that the first game processing porti on and/or the 

second game processing portion calculate/calculates  the maximum 

monetary consumption amount per unit time by calcul ating it using 

the maximum number of the virtual game balls capabl e of being 

launched per unit time and the selected exchange ra te, and 

displays it on the display device. 

[0024] The maximum monetary consumption amount per unit time is 

displayed, so that even a player who plays the game  machine for 

the first time, or the beginner can play the game a t ease. 

[0025] A sixth aspect of the invention is the game machine 

comprising the input device and the display device in the housing, 

and the game machine comprises a game processing po rtion 

performing the game processing; and the return proc essing portion 

performing the return processing of the virtual gam e ball 

remaining on the virtual board face.  Also, as the game 

processing, the game processing portion displays at  least the 

virtual board face and the virtual winning port on the display 

device, and performs processing of determining whet her the 

virtual game ball launched on to the virtual board face based on 
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the operation by the input device has entered the v irtual winning 

port; and the return processing portion specifies t he number of 

virtual game balls remaining on the virtual board f ace in a case 

of determining that the virtual game ball has enter ed the virtual 

winning port, deletes it from the display device, a nd adds the 

specified number to the balls at hand of the virtua l game balls 

of a player. 

[0026] By forming the game machine according to the  present 

invention, as with the first aspect of the inventio n, the virtual 

game ball entering the virtual winning port is dele ted from the 

display device; however, that is returned as the ba lls at hand 

(the credit) so as not to become wasted for a playe r as well.  As 

a result, the player launches the virtual game ball  continuously 

so as to improve the business efficiency for the st ore as well. 

[0027] A seventh aspect of the invention is the gam e machine 

comprising the display device in the housing, and t he game 

machine comprises the game processing portion perfo rming the game 

processing, wherein the game processing portion cal culates and 

displays the maximum monetary consumption amount pe r unit time by 

calculating it using the maximum number of the virt ual game balls 

capable of being launched per unit time and the sel ected exchange 

rate. 

[0028] In an eighth aspect of the invention, the ga me machine can 

be formed such that the game processing portion fur ther 

calculates and displays the maximum monetary consum ption amount 

per unit time by calculating it using the maximum n umber of the 

virtual game balls capable of being launched per un it time, the 
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selected exchange rate, and a base, as the maximum monetary 

consumption amount per unit time. 

[0029] A player who plays a game by the game machin e for the 

first time, or a beginner of the game thereof has a n uneasy 

feeling about how much money has to be spent by pla ying the game.  

Consequently, there is a psychological resistance t o playing the 

game by a new game machine or an unaccustomed game machine.  

Therefore, by forming the game machine according to  the present 

invention, since the maximum monetary consumption a mount per unit 

time is displayed, even a player who plays the game  by the game 

machine for the first time, or the beginner can pla y the game at 

ease. 

 

Effect of the Invention 

[0030] The present invention can provide the game m achine which 

is the digital Pachinko wherein even the beginner c an operate 

immediately without impairing the game performance as well. 

 

Brief Description of the Drawings 

[0031] Figs. 1(a), 1(b), and 1(c) are drawings sche matically 

showing one example of an external appearance of a game machine 

according to the present invention. 

 Fig. 2 is a drawing schematically showing one exam ple of a 

structure of a control device which the game machin e includes 

according to the present invention. 

 Fig. 3 is a drawing schematically showing one exam ple of a 

processing function of the control device which the  game machine 

includes according to the present invention. 
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 Fig. 4 is a flowchart showing one example of proce ssing 

before a game starts, at a time that the game ends,  and the like 

in the game machine according to the present invent ion. 

 Fig. 5 is flowchart showing one example of process ing in a 

regular game in the game machine according to the p resent 

invention. 

 Fig. 6 is a flowchart showing one example of retur n 

processing in the game machine according to the pre sent invention. 

 Fig. 7 is a flowchart showing one example of proce ssing in a 

Tulip game in the game machine according to the pre sent invention. 

 Fig. 8 is one example of a screen before paper mon ey or the 

like is put in. 

 Fig. 9 is one example of a screen in a state after  virtual 

game balls are launched onto a virtual board face i n the regular 

game. 

 Fig. 10 is one example of a screen in a state imme diately 

before the virtual game ball enters a first virtual  winning port 

in the regular game. 

 Fig. 11 is one example of a screen in a state wher ein the 

virtual game ball has entered the first virtual win ning port in 

the regular game.   

 Fig. 12 is one example of a screen in a state befo re the 

virtual game ball is launched onto the virtual boar d face in the 

Tulip game. 

 Fig. 13 is one example of a screen in a state afte r the 

virtual game balls are launched onto the virtual bo ard face in 

the Tulip game. 
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 Fig. 14 is one example of a screen in a state imme diately 

before the virtual game ball enters a second virtua l winning port 

in the Tulip game. 

 Fig. 15 is one example of a screen in a state wher ein the 

virtual game ball has entered the second virtual wi nning port in 

the regular game. 

 Fig. 16 is a drawing showing one example of a conv entional 

mechanical-type Pachinko machine. 

 

Best Modes of Carrying out the Invention 

[0032] One example of an external appearance of a g ame machine 

which is a digital Pachinko of the present inventio n is 

schematically shown in Figs. 1(a), 1(b), and 1(c).  A perspective 

view of the game machine of the present invention i s shown in Fig. 

1(a); a front view of the game machine is shown in Fig. 1(b); and 

a side view of the game machine is shown in Fig. 1( c).  The game 

machine is the digital Pachinko which reproduces Pa chinko by 

displaying a board face of a mechanical-type Pachin ko machine by 

a computer simulation, and comprises at least a dis play device D, 

speakers SP, and a handle 4 in a housing 1.  The di splay device D 

displays a virtual board face 201 imitating the boa rd face of the 

mechanical-type Pachinko machine, and various infor mation 

necessary for performing Pachinko.  For the display  device D, an 

appropriate display device D such as an organic 

electroluminescence display and the like can be use d other than a 

liquid crystal display.  The speakers SP are device s which output 

sound.  The handle 4 is an input device for launchi ng virtual 

game balls 208 moving on the virtual board face 201  displayed by 
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the display device D, and by rotating the handle 4 in a 

predetermined direction, based on a rotation angle thereof, a 

speed for launching the virtual game balls 208 can be adjusted.  

Incidentally, for the input device for launching th e virtual game 

balls 208, the handle 4 is preferable since it brin gs a feeling 

of the mechanical-type Pachinko machine; however, i t is not 

limited to the above.  For example, the input devic e may be a 

button, a lever, a dial, a slide type knob, and the  like. 

[0033] The display device D is disposed from a subs tantial center 

of the housing 1 to an upper side, and the speakers  SP are 

installed at a lower side of the display device D.  Also, between 

the display device D and the speakers SP, there are  comprised an 

amount calculation device 2; the handle 4 as the in put device; a 

button portion 5 for performing various input opera tions; and a 

ticket printer 6 for printing a ticket. 

[0034] In Figs. 1(a), 1(b), and 1(c), the amount ca lculation 

device 2 shows a case of a paper-money insertion po rt for a 

player to borrow or buy the virtual game balls 208;  however, 

there may be comprised an input port for a coin (a coin input 

port).  Also, there may be comprised a ticket reade r which reads 

information regarding a money amount (an amount) th at a player 

did not consume when the player played with the gam e machine in 

the past.  The paper money inserted through the pap er-money 

insertion port, or the coin input through the coin input port is 

exchanged to the virtual game balls 208 by a rate s elected by the 

later-described rate selection buttons 5a to 5d.  F or example, 

when the virtual game balls 208 are 0.2 Hong Kong d ollar per one 

ball, in a case wherein 1,000 Hong Kong dollar bill s are inserted 
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through the paper-money insertion port which is the  amount 

calculation device 2, they are exchanged to 5,000 b alls of the 

virtual play balls 208.  On the other hand, when th e virtual game 

balls 208 are 1 Hong Kong dollar per one ball, in a  case wherein 

1,000 Hong Kong dollar bills are inserted through t he paper-money 

insertion port which is the amount calculation devi ce 2, they are 

exchanged to 1,000 balls of the virtual play balls 208.  

Incidentally, in the present specification, the num ber of virtual 

play balls 208 at hand of a player is a credit, and  the amount 

that is not consumed (a held amount) is the amount.  

[0035] In a case wherein there is the ticket reader  in the amount 

calculation device 2, for example, information equi valent to the 

amount that the relevant player holds is coded and printed in a 

predetermined ticket, and an infrared reading devic e such as a 

bar code reader and the like reads the information thereof so as 

to reflect the information to the amount as the amo unt that the 

relevant player has input and inserted money.  Inci dentally, the 

ticket may be a paper, the information regarding th e money amount 

may be coded and printed, or the ticket may be reco rded in a 

cellular phone, an IC card, or the like as electron ic information 

so as to read the information thereof by the ticket  reader.  For 

example, coded information regarding the money amou nt (the 

amount) may be displayed in the cellular phone so t hat the ticket 

reader reads the information, or the information re garding the 

money amount may be stored in the cellular phone or  an IC memory 

of the IC card, and the ticket reader may perform s hort-distance 

wireless communication with the IC memory by a cont act or 

noncontact so as to obtain the information thereof.   Incidentally, 
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the paper-money insertion port may have a function of the ticket 

reader as well. 

[0036] In the ticket, the information regarding the  number of 

virtual play balls 208 may be coded in place of the  information 

corresponding to the money amount (the amount).  In  that case, in 

a case wherein there is a single exchange rate betw een the money 

amount and the virtual play balls 208, the informat ion regarding 

the number of virtual play balls 208 may be read so  as to reflect 

the information directly to the amount and the cred it, and in a 

case wherein there is a plurality of exchange rates , a selected 

exchange rate is coded as well.  In that case, base d on the 

number of virtual play balls 208 and the relevant e xchange rate, 

the information may be converted to the amount, and  reflected to 

the amount so as to reflect to the number of virtua l play balls 

208 at hand as well.  Also, setting may be automati cally carried 

out by the number of balls read from the ticket and  the exchange 

rate. 

[0037] In the housing 1, there is provided the butt on portion 5 

so as to be capable of performing the various input  operations.  

The buttons 5a to 5d in the button portion 5 functi on as the rate 

selection buttons 5a to 5d selecting the rate.  The  rate 

selection buttons 5a to 5d are a device receiving a  selection of 

the exchange rate of the virtual play balls 208 exc hanging based 

on the coin input and the paper money inserted in t he amount 

calculation device 2.  For example, the rate select ion buttons 5a 

to 5d are four buttons, and by pressing down the bu tton 

determined beforehand, the exchange rate can be cha nged.  For 

example, when the rate selection button 5a is press ed down, one 
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ball is set to 0.2 Hong Kong dollar; when the rate selection 

button 5b is pressed down, one ball is set to 0.6 H ong Kong 

dollar; when the rate selection button 5c is presse d down, one 

ball is set to 1.0 Hong Kong dollar; and when the r ate selection 

button 5d is pressed down, one ball is set to 2.0 H ong Kong 

dollars of the exchange rate.  As a rate selection portion 

carrying out a rate selection, a switch or various input devices 

can be used other than the button. 

[0038] Also, as other buttons in the button portion  5, there are 

provided a language selection button 5e; a button 5 f for 

outputting the ticket from the ticket printer 6; a button 5g for 

adjusting a volume of sound; a button 5h for displa ying a screen 

of a game description; and a button 5i for displayi ng a tutorial.  

Also, there are provided auxiliary buttons 5j and 5 k, and a 

button 5l for calling a store representative.  Inci dentally, an 

arrangement of the buttons is not limited to the ab ove, and can 

be arranged arbitrarily.  Also, some buttons may be  omitted. 

[0039] Inside the housing 1, there is comprised a c ontrol device 

3 for performing various control processing regardi ng the digital 

Pachinko. 

[0040] A structure of a hardware of the control dev ice is shown 

in Fig. 2.  The control device 3 comprises an arith metic device 

300, a storage device 301, an input/output interfac e 302, a 

communication interface 303, and the like.  The ari thmetic device 

300 corresponds to a CPU performing arithmetic proc essing of a 

program, and the like.  The storage device 301 corr esponds to a 

memory storing the information, and the arithmetic device 300 

performs processing thereof while reading/writing t he various 
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information stored in the storage device 301.  The input/output 

interface 302 is the interface with a device which outputs some 

information to a player such as, for example, the a forementioned 

display device D, speakers SP, ticket printer 6, an d the like.  

The communication interface 303 is the interface wi th a 

communication device (not shown in the drawings) wh en the 

relevant game machine transmits/receives informatio n with another 

computer, for example, a computer installed in a Pa chinko hall (a 

Pachinko parlor) or a casino hall, another game mac hine, and the 

like.  As information for transmission/reception, f or example, 

there is information regarding sales in the game ma chine. 

[0041] A structure of each function in the control device is 

shown in Fig. 3.  The control device 3 comprises an  amount 

calculation processing portion 30 for performing th e control 

processing of the digital Pachinko; a rate setting and receiving 

portion 31; a game processing portion 32; and an ou tput 

processing portion 33. 

[0042] The amount calculation processing portion 30  calculates 

the amount based on the information of the money am ount input or 

inserted based on the coin input into the coin inpu t port or the 

paper money inserted into the paper-money insertion  port 

specified in the amount calculation device 2.  Inci dentally, a 

currency used in the amount may be an optional curr ency. 

[0043] The rate setting and receiving portion 31 re ceives the 

information of the exchange rate of the virtual pla y balls 208 

selected in the rate selection buttons 5a to 5d whi ch are the 

rate selection portion.  The exchange rate can be s et 

appropriately. 
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[0044] The game processing portion 32 performs proc essing of 

carrying out the computer simulation of the mechani cal-type 

Pachinko machine.  The game processing portion 32 c omprises a 

first game processing portion 321, a second game pr ocessing 

portion 322, and a return processing portion 323.  In the game 

processing portion 32 of the present invention, whe n the 

processing of carrying out the computer simulation of the 

mechanical-type Pachinko machine is performed, the processing 

with two kinds of modes of the processing (the firs t game 

processing portion 321) of a regular game and the p rocessing (the 

second game processing portion 322) of a Tulip game  is performed; 

however, it is not limited to the above, and may re produce the 

board face of the mechanical-type Pachinko machine.   The regular 

game is the game mode for transitioning to the Tuli p game, and 

the virtual game ball 208 enters a first virtual wi nning port 205 

so as to transit to the Tulip game.  The Tulip game  is the game 

mode for acquiring a winning ball, and the virtual game ball 208 

enters a second virtual winning port 207, so that a  player can 

acquire the winning ball and/or the credit or the a mount 

corresponding to that. 

[0045] Also, the game processing portion 32 calcula tes the number 

(the credit) of virtual game balls 208 based on the  information 

of the amount calculated in the amount calculation processing 

portion 30 and the information of the exchange rate  received in 

the rate setting and receiving portion 31.  For exa mple, in a 

case wherein the information of the exchange rate o f 0.2 Hong 

Kong dollar per one ball is selected in the rate se lection 

portion (the rate selection buttons 5a to 5d), and the amount is 
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1,000 Hong Kong dollars, the game processing portio n 32 

calculates 5,000 balls as the number of virtual pla y balls 208 at 

hand.  Also, in a case wherein there is the number of virtual 

play balls 208 at hand beforehand, and a new amount  is added, the 

new number of virtual play balls 208 (the number of  balls at 

hand) is calculated by adding the number of virtual  play balls 

208 already stored to the number of virtual play ba lls 208 to be 

added which is calculated based on the added amount  and the 

exchange rate.  Incidentally, in a case wherein the  selection of 

the rate selection buttons 5a to 5d which are the r ate selection 

portion is carried out on a middle of the regular g ame or the 

Tulip game, according to the amount at that time, t he number of 

balls at hand is calculated based on the exchange r ate of the 

selected rate so as to be changed. 

[0046] In the processing in the first game processi ng portion 321 

in the regular game, the display device D displays the virtual 

board face 201; an arbitrary number of virtual nail s 203 (nails 

on the board face of the mechanical-type Pachinko m achine are 

virtually displayed) which change a movement route of the virtual 

play balls 208, or a virtual pinwheel 204 (a pinwhe el on the 

board face of the mechanical-type Pachinko machine is virtually 

displayed); at least one or more first virtual winn ing port or 

ports 205 (a parent pocket); and an virtual out por t 206.  In the 

regular game in the first game processing portion 3 21, as the 

virtual winning port, it is preferable to display t he first 

virtual winning port 205 for transitioning to the T ulip game in 

the later-described second game processing portion 322, and it is 

preferable not to display the second virtual winnin g port 207.  
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Also, it is preferable to have one first virtual wi nning port 

205; however, a plurality of first virtual winning ports 205 may 

be displayed.  Furthermore, in a case wherein the v irtual game 

ball 208 enters the first virtual winning port 205,  the number of 

virtual game balls 208 set in the first virtual win ning port 205 

may be capable of being acquired as the winning bal ls.  Fig. 8 

schematically shows one example of a screen wherein  the first 

game processing portion 321 makes the display devic e D display.  

In the screen in Fig. 8, there are displayed a game  area 200; an 

amount display area 210; a credit display area 211;  a selection 

rate display area 212; a selected language display area 213; a 

sound output selection area 214; an acquisition his tory display 

area 220; a maximum-monetary-consumption-amount dis play area 221; 

and a dividend display area 222. 

[0047] The game area 200 is the area performing the  game by the 

digital Pachinko, and in the game area 200, there a re displayed 

the virtual board face 201; a virtual rail 202; the  virtual nails 

203; the virtual pinwheel 204; the first virtual wi nning port 205 

displayed at a time of the regular game; the second  virtual 

winning port 207 displayed at a time of the Tulip g ame; the 

virtual out port 206; and the like for performing t he digital 

Pachinko.  The amount display area 210 is the area displaying the 

amount calculated in the amount calculation process ing portion 30.  

The credit display area 211 is the area displaying the credit 

which is the number of virtual play balls 208 at ha nd calculated 

in the game processing portion 32 based on the amou nt and the 

exchange rate.  The selection rate display area 212  is the area 

displaying the exchange rate between the amount and  the virtual 
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game balls 208 selected by the rate selection butto ns 5a to 5d 

and received in the rate setting and receiving port ion 31.  The 

selected language display area 213 displays a langu age used when 

the display device D displays.  The language used f or a display 

is switchable in an optional method, and for exampl e, according 

to pressing down of the button 5f, the language may  be changed in 

order.  As selectable languages, there are provided  Japanese, 

English, Chinese (Mandarin and Cantonese), Portugue se, and the 

like as examples.  The sound output selection area 214 is the 

area visualizing and displaying the volume of sound  (the volume) 

of the speakers SP provided in the housing 1.  For example, every 

time the button 5g is pressed down, the volume of s ound is 

switched sequentially at three stages of small, mid dle, and large, 

and according to each stage, a graphic of the sound  output 

selection area 214 lights one line, two lines, and three lines 

sequentially. 

[0048] The acquisition history display area 220 is the area 

displaying the history of the number of virtual gam e balls 208 

acquired as the winning balls in the game (usually,  the Tulip 

game) by the digital Pachinko, and the information of the 

exchange rate selected at that time.  The maximum-m onetary-

consumption-amount display area 221 is the area dis playing the 

amount consuming at the maximum per unit time.  The  maximum-

monetary-consumption-amount display area 221 displa ys a maximum 

monetary consumption amount per unit time calculate d using the 

maximum number of balls of the virtual game balls 2 08 launchable 

per unit time, the selected exchange rate, and a ba se.  The base 

is the number of winning balls acquirable when 100 virtual game 
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balls 208 are launched during the regular game, and  for example, 

in a case wherein the number of winning balls acqui rable when 100 

virtual game balls 208 are launched is 30 balls, th e base becomes 

“30”.  Incidentally, the number of winning balls ac quirable as 

the base is not guaranteed, and it just has to be a n indicator 

based on a set value, an experience value, an avera ge value in 

past games, and the like. 

[0049] The maximum monetary consumption amount can be calculated 

by, 

 the maximum monetary consumption amount = the maxi mum number 

of virtual game balls launchable per unit time X th e selected 

exchange rate X (100 - base) %. 

 For example, in a case wherein the base is 30; 70 balls of 

virtual game balls 208 can be launched per minute; a unit time is 

10 minutes; and the selected exchange rate is set a s 2.0 Hong 

Kong dollar per one ball, the number of virtual gam e balls 208 

launchable per 10 minutes at the maximum is 700 bal ls so as to 

calculate 980 Hong Kong dollars (= 70 balls X 10 mi nutes X 2.0 

Hong Kong dollar X (100 - 30) %) as the maximum mon etary 

consumption amount, and it is displayed in the maxi mum-monetary-

consumption-amount display area 221. 

[0050] Incidentally, as the maximum monetary consum ption amount, 

the base may be considered, or without considering the base, the 

maximum monetary consumption amount may be calculat ed by 

multiplying the maximum number of virtual game ball s 208 

launchable per unit time and the selected exchange rate. 

[0051] Furthermore, in the game processing portion 32, for the 

convenience of a player, in a case wherein the virt ual board face 
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201 displays an area (a guide area) to be aimed at by launching 

virtual game balls 208, a minimum value of respecti ve bases in a 

case wherein the virtual game balls 208 reach the g uide area 

thereof may be used at a time of the calculation of  the maximum 

monetary consumption amount.  Namely, it may be cal culated as, 

 the maximum monetary consumption amount = the maxi mum number 

of virtual game balls launchable per unit time X th e selected 

exchange rate X (100 – (the minimum value of the ba se of the 

guide area displayed on the virtual board face)) %.  

[0052] Additionally, the minimum value of the base on the virtual 

board face 201 may be used.  Namely, it may be calc ulated as, 

 the maximum monetary consumption amount = the maxi mum number 

of virtual game balls 208 launchable per unit time X the selected 

exchange rate X (100 – (the minimum value of the ba se on the 

virtual board face)) %. 

[0053] Incidentally, as a display mode different fr om the 

maximum-monetary-consumption-amount display area 22 1, it may be 

an area displaying the amount set as an amount cons umable in a 

given time.  In that case, the game processing port ion 32 starts 

time measuring by a start of the game, monitors the  time 

measuring and the consumed amount, and determines w hether the 

consumed amount does not exceed the amount set in t he given time.  

Then, in a case wherein the consumed amount exceeds  the amount 

set in the given time, the game processing portion 32 performs a 

control of stopping the game.  Incidentally, the am ount 

consumable in the given time may be set by input by  a player, or 

it may be set by a store beforehand, or it may be s et by initial 

setting in the game machine. 
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[0054] The dividend display area 222 is the area di splaying the 

number of virtual game balls 208 (a dividend) that the player can 

acquire as the winning balls by entering the virtua l game balls 

208 into the first virtual winning port 205 (the pa rent pocket) 

or the second virtual winning port 207 (a child poc ket) at the 

time of the regular game in the later-described fir st game 

processing portion 321, and the Tulip game in the s econd game 

processing portion 322. 

[0055] The first game processing portion 321 determ ines a launch 

speed of the virtual game balls 208 by a detection of the 

rotation angle by a rotation operation of the handl e 4 of the 

game machine, and launches the virtual game balls 2 08.  When the 

virtual game balls 208 are launched onto the virtua l board face 

201, the number of balls at hand is subtracted by o ne, and the 

number of balls at hand displayed in the credit dis play area 211 

is reduced by one.  Also, according to the launched  virtual game 

balls 208, the amount to be displayed in the amount  display area 

210 is subtracted and displayed.  For example, in a  case wherein 

the exchange rate is 0.2 Hong Kong dollar, and the amount is 

1,000 Hong Kong dollars, the amount is subtracted b y 0.2 Hong 

Kong dollar by launching one virtual game ball 208 so as to 

display as 999.80 Hong Kong dollar. 

[0056] The virtual game balls 208 move along the vi rtual rail 202 

based on a determined launch speed, and move in suc h a way so as 

to fall downward from an upper side on the virtual board face 201.  

Incidentally, a movement of the virtual game ball 2 08 on the 

virtual board face 201 can be achieved by calculati ng a position 

coordinate on the virtual board face 201 of the vir tual game ball 
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208 based on a known calculation formula.  Then, wh en the virtual 

game ball 208 hits the virtual nail 203, the virtua l pinwheel 204, 

or the like (the position coordinate of the virtual  game ball 208 

comes to be within a prescribed range from the posi tion 

coordinate of the virtual nail 203 or the virtual p inwheel 204), 

the virtual game ball 208 reflects, and a moving di rection 

changes.  A reflection or a moving direction changi ng processing 

of the virtual game ball 208 when the virtual game ball 208 hits 

the virtual nail 203, the virtual pinwheel 204, or the like can 

be calculated by the known calculation formula. 

[0057] When the virtual game ball 208 enters the fi rst virtual 

winning port 205 (the position coordinate of the vi rtual game 

ball 208 comes to be within the prescribed range fr om the 

position coordinate of the winning port) while fall ing downward 

from the upper side on the virtual board face 201 d isplayed in 

the display device D, it moves to the processing in  the Tulip 

game in the later-described second game processing portion 322.  

Incidentally, the virtual game ball 208 enters the first virtual 

winning port 205, so that the first game processing  portion 321 

provides the winning ball.  Namely, the first game processing 

portion 321 stores the situation by adding the numb er of virtual 

game balls 208 acquired as the winning balls to the  number of 

balls at hand displayed in the credit display area 211.  Also, 

the first game processing portion 321 stores the si tuation by 

adding the amount to be obtained by multiplying the  exchange rate 

to the number of virtual game balls 208 acquired as  the winning 

balls to the amount displayed in the amount display  area 210.  

For example, when the exchange rate is 0.2 Hong Kon g dollar, the 
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amount is 1,000 Hong Kong dollars, and the number o f virtual game 

balls 208 acquired as the winning balls is 50, 50 i s multiplied 

by 0.2 Hong Kong dollar, and added to the amount of  1,000 Hong 

Kong dollars.  Namely, 1,010 Hong Kong dollars are stored as the 

new amount. 

[0058] When the virtual game ball 208 reaches a low er side of the 

virtual board face 201 without entering the first v irtual winning 

port 205, the virtual game ball 208 moves to the vi rtual out port 

206 directly, and the virtual game ball 208 thereof  is deleted 

from the virtual board face 201, and is collected.  Fig. 9 

schematically shows a state wherein the virtual gam e balls 208 

are moving downward from the upper side on the virt ual board face 

201.  Also, Fig. 10 schematically shows a state imm ediately 

before the virtual game ball 208 enters the first v irtual winning 

port 205.  Fig. 11 schematically shows a state imme diately after 

the virtual game ball 208 enters the first virtual winning port 

205. 

[0059] In the processing in the Tulip game in the s econd game 

processing portion 322, in the display device D, th ere are 

displayed the virtual board face 201 of a Pachinko machine, the 

arbitrary number of virtual nails 203 or the virtua l pinwheel 204 

changing a route of the virtual play balls 208; at least one or 

more second virtual winning port or ports 207 (the child pocket); 

and the virtual out port 206.  Fig. 12 schematicall y shows one 

example of a screen wherein the second game process ing portion 

322 displays the display device D.  The screen in F ig. 12 is 

nearly similar to the screen wherein the first game  processing 

portion 321 displays the display device D, and ther e are 
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displayed the game area 200; the amount display are a 210; the 

credit display area 211; the selection rate display  area 212; the 

selected language display area 213; the sound outpu t selection 

area 214; the acquisition history display area 220;  the maximum-

monetary-consumption-amount display area 221; and t he dividend 

display area 222.  The screen displayed by the seco nd game 

processing portion 322 displays the information sim ilar to the 

first game processing portion 321 except for the ga me area 200 as 

well. 

[0060] The game area 200 in the second game process ing portion 

322 is the area performing the game by the Pachinko  machine, and 

in the game area 200, there are displayed the virtu al board face 

201; the virtual rail 202; the virtual nails 203; t he virtual 

pinwheel 204; the second virtual winning port 207; the virtual 

out port 206; and the like for performing Pachinko.   In the 

second virtual winning port 207, when the virtual g ame ball 208 

enters the second virtual winning port 207, the num ber of virtual 

game balls 208 set per the second virtual winning p ort 207 

beforehand can be acquired as the winning balls.  F or example, in 

Fig. 12, four second virtual winning ports 207 are displayed, and 

there are displayed second virtual winning ports 20 7a and 207c 

where 50 winning balls can be acquired; a second vi rtual winning 

port 207b where 10 winning balls can be acquired; a nd a second 

virtual winning port 207d where 300 winning balls c an be acquired.  

The number of acquirable winning balls (the virtual  game balls 

208) can be set arbitrarily.  The number of second virtual 

winning ports 207 can be set arbitrarily as well. 
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[0061] As with the first game processing portion 32 1, the second 

game processing portion 322 determines the launch s peed of the 

virtual game balls 208 by the detection of the rota tion angle by 

the rotation operation of the handle 4 of the game machine, and 

launches the virtual game balls 208.  When the virt ual game ball 

208 is launched onto the virtual board face 201, th e number of 

balls at hand is subtracted by one, and the number of balls at 

hand displayed in the credit display area 211 is re duced by one.  

Also, according to the launched virtual game ball 2 08, the amount 

to be displayed in the amount display area 210 is s ubtracted and 

displayed.  For example, in the case wherein the ex change rate is 

0.2 Hong Kong dollar, and the amount is 1,000 Hong Kong dollars, 

the amount is subtracted by 0.2 Hong Kong dollar by  launching one 

virtual game ball to thereby display as 999.80 Hong  Kong dollars. 

[0062] The virtual game ball 208 moves along the vi rtual rail 202 

based on the determined launch speed, and moves in such a way so 

as to fall downward from the upper side on the virt ual board face 

201.  Then, when the virtual game ball 208 hits the  virtual nail 

203, the virtual pinwheel 204, or the like (the pos ition 

coordinate of the virtual game ball 208 comes to be  within the 

prescribed range from the position coordinate of th e virtual nail 

203 or the virtual pinwheel 204), the virtual game ball 208 

reflects, and the moving direction changes.  When t he virtual 

game ball 208 enters the second virtual winning por t 207 (the 

position coordinate of the virtual game ball 208 co mes to be 

within the prescribed range from the position coord inate of the 

winning port) while falling downward from the upper  side on the 

virtual board face 201 displayed in the display dev ice D, the 
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number of virtual game ball 208 set in the second v irtual winning 

port 207 thereof beforehand can be acquired as the winning ball.  

Therefore, the second game processing portion 322 s tores the 

situation by adding the number of virtual game ball s 208 acquired 

as the winning balls to the number of balls at hand  displayed in 

the credit display area 211.  Also, the second game  processing 

portion 322 stores the situation by adding the amou nt to be 

obtained by multiplying the exchange rate to the vi rtual game 

balls 208 acquired as the winning balls to the amou nt displayed 

in the amount display area 210.  For example, when the exchange 

rate is 0.2 Hong Kong dollar, the amount is 1,000 H ong Kong 

dollars, and the number of virtual game balls 208 a cquired as the 

winning balls is 10, 10 is multiplied by 0.2 Hong K ong dollar, 

and added to the amount of 1,000 Hong Kong dollars.   Namely, 

1,002 Hong Kong dollars are stored as the new amoun t. 

[0063] When the virtual game ball 208 reaches the l ower side of 

the virtual board face 201 without entering the sec ond virtual 

winning port 207, the virtual game ball 208 moves t o the virtual 

out port 206 directly, and the virtual game ball 20 8 thereof is 

deleted from the virtual board face 201, and is col lected.  Fig. 

13 schematically shows a state wherein the virtual game balls 208 

are moving downward from the upper side on the virt ual board face 

201.  Also, Fig. 14 schematically shows a state imm ediately 

before the virtual game ball 208 enters the second virtual 

winning port 207.  Fig. 15 schematically shows a st ate 

immediately after the virtual game ball 208 enters the second 

virtual winning port 207. 
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[0064] When the virtual game ball 208 enters the fi rst virtual 

winning port 205 in the first game processing porti on 321, and/or 

when the virtual game ball 208 enters the second vi rtual winning 

port 207 in the second game processing portion 322,  the return 

processing portion 323 specifies the number of virt ual game balls 

208 (remaining balls) remaining on the virtual boar d face 201, 

and adds the specified number to the number of virt ual game balls 

208.  Also, the return processing portion 323 calcu lates the 

amount corresponding to the specified number of rem aining balls, 

and adds it to the amount displayed in the amount d isplay area 

210.  Namely, the amount to be obtained by multiply ing the 

exchange rate to the specified number of remaining balls is added 

to the amount displayed in the amount display area 210 so as to 

be renewed.  When the virtual game ball 208 enters the first 

virtual winning port 205 or the second virtual winn ing port 207, 

the virtual game ball 208 is deleted from the virtu al board face 

201 once; however, if the virtual game ball 208 is deleted 

directly, it is a disadvantage for a player.  Conse quently, in 

order to prevent a deletion of the virtual game bal l 208, the 

player comes to hit the next virtual game ball 208 after the 

player waits until the virtual game ball 208 launch ed onto the 

virtual board face 201 enters the first virtual win ning port 205 

or the second virtual winning port 207, or the virt ual out port 

206.  Then, the player hits the virtual game ball 2 08 one by one 

so as to delay a consumption speed of the virtual g ame ball 208.  

This means that a consumption for the store where t he game 

machine is installed is reduced, so that a business  efficiency 

deteriorates so as not to be a favorable condition.   Consequently, 
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for the store, it is preferable that in a state whe rein the 

virtual game ball 208 remains in the virtual board face 201, the 

player launches the next virtual game ball 208, i.e . launches the 

virtual game ball 208 continuously.  Therefore, in order to 

obtain an effect thereof, there is provided return processing of 

the remaining balls at a time of winning, and the a mount 

corresponding to that by the return processing port ion 323. 

[0065] Incidentally, in a case of providing the ret urn processing 

portion 323, without dividing into the first game p rocessing 

portion 321 and the second game processing portion 322, in the 

game processing portion 32, a virtual winning port where the 

winning ball can be acquired may be displayed, and in a case 

wherein the virtual game ball 208 enters there, the  number of 

virtual game balls 208 (the remaining balls) remain ing in the 

virtual board face 201 may be specified, and the sp ecified number 

may be added to the number of virtual game balls 20 8.  Also, the 

amount corresponding to the number of specified vir tual game 

balls 208 is added to the amount displayed in the a mount display 

area 210.  In that case, in the game processing por tion 32, there 

may be provided two modes such as the regular game and the Tulip 

game, or the game may be processed by one mode. 

[0066] In the output processing portion 33, in a ca se wherein a 

player finishes the game of the digital Pachinko, t he information 

of the amount held by the player is coded by a pred etermined 

method and print processing for outputting from the  ticket 

printer 6 is performed by receiving the pressing do wn of the 

button 5f for a ticket out.  Incidentally, in a cas e wherein the 

information of the amount is stored in an IC chip a nd the like 
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without coding the information of the amount and ou tputting from 

the ticket printer 6 on paper, instead of the ticke t printer 6, 

there is provided a device for transmitting and rec eiving the 

information, and by approaching the cellular phone or the IC card 

to the relevant device, the information of the amou nt is stored 

in the IC chip and the like by the contact or nonco ntact.  

Incidentally, as the device for transmitting and re ceiving the 

information, there may be used the ticket reader as  an R/W device, 

and a device for reading and writing the informatio n may be 

standardized. 

[0067] In the output processing portion 33, instead  of the amount, 

the information of the number of virtual game balls  208 and the 

exchange rate of the virtual game balls thereof may  be coded and 

output. 

[0068] Next, one example of a process of the proces sing of the 

game machine of the present invention will be expla ined using the 

flowcharts of Fig 4 to Fig. 7.  One example of the display of the 

display device D of the game machine before the pap er money or 

the like is inserted is shown in Fig. 8. 

[0069] In a case wherein the game (the digital Pach inko) is 

performed in the game machine of the present invent ion, the paper 

money is inserted into the paper-money insertion po rt and the 

like which is the amount calculation device 2 (S100 ).  Otherwise, 

the coin is entered into the coin input port which is the amount 

calculation device 2, or the information regarding a coded money 

amount printed in the ticket is read by the ticket reader which 

is the amount calculation device 2.  Here, for exam ple, one sheet 
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of paper money of 1,000 Hong Kong dollars is insert ed into the 

paper-money insertion port. 

[0070] Based on the information (1,000 Hong Kong do llars) 

regarding the inputted coin, the inserted paper mon ey or the read 

money amount in S100, the amount calculation proces sing portion 

30 in the control device 3 reflects the amount as 1 ,000 Hong Kong 

dollars, and stores in the storage device 301 (S110 ).  In the 

aforementioned example, one sheet of the paper mone y of 1,000 

Hong Kong dollars is inserted into the paper-money insertion port, 

so that the amount calculation processing portion 3 0 reflects the 

credit as 1,000 Hong Kong dollars. 

[0071] Then, after the amount is reflected, the rat e setting and 

receiving portion 31 receives the selection of the exchange rate 

of the virtual play balls selected in the rate sele ction portion 

(the rate selection buttons 5a to 5d) (S120).  Then , the game 

processing portion 32 calculates and reflects the n umber of 

virtual game balls 208 at hand based on an exchangi ng amount and 

the exchange rate (S130).  For example, the amount is 1,000 Hong 

Kong dollars, and there are four kinds of exchange rates wherein 

one ball is 0.2 Hong Kong dollar, one ball is 0.6 H ong Kong 

dollar, one ball is 1.0 Hong Kong dollar, and one b all is 2.0 

Hong Kong dollars.  In a case wherein the rate sele ction button 

5a of the exchange rate indicating that one ball is  0.2 Hong Kong 

dollar is pressed down, the rate setting and receiv ing portion 31 

receives the information of the exchange rate there of, and based 

on the information thereof, the game processing por tion 32 makes 

the storage device 301 reflect to have 5,000 balls of virtual 

game balls 208 as the balls at hand. 
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[0072] Incidentally, in the rate setting and receiv ing portion 31, 

by receiving the pressing down of the rate selectio n buttons 5a 

to 5d at an arbitrary timing including during a gam e, the game 

processing portion 32 can appropriately calculate a nd reflect the 

number of virtual game balls 208 at hand according to the 

exchange rate of the virtual game balls where the s election is 

received.  Namely, the game processing portion 32 s pecifies the 

amount at the timing when the pressing down of the rate selection 

buttons 5a to 5d is received, renews the number of virtual game 

balls 208 based on the amount thereof and the excha nge rate 

according to the rate selection buttons 5a to 5d pr essed down, 

and reflects it in the storage device 301 as the nu mber of balls 

at hand. 

[0073] When the number of virtual game balls 208 at  hand is 

reflected in the aforementioned manner, the game pr ocessing 

portion 32 monitors an operation of the handle 4, a nd until the 

operation of the handle 4 is detected, it becomes a  standby state 

(S140 and S150).  Before the aforementioned process ing or in 

parallel with the processing, or after the number o f virtual game 

balls 208 at hand is reflected, the first game proc essing portion 

321 displays the virtual board face 201, the virtua l nails 203, 

the virtual pinwheel 204, the first virtual winning  port 205, the 

virtual out port 206, and the like by the regular g ame in the 

game area 200 (S200).  Then, when the first game pr ocessing 

portion 321 detects an operation of rotating the ha ndle 4 in the 

predetermined direction, the first game processing portion 321 in 

the game processing portion 32 starts the processin g of Pachinko 

by the regular game.  Namely, the first game proces sing portion 
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321 detects the rotation angle of a position of the  handle 4 

(S210), and based on the detected rotation angle, t he launch 

speed of the virtual game balls 208 is determined ( S220).  For a 

determination method of the launch speed of the vir tual game 

balls 208 based on the rotation angle of the positi on of the 

handle 4, there can be used known various methods. 

[0074] Then, the first game processing portion 321 launches the 

virtual game balls 208 toward the virtual board fac e 201 by the 

determined launch speed (S230), and after the virtu al game balls 

208 move along the virtual rail 202, the virtual ga me balls 208 

move downward from the upper side of the virtual bo ard face 201.  

In the first game processing portion 321, Fig. 9 sc hematically 

shows one example of a screen in a state wherein th e virtual game 

balls 208 move on the virtual board face 201.  Inci dentally, in a 

case wherein a condition that the handle 4 is rotat ed from an 

initial position is continuing, the virtual game ba lls 208 are 

launched toward the virtual board face 201 at presc ribed 

intervals, for example, at every one second. 

[0075] The virtual game balls 208 fall while hittin g the virtual 

nails 203, the virtual pinwheel 204, or the like on  the virtual 

board face 201, and while comparing a coordinate po sition of the 

virtual game balls 208 with a coordinate of the fir st virtual 

winning port 205 (the parent pocket) or the virtual  out port 206, 

in a case wherein the coordinate position of the vi rtual game 

balls 208 is determined to be included in a range o f the first 

virtual winning port 205, the relevant virtual game  balls 208 are 

determined to be entered into the first virtual win ning port 205 

(S240).  On the other hand, in a case wherein the c oordinate 
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position of the virtual game balls 208 is included in a range of 

the virtual out port 206, the relevant virtual game  balls 208 are 

collected.  Namely, the relevant virtual game balls  208 are 

deleted from the virtual board face 201.  Fig. 10 s chematically 

shows one example of a screen in a state immediatel y before the 

virtual game balls 208 are determined to be entered  into the 

first virtual winning port 205. 

[0076] In a case wherein the virtual game balls 208  are 

determined to be entered into the first virtual win ning port 205, 

the first game processing portion 321 stops launch processing of 

the virtual game balls 208 (S250).  Namely, even in  a case 

wherein the handle 4 of the game machine is rotatin g, the virtual 

game balls 208 are not allowed to be launched.  Als o, in the 

first game processing portion 321, the number of vi rtual game 

balls 208 set in the first virtual winning port 205  where the 

virtual game balls 208 have entered is the winning balls, and the 

number of virtual game balls 208 acquired as the wi nning balls is 

added to the number of virtual game balls 208 at ha nd of a 

relevant player stored in the storage device 301 so  as to be 

stored.  Furthermore, regarding the winning balls t o be acquired 

(for example, 50 balls), the first game processing portion 321 

multiplies the exchange rate (for example, 0.2 Hong  Kong dollar) 

to the 50 winning balls, adds it to the amount stor ed in the 

storage device 301, and stores it as the new amount .  Then, the 

first game processing portion 321 determines whethe r other 

virtual game balls 208 remain in the virtual board face 201, i.e. 

there are the remaining balls (S260).  Determinatio n processing 

whether there are the remaining balls is possible b y a 
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determination whether there is a coordinate of the virtual game 

balls 208 within a range of a coordinate of the vir tual board 

face 201. 

[0077] Then, in a case wherein the first game proce ssing portion 

321 has determined that there are the virtual game balls 208 on 

the virtual board face 201, the return processing p ortion 323 

performs the return processing of the remaining bal ls and the 

amount corresponding to the number of remaining bal ls (S270 and 

S300). 

[0078] The return processing portion 323 stops a mo vement of the 

remaining balls located in the virtual board face 2 01, and 

specifies the number of remaining balls (S310 and S 320).  In that 

case, based on the coordinate of the virtual game b alls 208, the 

number of virtual game balls 208 within a range of the virtual 

board face 201 may be counted, or if the first game  processing 

portion 321 controls the number of virtual game bal ls 208 located 

in the virtual board face 201 by a variable and the  like, the 

number of virtual game balls 208 may be specified b y counting the 

number of the variable thereof and the like.  Then,  the return 

processing portion 323 performs the return processi ng of the 

number of virtual game balls 208 at hand by adding the specified 

number of virtual game balls 208 to the number of v irtual game 

balls 208 at hand at a time to be stored in the sto rage device 

301 (S330).  Also, in the return processing portion  323, the 

exchange rate is multiplied by the specified number  of virtual 

game balls 208 to calculate the amount correspondin g to the 

specified number of virtual game balls 208.  Then, the calculated 

amount is added to the amount at the time to be sto red in the 
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storage device 301 so as to perform the return proc essing of the 

amount corresponding to the remaining balls. 

[0079] After the return processing of the remaining  balls and the 

amount corresponding to that is performed in the re turn 

processing portion 323 as mentioned above, the firs t game 

processing portion 321 deletes the first virtual wi nning port 205 

from the virtual board face 201 (S280), and the pro cessing of the 

Tulip game in the second game processing portion 32 2 is performed 

(S290 and S400).  Incidentally, prior to moving to the Tulip game, 

the first game processing portion 321 may display a  special 

screen announcing the winning shown in Fig. 11 in o rder to 

announce that a player has won to the first virtual  winning port 

205. 

[0080] The second game processing portion 322 displ ays the 

virtual rail 202; the virtual nails 203; the virtua l pinwheel 

204; the virtual out port 206; and at least one or more second 

virtual winning port or ports 207 on the virtual bo ard face 201 

(S410).  At that time, besides the second virtual w inning port 

207, regarding display positions of the virtual rai l 202, the 

virtual nails 203, the virtual pinwheel 204, and th e virtual out 

port 206, coordinate positions at the time of the r egular game in 

the first game processing portion 321 may be used d irectly, or 

different coordinate positions may be used.  Namely , regarding 

the virtual rail 202, the virtual nails 203, the vi rtual pinwheel 

204, and the virtual out port 206 except for the se cond virtual 

winning port 207, an arrangement may be the same as  that of the 

regular game, or may be different from that of the regular game.  

Also, regarding the virtual nails 203 and the virtu al pinwheel 
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204, in a case wherein the same arrangement is used  in the 

regular game and the Tulip game, when the first gam e processing 

portion 321 places the virtual nails 203 and the vi rtual pinwheel 

204 on the virtual board face 201, it is preferable  that a 

position where the second game processing portion 3 22 places the 

second virtual winning port 207 is displayed in a p osition where 

the virtual nails 203 and the virtual pinwheel 204 are not 

disposed.  Thereby, in the regular game and the Tul ip game, the 

virtual nails 203 and the virtual pinwheel 204 can have the same 

arrangement. 

[0081] Incidentally, in a background design of the virtual board 

face 201, in order to make a player recognize that the player has 

entered the mode different from the regular game, i t is 

preferable to display a different background design ; however, the 

background design may be the same.  One example of a screen in a 

state transitioned to the processing (the Tulip gam e) by the 

second game processing portion 322 is shown in Fig.  12. 

[0082] The second game processing portion 322 detec ts the 

rotation angle of the position of the handle 4 (S42 0), and based 

on the detected rotation angle, the launch speed of  the virtual 

game balls 208 is determined (S430).  For the deter mination 

method of the launch speed of the virtual game ball s 208 based on 

the rotation angle of the position of the handle 4,  there can be 

used the known various methods. 

[0083] Then, when the second game processing portio n 322 launches 

the virtual game balls 208 toward the virtual board  face 201 by 

the determined launch speed (S440), after the virtu al game balls 

208 move along the virtual rail 202, the virtual ga me balls 208 
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move downward from the upper side of the virtual bo ard face 201.  

In the second game processing portion 322, Fig. 13 schematically 

shows one example of a screen in a state wherein th e virtual game 

balls 208 move on the virtual board face 201. 

[0084] The virtual game balls 208 fall while hittin g the virtual 

nails 203, the virtual pinwheel 204, and the like i n the virtual 

board face 201, and while comparing the coordinate position of 

the virtual game balls 208 with the coordinate of t he second 

virtual winning port 207 (the child pocket) or the virtual out 

port 206, in a case wherein the coordinate position  of the 

virtual game balls 208 is determined to be included  in a range of 

the second virtual winning port 207, the relevant v irtual game 

balls 208 are determined to be entered into the sec ond virtual 

winning port 207 (S450).  On the other hand, in the  case wherein 

the coordinate position of the virtual game balls 2 08 is included 

in the range of the virtual out port 206, the relev ant virtual 

game balls 208 are collected.  Namely, the relevant  virtual game 

balls 208 are deleted from the virtual board face 2 01.  Fig. 14 

schematically shows one example of a screen in a st ate 

immediately before the virtual game balls 208 are d etermined to 

be entered into the second virtual winning port 207 . 

[0085] In a case wherein the virtual game balls 208  are 

determined to be entered into the second virtual wi nning port 207, 

the second game processing portion 322 stops the la unch 

processing of the virtual game balls 208 (S460).  N amely, even in 

the case wherein the handle 4 of the game machine i s rotating, 

the virtual game balls 208 are not allowed to be la unched.  Then, 

the second game processing portion 322 determines w hether other 
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virtual game balls 208 remain in the virtual board face 201, i.e. 

there are the remaining balls (S470).  The determin ation 

processing whether there are the remaining balls is  possible by 

the determination whether there is the coordinate o f the virtual 

game balls 208 within the range of the coordinate o f the virtual 

board face 201 in the same manner as the first game  processing 

portion 321. 

[0086] Then, in a case wherein the second game proc essing portion 

322 determines that there are the virtual game ball s 208 in the 

virtual board face 201, the second game processing portion 322 

makes the return processing portion 323 perform the  return 

processing of the remaining balls and the amount co rresponding to 

that (S480 and S300). 

[0087] The return processing portion 323 stops the movement of 

the remaining balls located in the virtual board fa ce 201, and 

specifies the number of remaining balls (S310 and S 320).  In that 

case, based on the coordinate of the virtual game b alls 208, the 

number of virtual game balls 208 located within the  range of the 

virtual board face 201 may be counted, or if the se cond game 

processing portion 322 controls the number of virtu al game balls 

208 located in the virtual board face 201 by the va riable and the 

like, the number of virtual game balls 208 may be s pecified by 

counting the number of the variable thereof and the  like.  Then, 

the return processing portion 323 performs the retu rn processing 

of the number of virtual game balls 208 at hand by adding the 

specified number of virtual game balls 208 to the n umber of 

virtual game balls 208 at hand at the time stored i n the storage 

device 301 (S330).  For example, as shown in Fig. 1 4, the number 
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of virtual game balls 208 at hand in a player at a time of 

entering the second virtual winning port 207 is 4,9 79, the amount 

is 995.80 Hong Kong dollars, the exchange rate is 0 .2 Hong Kong 

dollar, and there are four virtual game balls 208 i n the virtual 

board face 201 as the remaining balls.  In that cas e, the return 

processing portion 323 adds 4 balls to 4,979 balls at hand stored 

in the storage device 301, and stores 4,983 balls a s the number 

of virtual game balls 208 at hand of the player.  A lso, the 

return processing portion 323 adds 0.8 Hong Kong do llar, in which 

4 remaining balls and the exchange rate 0.2 Hong Ko ng dollar are 

multiplied, to 995.80 Hong Kong dollars of the amou nt stored in 

the storage device 301, and stores the amount of a relevant 

player as 996.60 Hong Kong dollars. 

[0088] Then, in the second game processing portion 322, the 

number of virtual game balls 208 set in the second virtual 

winning port 207 where the virtual game balls 208 h ave entered is 

the winning balls, and the number of virtual game b alls 208 

acquired as the winning balls is added to the numbe r of virtual 

game balls 208 at hand of the relevant player store d in the 

storage device 301 and stored (S490).  For example,  when the 

virtual game balls 208 enters the second virtual wi nning port 207, 

in a case wherein the number of virtual game balls 208 at hand of 

a player after the return processing in the return processing 

portion 323 is 4,983 as mentioned above, and the vi rtual game 

balls 208 have entered the second virtual winning p ort 207 set 

such that the winning balls to be acquired are 50 b alls, the 

second game processing portion 322 stores 5,033 bal ls as the 

number of virtual game balls 208 at hand by adding 50 balls to 
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4,983 balls of the number of balls at hand stored i n the storage 

device 301.  Furthermore, since the winning balls t o be acquired 

is 50 balls, the second game processing portion 322  stores 

1,006.60 Hong Kong dollars as the amount by multipl ying the 

exchange rate of 0.2 Hong Kong dollar to 50 balls o f the number 

of winning balls, and adding it to the amount of 99 6.60 Hong Kong 

dollars stored in the storage device 301 (Fig. 15).  

[0089] The second game processing portion 322 delet es the second 

virtual winning port 207 from the virtual board fac e 201 (S500), 

and as shown in Fig. 15, displays the screen announ cing that a 

player has won to the second virtual winning port 2 07 and 

acquired the winning balls.  Then, the second game processing 

portion 322 finishes the Tulip game, and returns to  the regular 

game in the first game processing portion 321, and the first game 

processing portion 321 displays the first virtual w inning port 

205 and the like on the virtual board face 201 (S20 0).  Then, 

until a handle operation of the game machine is car ried out, the 

first game processing portion 321 keeps the game ma chine on 

standby, and by detecting the handle operation, the  first game 

processing portion 321 makes the processing after S 210 perform 

again. 

[0090] As mentioned above, by repeating the regular  game in the 

first game processing portion 321 and the Tulip gam e in the 

second game processing portion 322, the game in the  game 

processing portion 32 is performed.  Incidentally, in the 

aforementioned second game processing portion 322, there has been 

explained the processing in the case wherein when t he virtual 

game balls 208 enter the second virtual winning por t 207, the 
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winning balls are acquired, and the game returns to  the regular 

game; however, it may be structured such that after  transitioning 

to the Tulip game, the Tulip game is performed for a 

predetermined time.  In that case, there is a case wherein the 

virtual game balls 208 enter the second virtual win ning port 207 

multiple times.  Also, for the time in measuring a time, there 

may be provided a predetermined time measuring proc essing portion 

(not shown in the drawings) in the game machine so as to measure 

the time.  Then, herewith, the second game processi ng portion 322 

is structured so as to return to the regular game i n the first 

game processing portion 321 when the predetermined time measuring 

processing portion measures that the predetermined time has 

passed from a start of the Tulip game. 

[0091] In a case wherein a player desires to finish  the game, the 

player stops the operation of the handle 4 of the g ame machine, 

so that the handle 4 returns to the initial positio n (S150).  

Then, the first game processing portion 321 or the second game 

processing portion 322 in the game processing porti on 32 keeps on 

standby until the virtual game balls 208 in the vir tual board 

face 201 disappear, and after the virtual game ball s 208 have 

completely disappeared from the virtual board face 201, in a case 

wherein there is no remaining amount, the player ju st has to 

leave a seat directly. 

[0092] On the other hand, in a case wherein there i s the 

remaining account, the player carries over the amou nt to a next 

game so as to carry out the operation of the pressi ng down of the 

button 5f for carrying out the output of the predet ermined ticket 

provided in the game machine and the like, and the output 
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processing portion 33 receives the input by the ope ration thereof.  

Then, the output processing portion 33 specifies th e information 

of the amount of the player at an ending time store d in the 

storage device 301.  Then, the information is coded , printed in 

the ticket, and output.  Incidentally, in addition to print in 

the ticket and output, in a case wherein the ticket  is not the 

paper, and is the ticket by an electronic medium, t he information 

of the amount of the player at the ending time may be stored in 

the cellular phone, the IC memory of the IC card, a nd the like 

that a player uses.  By carrying out such output pr ocessing, the 

information of the number of balls at hand stored i n the storage 

device 301 is set to zero. 

[0093] By carrying out such output processing, a pl ayer can enjoy 

a game by carrying over the amount at a time of a p revious game 

directly when the player enjoys the next game by th e game machine. 

 

Industrial Applicability 

[0094] By the game machine of the present invention , the game 

machine which can be operated immediately by a begi nner, and a 

game performance is not impaired as well can be pro vided. 

 

Explanation of Symbols 

[0095] 1: a housing 

 2: an amount calculation device 

 3: a control device 

 4: a handle 

 5: a button portion 

 5a to 5d: rate selection buttons (rate selection p ortions) 
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 5e: a language selection button 

 5f: a button for a ticket out 

 5g: a button for adjusting a volume of sound 

 5h: a button for displaying a screen of a game des cription 

(a help button) 

 5i: a button for displaying a tutorial 

 5j and 5k: auxiliary buttons 

 5l: a button for calling a store representative 

  6: a ticket printer 

 30: an amount calculation processing portion 

 31: a rate setting and receiving portion 

 32: a game processing portion 

 33: an output processing portion 

 100: a conventional Pachinko machine 

 101: a board face 

 102: a glass plate 

 110: an upper tray 

 120: a handle 

 130: a rail 

 140: a winning port 

 200: a game area 

 201: a virtual board face 

 202: a virtual rail 

 203: Virtual nails 

 204: a virtual pinwheel 

 205: a fist virtual winning port 

 206: a virtual out port 

 207: a second virtual winning port 
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 208: virtual game balls 

 210: an amount display area 

 211: a credit display area 

 212: a selection rate display area 

 213: a selected language display area 

 214: a sound output selection area 

 220: an acquisition history display area 

 221: a maximum-monetary-consumption-amount display  area  

 222: a dividend display area 

 300: an arithmetic device 

 301: a storage device 

 302: an input/output interface 

 303: a communication interface 

 321: a first game processing portion 

 322: a second game processing portion 

 323: a return processing portion 

 D: a display device 

 SP: speakers 
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What is claimed is: 

1. A game machine having  an input device and a dis play device in 

a housing, comprising: 

 a first game processing portion performing game pr ocessing 

in a first mode; 

 a second game processing portion performing game p rocessing 

in a second mode; and 

 a return processing portion performing return proc essing of 

a virtual game ball remaining on a virtual board fa ce in a case 

of satisfying a predetermined condition, 

 wherein as the game processing in the first mode, the first 

game processing portion displays at least a virtual  board face 

and a first virtual winning port for transiting to the second 

mode on the display device, and after the virtual g ame ball 

launched onto the virtual board face based on an op eration by the 

input device enters the first virtual winning port,  the first 

virtual winning port is deleted from the virtual bo ard face,  

 as the game processing in the second mode, the sec ond game 

processing portion displays a second virtual winnin g port capable 

of acquiring a winning ball on the virtual board fa ce in the 

display device, 

 in a case wherein the virtual game ball enters the  first 

virtual winning port in the first mode, and/or in a  case wherein 

the virtual game ball enters the second virtual win ning port in 

the second mode, the return processing portion spec ifies a number 

of virtual game balls remaining on the virtual boar d face, 

deletes the number of virtual game balls from the d isplay device, 
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and adds the number virtual game balls to virtual g ame balls at 

hand of a player, and 

 the first game processing portion or the second ga me 

processing portion calculates and displays a maximu m monetary 

consumption amount per unit time by calculating the  maximum 

number of virtual game balls capable of being launc hed per unit 

time and a selected exchange rate. 

 

2. A game machine having an input device and a disp lay device in 

a housing, comprising: 

 a first game processing portion performing game pr ocessing 

in a first mode; and 

 a second game processing portion performing game p rocessing 

in a second mode, 

 wherein as the game processing in the first mode, the first 

game processing portion displays at least a virtual  board face 

and a first virtual winning port for transiting to the second 

mode on the display device, and after a virtual gam e ball 

launched onto the virtual board face based on an op eration by the 

input device enters the first virtual winning port,  the first 

virtual winning port is deleted from the virtual bo ard face, and 

 as the game processing in the second mode, the sec ond game 

processing portion displays a second virtual winnin g port capable 

of acquiring a winning ball on the virtual board fa ce in the 

display device. 

 

3. A game machine according to claim 2, wherein in the second 

game processing portion, after the virtual game bal l launched 
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onto the virtual board face based on an operation b y the input 

device enters the second virtual winning port displ ayed on the 

virtual board face, a number of won virtual game ba lls set in the 

second virtual winning port is added to virtual gam e balls at 

hand of a player as a winning ball. 

 

4. A game machine according to claim 2 or 3, wherei n in the 

second game processing portion, after the virtual g ame ball 

launched onto the virtual board face based on the o peration by 

the input device enters the second virtual winning port displayed 

on the virtual board face, the second virtual winni ng port is 

deleted from the virtual board face, and the first game 

processing portion displays the first virtual winni ng port on the 

virtual board face. 

 

5. A game machine according to any one of claims 2 to 4, wherein 

the first game processing portion and/or the second  game 

processing portion calculates a maximum monetary co nsumption 

amount per unit time by calculating a maximum numbe r of virtual 

game balls capable of being launched per unit time and a selected 

exchange rate, and displays on the display device. 

 

6. A game machine having an input device and a disp lay device in 

a housing, comprising: 

 a game processing portion performing game processi ng; and 

 a return processing portion performing return proc essing of 

a virtual game ball remaining on a virtual board fa ce, 
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 wherein as the game processing, the game processin g portion 

displays at least a virtual board face and a virtua l winning port 

on the display device, and performs processing of d etermining 

whether a virtual game ball launched onto the virtu al board face 

based on an operation by the input device has enter ed the virtual 

winning port, and 

 the return processing portion specifies a number o f virtual 

game balls remaining on the virtual board face in a  case of 

determining that the virtual game ball has entered the virtual 

winning port, deletes the number of virtual game ba lls from the 

display device, and adds the number of virtual game  balls to 

virtual game balls at hand of a player. 

 

7. A game machine having a display device in a hous ing, 

comprising: 

 a game processing portion performing game processi ng, 

 wherein the game processing portion calculates and  displays 

a maximum monetary consumption amount per unit time  by 

calculating using a maximum number of virtual game balls capable 

of being launched per unit time and a selected exch ange rate. 

 

8. A game machine according to claim 7, wherein the  game 

processing portion further calculates and displays the maximum 

monetary consumption amount per unit time by calcul ating using 

the maximum number of virtual game balls capable of  being 

launched per unit time, a selected exchange rate, a nd a base, as 

the maximum monetary consumption amount per unit ti me. 

 


