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(54) Gaming system with input of initial game data

(57) The present invention provides a medal-oper-
ated gaming machine characterized by comprising a da-
ta writing/reading means for executing the writing of at
least one kind of initial data of the game and history data
of the game into a medal with a built-in IC chip, and the
reading of at least one kind of initial data of the game

and history data of the game from the bullt-in-IC-chip
medal. According to the above means, the gaming ma-
chine gives doubled amusement by having an unprec-
edented excitement in addition to the excitement of the
game itself by giving various values to the medal.
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Description

BACKGROUND OF THE INVENTION

FIELD OF THE INVENTION

[0001] The present invention relates to a gaming ma-
chine with which a player may play with a medal.

RELATED ART

[0002] A recent game that is manufactured in Japan
and supplied as a video game or an arcade game com-
bines the latest hardware and software technology. A
composite art or integrated industry of the game with an
advanced graphic display technology for displaying
characters, backgrounds, etc and a sophisticated spec-
ulative method such as plot development is highly eval-
uated not only in Japan but also in the world. A video
game is a type of game to be played with a home video
game machine or a portable gaming machine. An ar-
cade game is a type of game that is played with an ar-
cade video game machine installed in a game hall (so-
called a game arcade).
[0003] These kinds of games range widely and may
include, for example, a racing game which displays sim-
ulatively a horse race or an auto race, a sports game
which displays simulatively a baseball game or a foot
ball game, a story game in which a character moves
freely in the predetermined region to obtain an item dis-
posed in a map, and a fighting game in which a player
fights in a professional wrestling, a boxing, a sumo wres-
tling, a judo, a kendo (Japanese fencing), and other mar-
tial arts using swords or spears.
[0004] In these days, people especially enjoy a stra-
tegic simulation game among the provided video
games.
[0005] In the strategic simulation game, a player op-
erates a leader of a group such that the leader may di-
rect an unit that belongs to the group and experiences
a fictional strategy and combat in a virtual environment
or space being deployed on a screen such as a televi-
sion screen
[0006] Among such strategic simulation games,
Nobunaga's ambition type of game, for example, is pop-
ular. In the game, a player controls, in the Japanese
Warring State Period, a character of Oda Nobunaga (a
leader of a group) who governs the Owarino-kuni (Owari
region), organizes military commanders (a head of the
unit belonging to the group) to be his followers, develops
his own military group belonging to the group by utilizing
a military draft and training, fights and defeats an oppo-
nent group (opponent group) lead by another feudal lord
such that he may broaden his own territory and finally
unify the country.
[0007] As shown above, the player in the strategic
simulation game can fight against the opponent by or-
dering the unit belonging to the group as the leader of

the group with various strategies. The player can have
various experiences as the leader of the group and com-
manders of the units such that the player enjoy easily
virtual strategies and fights.
[0008] Generally, the strategic simulation game re-
quires several or several tens of hours in order to ac-
complish the final purpose. Many players devote them-
selves in the game for a long period of time enjoying
virtual strategies and fights. In this respect, the strategic
simulation game is significantly different from that in an-
other category that may include a action game, a shoot-
ing game, and a puzzle game.
[0009] On the other hand, arcade games are often
elaborated, for instance, a music game to actually dance
or play instruments to the rhythm, an airplane simulation
game utilizing a mock pilot's seat of the plane cockpit,
and so on. A medal game, however, is still popular
among the arcade games although it is spread widely.
[0010] In the medal game, a player purchases one or
more medals from a medal inscription machine such
that the player starts the medal game with the medal
gaming machine by inserting the medal If the player
wins the game, a predetermined number of medals are
paid out. So, the player who has obtained many medals
can enjoy the game again without purchasing a new
medal.
[0011] In such typical medal games as a roulette, a
card game, a horse racing game, etc., the way to use
the medal is quite simple. Therefore, it is not easy to
give the player a novel feeling or surprise so that it may
be difficult to obtain more and more players to make the
medal game so popular as to make a boom.
[0012] Therefore, a new kind of medal gaming ma-
chine such as a simulation game has emerged. By way
of example, a horse racing game having a training mode
and a racing mode may be played by a plurality of play-
ers at the same time.
[0013] In such horse racing game, the plurality of play-
ers can raise and train horses virtually in the training
mode if they insert medals. In the racing mode, the play-
ers can select jockeys so as to start the race by inserting
medals, The player can make their virtual horses enter
the race and purchase betting tickets by inserting med-
als so that they may receive a predetermined number
of medals according to the race result.
[0014] However, the above-mentioned horse racing
game may offer medals according to the race result and
the payout is not necessarily closely related with the
game procedure. In this respect, there is not a large dif-
ference between the conventional medal gaming ma-
chine and the horse racing medal gaming machine.
Therefore, it may not be easy for the horse racing medal
gaming machine to obtain more and more new players
as the medal gaming machine has a unique concept

SUMMARY OF THE INVENTION

[0015] Considering the above, it is an object to pro-
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vide a medal gaming machine with a lot of amusing fea-
tures unlike the conventional gaming machine and en-
hance amusement as well as excitement of the medal
game by giving medals various values
[0016] In order to accomplish the above-mentioned
object, according to the present invention, it is provided
that a medal gaming machine comprises a data reading/
writing means to read and write on a medal with a built-
in IC chip.
[0017] More specifically, according to the present in-
vention, it is provided that a medal gaming machine
comprises a data reading/writing means for writing at
least one type of initial data of the game and history data
of the game, and reading at least one type of initial data
of the game and history data of the game

(1) It is also provided that a gaming machine using
a medal and including a main body, an output part
for letting a player know a current status of a game,
an input part for the player to input data, and a con-
trol part for controlling the output part and the input
part such that the game proceeds, comprises an en-
gaging part in which the medal is set, which has an
IC chip; a data reader for reading data from the IC
chip, which is provided around the engaging part;
and a communication part which transfers the read
data from the IC chip to the control part such that
the game begins with a status determined by the
read data.

As mentioned above, since it is possible to read
and/or write initial and history data of the game on
a medal with a built-in IC chip, various data (for ex-
ample, data of a character appearing on the game
or items owned by the character, etc) can be stored
in a medal with a built-in IC chip ("built-in-IC-chip
medal", hereinafter). The data may be stored in a
plurality of built-in-IC-chip medals. Thus, the built-
in-IC-chip medal can have various values in the
game.

For example, when data of a military command-
er (eg, Oda Nobunaga or Takeda Shingen) who ap-
pears on a strategic simulation game setup in the
warring state period is stored on a built-in-IC-chip
medal, the built-in-IC-chip medal has a different val-
ue depending on whose data is stored even if the
appearance of the built-in-IC-chip medal is exactly
the same.

Therefore, the player can play the strategic sim-
ulation game with the built-in-IC-chip medal having
the data of Oda Nobunaga or Takeda Shingen at
the player's discretion if the player has collected
both medals. Further, since either medal has a dif-
ferent value to the player, the player can have a spe-
cial affinity to either because of the stored data.

Thus, the player may have a desire to collect
medals with various data such that the player may
be motivated to devote himself to the game. The
player can have a special affinity to each medal and

the medal gaming machine may enhance amusing
features and novel excitements of the game.
(2) The gaming machine according to (1) is charac-
terized in that the data reader comprises a data writ-
ing part for writing data on the IC chip according to
the control part. The data reader may have reading
and writing functions such that a current game sta-
tus may be stored on the medal in the middle of the
game
(3) The gaming machine according to (1) is charac-
terized in that the read data comprises an initial
gaming data, a gaming history data, or a combina-
tion thereof. The data reader may read the initial
gaming data or the gaming history data such that
the player can start the game from the initial status
or an advanced status. The combined data may en-
able the player to select either status as a starting
status.

The medal gaming machine having the data
reading/writing means for writing at least one of the
initial and history data of the game reading at least
one of the initial and history data of the game com-
prises a payout means for paying out the built-in-IC-
chip medal when a predetermined condition is sat-
isfied during the game.
(4) The gaming machine according to (1) further
comprises a payout part for paying a predetermined
number of medals when a condition corresponding
to the predetermined number is met during the
game.

Since the player can receive medal payouts
when the predetermined condition is satisfied dur-
ing the game process, the player's desire for collec-
tion of medals is invoked and he may devote himself
to the game more. Further, the player can have an
affinity to the medal and the medal game machine
may enhance amusing features and novel excite-
ments of the game.

The medal gaming machine having the data
reading/writing means for writing at least one of the
initial and history data of the game reading at least
one of the initial and history data of the game may
provide a strategic simulation game.
(5) The gaming machine according to (1) is charac-
terized in that the game comprises a battle simula-
tion game, a role playing game, a video game with
a plurality of individual players, or a combination
thereof.

In general, a strategic simulation game has a
larger number of characters that appear on a game
and can be operated by the player than a game in
another category. The player can collect many built-
in-IC-chip medals with different values so as to play
the game using many medals if data of many char-
acters are stored on as many medals. As the result,
the desire for collection of the built-in-IC-chip med-
als is enhanced significantly so that the medal game
machine enhances amusement of the game
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(6) The gaming machine according to (1) is charac-
terized in that the data reader reads another data
from another built-in-IC-chip medal such that the
game begins with a different status from that deter-
mined by either data
(7) The gaming machine according to (6) is charac-
terized in that said another medal comprises an ex-
ternal body having a substantial thin disk shape, an
identification part mounted on the extemal body in
association with the game, and a notched portion
on a circumferential portion of the external body.
(8) The gaming machine according to (1) is charac-
terized in that the metal comprises an external body
having a substantial thin disk shape, and a notched
portion on a circumferential portion of the external
body,
(9) A gaming machine system which operates in re-
lation to a medal and has a plurality of sub-gaming
machines and a main control part controlling a main
game in association with the plurality of sub-gaming
machines, each of which has an outer body, an out-
put part for letting a designated player know a cur-
rent status of the player in a sub-game of the main
game, an input part for the player to input data, a
control part for controlling the output part and the
input part such that the sub-game proceeds in as-
sociation with the main game, is characterized in
that said each sub-gaming machine comprising an
engaging part in which the medal is set, the medal
having a build-in IC chip; a data reader for reading
data from the built-in IC chip, the data reader being
provided around the engaging part; and a commu-
nication part which transfers the read data from the
built-in IC chip to the control part such that the sub-
game begins with a status determined by the read
data in association with a status of the main game;
wherein the gaming machine system comprises a
common output part which lets each player know a
main status of the main game.
(10) The gaming machine system according to (9)
is characterized in that a first player at a first sub-
gaming machine out of the plurality of sub-gaming
machines plays with a second player at a second
sub-gaming machine out of the plurality of sub-
gaming machines such that either the first or the
second player defeats to gain a predetermined
number of points or medals.
(11) The gaming machine system according to (9)
is characterized in that a first player at a first sub-
gaming machine out of the plurality of sub-gaming
machines can take a break from the main game
such that the data reader writes a status before the
break on the built-in IC chip.
(12) The gaming machine system according to (9)
is characterized in that a first player at a first sub-
gaming machine out of the plurality of sub-gaming
machines can take a break from the main game
such that the data reader writes a status before the

break on the built-in IC chip; wherein the first sub-
gaming machine can continue to run the main game
under conditions determined by the first player be-
fore the break.
(13) The gaming machine system according to (12)
is characterized in that the first player rejoin the
main game such that the data reader writes an ad-
vanced status from the break on the built-in IC chip.

[Definition of terms]

[0018] The medal gaming machine refers to a gaming
machine which can receive a medal at an inlet, an in-
sertion slot, an opening, a recess, and so on. The medal
gaming machine may have a medal pay outlet to pay
out medals. The player may insert a medal into the
above-mentioned medal inlet to play the game. The
medal may be paid out from the above-mentioned med-
al pay outlet according to the player's input operation.
The player can insert one or more medals while the
game is being played. The above-mentioned medal
gaming machine may offer one or more games to one
or more players The medal gaming machine also may
comprise a plurality of satellites as many players who
play games at the same time.
[0019] The satellite used herein is a device compris-
ing a control section composed of one or more control
buttons or knobs with which the player inputs predeter-
mined instructions and/or commands, and an image dis-
play device to display images related to the game. The
control section may include an input part with which the
player plays the game. The player operates the above-
mentioned control section with viewing images dis-
played on the above-mentioned image display device
such that the game deployed with the medal gaming ma-
chine proceeds.
[0020] In the medal gaming machine according to the
present invention, the number of satellite is not limited.
It can be set one or more depending on the size of the
medal gaming machine, the nature of the game, and so
on.
[0021] The medal denotes a substance for playing the
game on the medal gaming machine. The medal may
be inserted or injected into the above-mentioned medal
gaming machine or a part thereof In general, it may work
like a coin. The above-mentioned medal may be differ-
ent from a currency circulating in an actual society. The
above-mentioned medal may be, for example, pur-
chased from a medal inscription machine installed in a
game hall.. The medal obtained by a game result gen-
erally may not be exchanged with money or goods.
[0022] The number of medals inserted into the medal
gaming machine according to the present invention, for
example, may be stored on a storage media (for exam-
ple a RAM, a flash memory, etc) built in the medal gam-
ing machine or the medal with a built-in IC chip placed
or set at a predetermined position of the medal gaming
machine as game points On the other hand, when the
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player operates the control section or the input part so
that a predetermined instruction is input by the player,
medals are paid out in the number corresponding to the
number of stored points
[0023] The point used herein refers to information of
the game to be played with the medal gaming machine
or information equivalent to the number of medals. For
example, if the game can be started by inserting ten
medals into the medal gaming machine according to the
present invention, the game can be also started by in-
putting ten points instead ten medals.
[0024] The medal with a built-in IC chip refers to a
medal having an IC chip and being used in the above-
mentioned medal gaming machine or a medal having a
storage section that can store initial and history data of
the game supplied by the above-mentioned medal gam-
ing machine.
[0025] In the medal gaming machine according to the
present invention, the player can use one or more built-
in-IC-chip medals to play the game.
[0026] The above-mentioned storage section may be
composed of, for example, an EPROM (Erasable Pro-
grammable ROM), an OTPROM (Optical Programma-
ble ROM), an EEPROM (Electrically Erasable Program-
mable ROM), a flash memory (flash type EEPROM),
and so on. It may be composed of an integrated circuit
other than this kind of memory, for example, micro proc-
essor, etc.
[0027] A shape of the above-mentioned built-in-IC-
chip medal is not limited. But it is preferably disk-shaped
like an ordinary medal so that the built-in-IC-chip medal
is recognized without a strange feeling It is desirable that
the size and thickness of the above-mentioned medal
are substantially the same as the ordinary medal
[0028] The above-mentioned medal may be made of
an ordinal material such as resin. The medal may be
made of metal if the IC chip or pins thereof are coated
with resin or the like so that insulation of the embedded
IC chip and pins thereof to each other is secured.
[0029] The Initial data of the game refers to data re-
quired for starting the game with the above-mentioned
medal gaming machine. For example, it may include an
ID code and a check code to identify the player, personal
information of the player, data about the above-men-
tioned points, data about the initial setting on starting
the game, etc.
[0030] The history data of the game refers to data
about the game in progress with the above-mentioned
medal gaming machine. The history data of the game
may include an lD code and a check code to identify the
player, personal information of the player, data about the
above-mentioned points.. The game stopping data (or
game stop data) used herein is included in the above-
mentioned history data of the game. It is the history data
when the game in progress with the above-mentioned
medal gaming machine is stopped.
[0031] The above-mentioned built-in-IC-chip medal is
preferably configured integrally with an image of a three-

dimensional shape.
[0032] Because of this, if the image of the three-di-
mensional shape (referred to as "figure" hereinafter) is
made into an image simulating an appearance of a char-
acter that appears on the game, the player's desire for
collecting the medals (medals with built-in IC chips) is
invoked and the player can have a feeling toward the
medals (medals with built-in IC chips). Further, he may
devote himself to the game. However, it is not necessary
that the built-in-IC-chip medal configured integrally with
the figure is formed so that the medal portion can not be
removed from the above-mentioned figure. It may be
configured in such a manner that it can be removed from
the above-mentioned figure The built-in-IC-chip medal
integrally configured with the figure will be explained in
detail referring to the drawings later.
[0033] The above-mentioned medal may be issued or
inscribed by a inscription machine (referring to a built-
in IC chip medal inscription machine hereinafter), which
may be installed in the game hall
[0034] The built-in-IC-chip-medal inscription machine
used herein is a device to issue or inscribe built-in-IC-
chip medals used with the above-mentioned medal
gaming machine. It issues built-in-IC-chip medals in the
number corresponding to the predetermined number of
inserted medals.
[0035] The built-in-IC-chip-medal inscription machine
mentioned above preferably has a data writing means
for writing the initial data of the game
[0036] It can issue built-in-IC-chip medals with the in-
itial data of the game stored at each built-in IC chip. So,
it is possible to issue a built-in-IC-chip medal with differ-
ent data at every time when a built-in-IC-chip medal is
issued so as to have a different value. The built-in-IC-
chip-medal inscription machine will be explained in de-
tail later referring to the drawings.
[0037] In the medal gaming machine according to the
present invention, the built-in-IC-chip medal mentioned
above may be used instead the ordinary medal, which
does not have the IC chip. However, the built-in-IC-chip
medal mentioned above may preferably be used with
the ordinary medal.
[0038] By allowing the built-in-IC-chip medal to store
a character appearing on the game and by using the
ordinary medal which has been used conventionally, dif-
ferent kinds of medals with different values may be uti-
lized at the same time For example, it is possible to pay
out different medals such as the ordinary medal and the
built-in-IC-chip medal depending on the status of the
game so as to provide the game with an enhanced ex-
citement.
[0039] The medal gaming machine according to the
present invention may preferably pay out the built-in-IC-
chip medals if the predetermined condition is satisfied
during the game.
[0040] The player can obtain payout of built-in-IC-chip
medals when the predetermined condition is satisfied
while the game is proceeding so that the player's desire
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for collecting built-in-IC-chi medals is invoked and he
can devote himself to the game more. The predeter-
mined condition may not particularly be limited. It may
include, for example, a condition that the player wins in
a fight with another group.
[0041] The simulation game may refer to one game
category and be defined with a common concept in the
art. For instance, the simulation game may be a game
in which the player can enjoy a virtual world with a virtual
environment and /or a virtual space provided.
[0042] The strategic simulation game may refer to a
game, among the above-mentioned simulation games,
in which the player can experience and enjoy, especially,
virtual strategies and fights in the virtual environment
and virtual space provided (referred to "virtual environ-
ment" hereinafter).
[0043] The medal gaming machine according to the
present invention may preferably be a medal gaming
machine to offer a strategic simulation game. The
above-mentioned built-in-IC-chip medal according to
the present invention is preferably used with the medal
gaming machine to offer the strategic simulation game.
[0044] In general, the strategic simulation game has
a larger number of characters which appear on the
game and can be operated by the player than a game
in another category By storing data of different charac-
ters on as many built-in-IC-chip medals, the player can
collect many built-in-IC-c medals with different values
and play the game with many built-in-IC-chip medals.
[0045] As the result, the desire for collection of medals
(built-in-IC-chip medals) is enhanced significantly so as
to provide the medal game machine with an enhanced
amusement.
[0046] The group used herein is a virtual group (mili-
tary group) that can be operated by the player in the vir-
tual environment etc, provided with the above-men-
tioned strategic simulation game. The group is com-
posed of a leader and a unit to be descried later. For
example, if the strategic simulation game adopts the
Japanese territory in the Warring State Period as a vir-
tual environment, the above-mentioned group may in-
clude a military group led by Oda Nobunaga, or Takeda
Shingen, or the like
[0047] If the strategic simulation game adopts a mo-
dem war as a virtual environment, the above-mentioned
group may include a military force such as a tank, a bat-
tleship, and a battle plane.
[0048] The unit refers to a unit to constitute the above-
mentioned group The above-mentioned group is com-
posed of one or more units
[0049] For example, if above-mentioned group is an
army group (or military group) led by Oda Nobunaga,
the group is composed of an army unit led by Hashiba
Hideyoshi and Hashiba Hideyoshi himself. If the above-
mentioned group is a military force including tanks, bat-
tleships and battle planes, the unit configuring the group
includes tanks, battleships and battle planes.
[0050] The leader refers to a head of the unit among

the above-mentioned units. For example, if the above-
mentioned group is an army group led by Oda Nobuna-
ga, the leader is Oda Nobunaga himself.
[0051] The above-mentioned group, unit, and leader
may have ability values in various manners, respective-
ly. The ability values vary depending on conditions of
the strategic simulation game in progress. Data about
the group, unit, and leader may include data about these
ability values. Data about the group, unit, and leader are
stored in the built-in-IC-chip medal as the initial or the
history data of the game.
[0052] One built-in-IC-chip medal may store data
about the entire group, or data about one or more units
belonging to the group
[0053] However, one built-in-IC-chip medal preferably
stores data about one unit belonging to one group.
[0054] In the following explanations, "starting a
game " means to start a game using the above-men-
tioned initial data of the game includes joining the game
in progress using the above-mentioned initial data of the
game.
[0055] On the other hand, "joining a game" means
joining a game using above-mentioned history data of
the game.
[0056] "Stopping a game" means exiting a game tem-
porarily after starting or joining the game. When a plu-
rality of players are playing a game at the same time, a
game played by a player may be suspended temporarily
if the player stops the game. The other players, howev-
er, can play the game without interruption
[0057] "Resuming a game" means resuming a game
after the game being stopped once. So, unlike the case
of joining the game, the player can resume the game
only when the game he played is still in progress.
[0058] Other features and advantages of invention
will be explained in detail in the following description re-
ferring to the drawings.

BRIEF DESCRIPTION OF THE DRAWINGS

[0059]

Fig 1 is a schematic perspective view of a medal
game machine according to an embodiment of the
present invention.
Fig. 2A is a schematic plan view of a built-in-IC-chip
medal according to an embodiment of the present
invention.
Fig. 2B is a cross-sectional view along A-A line in
Fig. 2A.
Fig. 3A is a schematic front view of a built-in-IC-chip
medal integrally configured with an image having a
three-dimensional shape according to an embodi-
ment of the present invention.
Fig. 3B is a schematic perspective view of a built-
in-IC-chip medal shown in Fig. 3A. The medal is set
on a built-in-IC-chip medal setting table installed on
a medal gaming machine according to the present
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invention.
Fig. 4A is a block diagram to show an internal struc-
ture of a medal gaming machine shown in Fig. 1.
Fig. 4B is a block diagram showing an internal struc-
ture of a satellite constituting a medal gaming ma-
chine.
Fig. 5 is a schematic perspective view of a built-
in-IC-chip-medal inscription machine according to
an embodiment of the present invention.
Fig.. 6 is a block diagram showing an internal struc-
ture of a built-in-IC-chip-medal inscription machine
shown in Fig. 5.
Fig. 7 is a flow chart showing a sub-routine execut-
ed to issue built-in-IC-chip medals with a built-in-IC-
chip-medal inscription machine
Fig. 8A is a schematic diagram showing an example
of an image displayed on a screen of an image dis-
play device installed in a built-in-IC-chip-medal in-
scription machine .
Fig. 8B is a schematic diagram showing an example
of an image displayed on a screen of an image dis-
play device installed in a built-in-IC-chip-medal in-
scription machine.
Fig. 8C is a schematic diagram showing an example
of an image displayed on a screen of an image dis-
play device installed in a built-in-IC-chip-medal in-
scription machine.
Fig. 9A is a flowchart showing a sub-routine execut-
ed when starting a new strategic simulation game.
Fig. 9B is a flow chart following than in Fig. 9A
Fig. 10A is a schematic diagram showing an exam-
ple of an image displayed on a screen of an image
display device installed on a satellite of a medal
gaming machine.
Fig. 10B is a schematic diagram showing an exam-
ple of an image displayed on a screen of an image
display device installed on a satellite of a medal
gaming machine.
Fig. 10C is a schematic diagram showing an exam-
ple of an image displayed on a screen of an image
display device installed on a satellite of a medal
gaming machine.
Fig. 11 is a flowchart showing a sub-routine execut-
ed when a strategic simulation game is in progress.
Fig 12A is a schematic diagram showing an exam-
ple of an image displayed on a screen of an image
display device installed on a satellite of a medal
gaming machine
Fig. 12B is a schematic diagram showing an exam-
ple of an image displayed on a screen of an image
display device installed on a satellite of a medal
gaming machine
Fig. 12C is a schematic diagram showing an exam-
ple of an image displayed on a screen of an image
display device installed on a satellite of a medal
gaming machine.
Fig. 13A is a schematic diagram showing an exam-
ple of an image displayed on a screen of an image

display device installed on a satellite of a medal
game machine.
Fig. 13B is a schematic diagram showing an exam-
ple of an image displayed on a screen of an image
display device installed on a satellite of a medal
game machine.
Fig. 14A is a flowchart showing a sub-routine exe-
cuted when starting a fight between a group and an-
other group in a strategic simulation game.
Fig. 14B is a flow chart following that in Fig. 14A.
Fig. 15A is a schematic diagram showing an exam-
ple of an image displayed on a screen of an image
display device installed on a satellite of a medal
game machine
Fig. 15B is a schematic diagram showing an exam-
ple of an image displayed on a screen of an image
display device installed on a satellite of a medal
game machine.
Fig. 15C is a schematic diagram showing an exam-
ple of an image displayed on a screen of an image
display device installed on a satellite of a medal
game machine.
Fig. 16A is a schematic diagram showing an exam-
ple of an image displayed on a screen of an image
display device installed on a satellite of a medal
game machine.
Fig. 16B is a schematic diagram showing an exam-
ple of an image displayed on a screen of an image
display device installed on a satellite of a medal
game machine.
Fig. 16C is a schematic diagram showing an exam-
ple of an image displayed on a screen of an image
display device installed on a satellite of a medal
game machine.
Fig. 17A is a flowchart showing a sub-routine exe-
cuted when executing a fight between a group and
another group in a strategic simulation game in a
medal game machine.
Fig. 17B is a flow chart following that in Fig. 17A.
Fig. 18A is a schematic diagram showing an exam-
ple of an image displayed on a screen of an image
display device installed on a satellite of a medal
game machine.
Fig. 18B is a schematic diagram showing an exam-
ple of an image displayed on a screen of an image
display device installed on a satellite of a medal
game machine.
Fig. 18C is a schematic diagram showing an exam-
ple of an image displayed on a screen of an image
display device installed on a satellite of a medal
game machine
Fig 19 is a flowchart showing a sub-routine execut-
ed when a strategic simulation game is in progress.
Fig. 20A is a schematic diagram showing an exam-
ple of an image displayed on a screen of an image
display device installed on a satellite of a medal
game machine.
Fig. 20B is a schematic diagram showing an exam-
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ple of an image displayed on a screen of an image
display device installed on a satellite of a medal
game machine.
Fig. 20C is a schematic diagram showing an exam-
ple of an image displayed on a screen of an image
display device installed on a satellite of a medal
game machine.
Fig. 21A is a flowchark showing a sub-routine exe-
cuted when a strategic simulation game in a medal
game machine is in progress.
Fig. 21 B is a flow chart following that in Fig. 21A.
Fig. 22A is a schematic diagram showing an exam-
ple of an image displayed on a screen of an image
display device installed on a satellite of a medal
game machine.
Fig. 22B is a schematic diagram showing an exam-
ple of an image displayed on a screen of an image
display device installed on a satellite of a medal
game machine.
Fig. 22C is a schematic diagram showing an exam-
ple of an image displayed on a screen of an image
display device installed on a satellite of a medal
game machine.
Fig. 23 is a flowchart showing a sub-routine execut-
ed when a strategic simulation game is in progress
in a medal game machine;
Fig. 24A is a flowchart showing a sub-routine exe-
cuted when a strategic simulation game is in
progress in a medal game machine.
Fig. 24B is a flow chart following that in Fig. 24A.
Fig. 25 is a flowchart showing a sub-routine execut-
ed when resuming a strategic simulation game in a
medal game machine.
Fig. 26A is a schematic diagram showing an exam-
ple of an image displayed on a screen of an image
display device installed on a satellite of a medal
game machine.
Fig. 26B is a schematic diagram showing an exam-
ple of an image displayed on a screen of an image
display device installed on a satellite of a medal
game machine.
Fig. 26C is a schematic diagram showing an exam-
ple of an image displayed on a screen of an image
display device installed on a satellite of a medal
game machine
Fig 27 is a flowchart showing a sub-routine execut-
ed for allowing a new group to join a strategic sim-
ulation game in progress..
Fig. 28A is a schematic diagram showing an exam-
ple of an image displayed on a screen of an image
display device installed on a satellite of a medal
game machine.
Fig. 28B is a schematic diagram showing an exam-
ple of an image displayed on a screen of an image
display device installed on a satellite of a medal
game machine.
Fig. 28C is a schematic diagram showing an exam-
ple of an image displayed on a screen of an image

display device installed on a satellite of a medal
game machine.
Fig. 29 is a sub-routine showing a flow chart exe-
cuted in a medal game machine.
Fig. 30 is a sub-routine showing a flow chart exe-
cuted in a medal game machine.
Fig 31A is a schematic diagram showing an exam-
ple of an image displayed on a screen of an image
display device installed on a satellite of a medal
game machine.
Fig 31B is a schematic diagram showing an exam-
ple of an image displayed on a screen of an image
display device installed on a satellite of a medal
game machine.

DETAILED DESCRIPTION OF PREFERRED
EMBODIMENT

[0060] Embodiments according to the present inven-
tion will now be explained referring to the drawings.
[0061] A medal gaming machine to offer a strategic
simulation game in which a player can enjoy virtual
fights and strategies in the warring state period of Japan
as a virtual environment will now be explained. A medal
with a built-in IC chip (refering to "built-in-IC-chip med-
al," hereinafter) stores data about one leader or unit con-
stituting a group
[0062] Fig. 1 is a perspective view schematically
showing an embodiment of a medal gaming machine
according to the present invention
[0063] The medal game machine 10, as shown in Fig
1, comprises a main body device 11 composed of a sat-
ellite 12 comprising eight units including four units on
the front side and eight units on the back side. Up to
eight players can enjoy the strategic simulation game at
the same time by the medal gaming machine 10.
[0064] On the top surface the main body device 11,
between four units of the satellite 12 and four units of
the satellite 12, there suspended a large display device
13 having a screen 13a on the front side and the back
side respectively.
[0065] The screen 13a of the large display device 13
displays large images of a game and people other than
players who play the strategic simulation game by the
satellites 12 can watch the strategic simulation game
played on the medal gaming machine 10. A roof 25 sim-
ulating a part of a castle in the warring state period is
installed on the upper side of the large display device 13.
[0066] An image display device 14 (not shown) is in-
stalled on each satellite 12 constituting a main body de-
vice 11. A screen 14a of the image display device 14 is
exposed on the center of top surface of the satellite 12.
The screen 14a displays images related to a game in
progress. Screens 14a of the image display device 14
installed on each satellite 12 do not always display the
same images They sometimes display different images
depending on progresses.
[0067] A control section 15 constituted of multiple
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control buttons on the front side of the screen 14a of the
satellite 12. A player can proceed a game by operating
multiple control buttons (the control section 15) as
watching images displayed on the screen 14a.
[0068] A medal inlet 16 is installed on the right side of
the screen 14a. A medal sensor 120 (not shown) is in-
stalled inside the medal inlet 16. Medals injected to the
medal inlet 16 are detected by the medal sensor 120.
[0069] A medal with built-in IC chip installation unit 20
having five depressed portion 19 to which the built-in-IC-
chip medal is inserted is installed on the left side of the
screen 14a. A connector 19a (not shown) is installed at
the bottom of the depressed portion 19 The connector
19a is connected to information reading/writing device
112 installed inside the satellite 12 The information read-
ing/writing device 112 can write at least one of initial data
of the game and history data of the game onto the medal
with the built-in IC chip installed to the depressed portion
19 via the connector 19a and read at least one of initial
data of the game and history data of the game from the
medal with the built-in IC chip (built-in-IC-chip medal).
[0070] So, each player can play the strategic simula-
tion game by using up to five built-in-IC-chip medals at
the same time.
[0071] A speaker 18 is installed on the backside of the
screen 14a Background music (referred to as "BGM"
hereinafter), sound and sound effect, etc, are output cor-
responding to the progress of the strategic simulation
game.
[0072] A medal pay outlet 21 and a built-in-IC-chip-
medal pay outlet 22 are installed at the front side of the
satellite 12
[0073] A hopper 121 and a medal detection part 122
(not shown) are installed inside the satellite 12 equipped
with the medal pay outlet 21.
[0074] When an instruction to pay out medals via the
control section 15 is input, medals are paid out from the
hopper 121. Paid out medals are detected by the medal
detection part 122. After that, when the medal detection
part 122 detected a predetermined number of medals,
payout of medals from the hopper 121 are completed
[0075] The built-in-IC-chip-medal pay outlet 22 is an
opening to pay out built-in-IC-chip medals. An informa-
tion writing device 113 (not shown) that writes data onto
the built-in-IC-chip medal and a built-in-IC-chip-medal
payout device 114 to pay out medals with built-in IC
chips with data written by the information writing device
113 from the built-in-IC-chip-medal pay outlet 22 are in-
stalled inside of inside of the satellite 12 where the built-
in-IC-chip-medal pay outlet 22 is provided.
[0076] Then, the built-in-IC-chip medal used the
above-mentioned medal game machine is explained re-
ferring to Fig. 2A, Fig. 2B, Fig. 3A and Fig. 3B.
[0077] Fig. 2A is a plane view schematically showing
the above-mentioned built-in-IC-chip medal.
[0078] Fig. 2B is a cross section diagram of A-A line.
[0079] As shown Fig. 2A, a medal with a built-in IC
chip (built-in-IC-chip medal) 30 has a substantial circular

disc shape There is a decoration (so-called relief) of an
armor of warring state period on the obverse side sur-
face of the built-in-IC-chip medal 30. There is a notch
30a for positioning at a part of rim part of the built-in-IC-
chip medal 30.
[0080] An IC chip 31 with eight pins 31a is embedded
inside of the built-in-IC-chip medal 30 The IC chip 31
comprises a storage section (not shown) to store initial
data of the game and history data of the game supplied
from the medal gaming machine 10.
[0081] As shown in Fig. 2B, eight openings 30b are
installed on the backside of the built-in-IC-chip medal
30. Eight pins 31a of the IC chip 31 are exposed in the
opening 30b.
[0082] By inserting the built-in-IC<hip medal 30 into
the depressed portion 19 of the built-in-IC-chip medal
installation unit 20, the connector 19a installed at the
bottom of the depressed portion 19 and the pin 31 a of
the IC chip 31 embedded in the built-in-IC-chip medal
30 contact to each other.
[0083] As the results, the information reading/writing
device 112 installed inside of the satellite 12 of the medal
gaming machine 10, via the connector 19a, can write at
least one of initial data of the game and history data of
the game onto the built-in-IC-chip medal 30 and read at
least one of initial data and history data of the game out
the built-in-IC-chip medal 30.
[0084] Fig. 3A is a front view schematically showing
a built-in-IC-chip medal according to the present inven-
tion integrally configured with an image having a three-
dimensional shape;
[0085] Fig. 3B is a schematic perspective view of a
built-in-IC-chip medal shown in Fig 3A being set on a
built-in-IC-chip medal installation unit installed on a
medal gaming machine according to the present inven-
tion,
[0086] As shown Fig. 3A, in the built-in-IC-chip medal
30, a part including the obverse side of surface is insert-
ed and fixed into a depressed portion 32a formed at the
bottom of a mount part 32 of a circular disc shape. A
resins figure 33 mocking an appearance of a military
commander of in the warring state period is fixed The
built-in-IC-chip medal 30 is integrally configured with the
figure 33
[0087] In addition, the figure 33 is mocking an appear-
ance of a character (unit) appearing in a strategic sim-
ulation game offered in the medal gaming machine 10.
[0088] As shown in Fig. 3B, five depressed portions
19 having substantially circular shape are installed in
the built-in- medal installation unit 20 installed in the
medal gaming machine 10. As mentioned above, the
connector 19a is connected to the information reading/
writing device 112 installed inside the satellite 12.
[0089] There is the notch 30a for positioning at a part
of rim part of the built-in-IC-chip medal 30. By installing
the built-in-IC-chip medal 30 onto the depressed portion
19 so that a projection 19b is engaged with the notch
30a formed on the built-in-iC-chip medal 30, eight metal
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terminals equipped on the connector 19a are inserted
into the eight openings 30b installed at the bottom of the
built-in-iC-chip medal 30.
[0090] As the results, the pin 31a of the IC chip 31
exposed in the openings 30b and the metal terminal are
contacted to each other, the information reading/writing
device 112 installed inside of the satellite 12 of the medal
gaming machine 10, via the connector 19a, can write at
least one of initial data of the game and history data of
the game onto the built-in-IC-chip medal 30 and read at
least one of initial data of the game and history data of
the game out the built-in-IC-chip medal 30
[0091] Next, an internal structure of the medal gaming
machine according to the present invention will now be
explained
[0092] Fig. 4A is a block diagram to show an internal
structure of the medal gaming machine 10 shown in Fig.
1 and Fig. 4B is a block diagram showing an internal
structure of the satellite 12 constituting the medal gam-
ing machine 10
[0093] As shown in Fig, 4A, the medal gaming ma-
chine 10 is composed of a CPU (Central Processing
Unit) 101, a ROM (Read Only Memory) 102, a RAM
(Random Access Memory) 103 and a main control unit
100 including a flash memory 104 and, eight units of the
satellite 12 and, the large display device 13. Some of
eight units are not shown.
[0094] The CPU 101 performs each processing
based on input signals supplied from the satellite 12, da-
ta or program stored on the ROM 102, the RAM 103,
and the flash memory 104
[0095] Based on the results, it transmits instruction
signals to the satellite 12, primarily controls each satel-
lite 12 and proceeds the strategic simulation game
[0096] The CPU 101 comprises a DSP (Digital Signal
Processor), and is configured in such a manner that it
can execute each processing based on input signals
supplied from the satellite 12, data or program stored
on the ROM 102, the RAM 103 and the flash memory
104 at a high speed
[0097] The ROM 102 is, for example, configured by a
semiconductor memory etc, stores a program to realize
a basic function of the medal gaming machine, a pro-
gram to proceed the strategic simulation game, a pro-
gram to primarily control each satellite 12 and stores
various types of images data to be displayed on the
screen 13a of the large display device 13 and data about
ability values of a unit constituting a group.
[0098] The RAM 103 temporarily stores initial data of
the game and history data of the game supplied from
each satellite 12 and data about results of processing
executed by the CPU 101. Above-mentioned initial data
of the game and history data of the game include data
about groups and a leader and units constituting a
group. The flash memory 104 stores data about players
who play a game at each satellite 12 (for example, game
stopping data etc,). The flash memory 104 may store
data stored by the RAM 103. The RAM 103 may store

data stored by the flash memory 104 The flash memory
104 is not necessarily installed in the medal gaming ma-
chine 10.
[0099] The VDP (Video Digital Processor) 105 and a
frame buffer 106 are connected to the CPU 101. Further,
the large display device 13 is connected to the main con-
trol unit 100 (CPU 101).
[0100] The VDP 105 reads out required images data
from the ROM 102 according to the draw instructions
from the CPU 101 and generates composite image data
in the frame buffer 106 based on images data. A 3D
graphic accelerator may be built in the VDP 105. It is
possible to perform processing to generate composite
image data with the 3D graphic accelerator at a high
speed
[0101] The frame buffer 106 is a memory in which
composite image data is generated by the VDP 105. The
above-mentioned composite image data is output to the
large display device 13 by the VDP 105. Generally, the
frame buffer 106 is configured with a dual port RAM that
can perform input of image data from the VDP 105 and
output of composite image data to the large display de-
vice 13 at the same time.
[0102] The large display device 13 displays the com-
posite image data generated by the VDP 105 at the
frame buffer 106 on the screen 13a.
[0103] The large display device 13 displays the same
images as displayed on the screen 14a of each satellite
12 and images different from the screen 14a
[0104] The satellite 12 connected to CPU 101 of the
main control unit 100 will now be explained,
[0105] As shown in Fig, 4B, each satellite 12 is con-
figured of a control unit 130 and its peripherals.
[0106] The control unit 130 is composed of a CPU
131, a ROM 132, a RAM 133 and a flash memory 138,
further comprising a SPU (Sound Processing Unit) 134,
a sound buffer 135, a VDP 136 and a frame buffer 137.
[0107] The CPU 131 executes various types of
processing based on input signals supplied from control
section 15 responding to operations of players being in-
put, data and program stored on the ROM 132, the RAM
133 and flash memory 138, transmits results to the CPU
101 of above-mentioned main control unit 100.
[0108] On the other hand, the CPU 131 receives in-
struction signals from the CPU 101, controls peripherals
constituting the satellite 12, proceeds the strategic sim-
ulation game in the satellite 12.
[0109] The CPU 131, depending on contents of
processing, executes various types of processing based
on input signals supplied from the control section 15 re-
sponding to operations of players being input, data and
program stored on the ROM 132, the RAM 133 and the
flash memory 138, and based on the results, controls
peripherals constituting the satellite 12 and proceeds
the strategic simulation game in the satellite 12. A meth-
od to execute processing is selected from the two meth-
ods by processing depending on the contents of
processing.
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[0110] Further, the CPU 131 comprises a processor
that performs computing processing such as matrix,
vector etc, about generation of the image data as a co-
processor, and transmits results of computing process-
ing to the VDP 136 to be descried as a draw instruction.
[0111] The ROM 132 stores a program to realize ba-
sic functions of satellites, a program required for per-
forming the strategic simulation game, the image data,
BGM such as PCM (Pulse Code Modulation) data etc,
sound and sound effects.
[0112] The RAM 133 stores, for example, initial data
of the game and history data of the game read out the
built-in-IC-chip medal 30, further, stores data supplied
from the CPU 101 and data about processing executed
by CPU 131 The flash memory 138 stores data about
players who play a game at each satellite 12 (for exam-
ple, game stopping data etc).
[0113] The SPU 134, for example, is a sub-processor
containing the PCM sound source device etc, controlled
by the CPU 131.
[0114] The CPU 131 selects and reads required
sound data out sound data stored in the ROM 132 and
transfer them to the sound buffer 135. The SPU 134
generates, for example, sound signals to generate
BGM, sound, sound effect, etc, based on the above-
mentioned sound data stored on the sound buffer 135,
and transmits the sound signals to the speaker 18. As
the results, a sound based on the above-mentioned
sound data is output from the speaker 18.
[0115] The VDP 136 reads out required images data
from the ROM 132 according to the draw instructions
from the CPU 131 and generates composite image data
in the frame buffer 137 based on images data. The 3D
graphic accelerator may be built in the VDP 136. It is
possible to perform processing to generate composite
image data with the 3D graphic accelerator at a high
speed.
[0116] The frame buffer 137 is a memory in which
composite image data is generated by the VDP 136. The
above-mentioned composite image data is output to the
image display device 14 by the VDP 136. Generally, the
frame buffer 137 is configured with a dual port RAM that
can perform input of image data from the VDP 106 and
output of composite image data to the image display de-
vice 14 at the same time.
[0117] The control section 15 to input operations by
players, the medal sensor 120 to detect inlet to the med-
al inlet 16, the hopper 121 to pay out medals, the medal
detection part 122 to detect medals paid out by the hop-
per are connected to the above-mentioned control unit
130 (CPU 131).
[0118] The control section 15 comprises multiple con-
trol buttons. When a predetermined instruction is input
with control buttons operated by players, instruction sig-
nals corresponding to the indication are supplied to the
CPU 131. The CPU 131 executes various types of
processing based on input signals supplied from control
section 15 responding to operations of players being in-

put, data and program stored on the ROM 132, the RAM
133 and the flash memory 138.
[0119] When the medal sensor 120 detects medals
injected to the medal inlet 16, transmits the detection
signals to the CPU 131. The CPU 131, received the
above-mentioned detection signals updates (incre-
ment) and stores the point number stored on the
RAM133.
[0120] For example, when 10 points as points are
stored in the RAM 133, if three medals are injected to
the medal inlet 16, the medal sensor 120 detects a med-
al three times, transmits a detection signal three times
to the CPU 131. Each time CPU 131 receives the de-
tection signal, it adds one point to the points stored in
the RAM 133. As the results, 13 points are stored in the
RAM 133.
[0121] The hopper 121 is driven by an instruction sig-
nal responding to an operation to pay out medals as
points generated from the CPU 131 of control section
15, and performs processing to pay out medals.
[0122] The medal detection part 122, when detecting
a medal paid out from the hopper 121, transmits a de-
tection signal to the CPU 131. the CPU 131 stores the
fact of receipt of a detection signal on the RAM 133 each
time it receives a detection signal, if it judged the times
of receipt of a detection signal reached a predetermined
times, transmits an instruction signal to stop a payout of
medals to the hopper 121
[0123] The information reading/writing device 112 is
connected to the above-mentioned control unit 130 (The
CPU 131) The information reading/writing device 112,
[0124] Through the built-in-IC-chip medal 30 installed
in the depressed portion 19 of the built-in-IC-chip-medal
installation unit 20 via the connector 19a, writes at least
one of initial data of the game and history data of the
game onto the built-in-IC-chip medal 30 and reads at
least one of initial data and history data of the game from
the built-in-IC-chip medal.
[0125] In other words, the information reading/writing
device 112 performs processing to recognize the built-
in-IC-chip medal 30 installed in the depressed portion
19 responding to receipt of a instruction signal from CPU
131 If it recognizes the installation of the built-in-IC-chip
medal 30, it reads at least one of initial data of the game
and history data of the game out the built-in-IC-chip
medal 30. The read data is stored in the RAM 133 or the
flash memory 138 by the CPU 131.
[0126] The information reading/writing device 113
and the built-in-IC-chip-medal payout device 114 are
connected to control unit 130 (CPU 131).
[0127] The information reading/writing device 113
performs processing to write data about a unit onto the
built-in-IC-chip medal 30 contained in a predetermined
area of the satellite 12 when receiving an instruction sig-
nal generated from the CPU 131 corresponding to pre-
determined conditions fulfilled during the strategic sim-
ulation game in progress.
[0128] The built-in-IC-chip medal payout device 114
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performs processing to payout built-in-IC-chip medals
30 in which data about a unit is written from the built-
in-IC-chip medal pay outlet 22 corresponding to an in-
struction signal received from the CPU 131.
[0129] Further, the image display device 14 and the
speaker 18 are connected to the control unit 130 (CPU
131).
[0130] The image display device 14 displays compos-
ite image data generated on the frame buffer 137 by the
VDP 136 on the screen 14a. The speaker 18 receives
sound signals generated by the SPU 134 and outputs
sounds based on the sound signals. The strategic sim-
ulation game proceeds by the images displayed on the
screen 14a or sound output from the speaker 18.
[0131] A player can proceed a game by operating the
control section 15 as watching images displayed on the
screen 14a and listening to the sound output by the
speaker 18.
[0132] Medals with built-in IC chips used in the above-
mentioned medal gaming machine are issued by the
built-in-IC-chip medal inscription machine installed in a
game hall .
[0133] Then, the built-in-IC;-chip medal inscription
machine to issue the buift-in-IC-chip medal according to
the present invention will now be explained.
[0134] Fig. 5 is a perspective view schematically
showing an embodiment of a built-in-IC-chip medal in-
scription machine according to the present invention.
[0135] A built-in-IC-chip medal inscription machine 40
comprises a main body device 41 composed of a control
section 45 and an image display device 47, a roof 49
installed at the upper side of main body device 41.
[0136] The control section 45 composed of multiple
control buttons and a medal inlet 48 are provided at the
front side of the main body device 41 A player can inject
medals into the medal inlet 48 and operate the control
section 45 to obtain built-in-IC-chip medals 30 from the
built-in-IC-chip medal inscription machine 40.
[0137] A medal sensor 320 (not shown) is installed in-
side of the medal inlet 48. Medals injected into the medal
inlet 48 is detected by the medal sensor 320..
[0138] A built-in-IC-chip medal pay outlet 46 is in-
stalled at the front side of the main body device 41.
[0139] Built-in-IC-chip Medals with initial data of the
game stored are paid out from the built-in-IC-chip medal
pay outlet 46.
[0140] Though they are not shown in the drawing,
multiple built-in-IC-chip medals (not shown) are con-
tained inside of the main body device 41. Further, an
information reading/writing device 312 and a built-in-IC-
chip medal payout device 315 to pay out built-in-IC-chip
medals in which initial data of the game are written are
installed inside of the main body device 41.
[0141] The image display device 47 having a screen
47a is installed at the substantial center part of a main
body device 41 For example, images to prompt an input
of an instruction required for issuing built-in-IC-chip
medals are displayed on the screen 47a by operating

the control section 45 or injecting medals into the medal
inlet 48. Two speakers 43 are installed at the back side
of the screen 47a. For example, sounds to prompt an
input of an instruction required for issuing built-in-IC-
chip medals, BGM, sound effect are output
[0142] Fig 6 is a block diagram showing an internal
structure of the built-in-IC-chip medal inscription ma-
chine 40 shown in Fig. 5.
[0143] The built-in-IC-chip medal inscription machine
40 according to the present invention is composed of a
control unit 300 and its peripherals.
[0144] A control unit 300 is composed of a CPU 301,
a ROM 302, a RAM 303, and a flash memory 308, fur-
ther, comprising an SPU 304 and a sound buffer 305
and, a VDP 306 and a frame buffer 307.
[0145] The CPU 301 controls peripherals constituting
the built-in-IC-chip medal inscription machine 40 to per-
form processing of issuing built-in-IC-chip medals
based on instruction signals supplied from the control
section 45 corresponding to instructions input by a play-
er and the data and program stored in the ROM 302, the
RAM 303 and the flash memory 308.
[0146] The CPU 301 comprises a processor that per-
forms computing processing such as matrix, vector etc,
about generation of image data as a coprocessor, and
transmits results of computing processing to the VDP
306 to be descried as a draw instruction.
[0147] The ROM 302, for example, is configured with
a semiconductor memory, stores a program for realizing
basic functions of the built-in-IC-chip medal inscription
machine, a program required for a process to issue built-
in-IC-chip medals, the image data and the PCM data as
the sound data for BGM, the sound and the sound effect.
[0148] The RAM 303, for example, is composed of a
semiconductor memory etc, temporarily stores data and
programs required for processing.
[0149] The flash memory 308 stores data (identify in-
formation) about each player received IC issuance of
built-in-IC-chip medals.
[0150] For example, a battery backup RAM may be
installed instead of the flash memory.
[0151] The SPU 304, for example, is a sub-processor
containing a PCM sound source device etc, controlled
by the CPU 301.
[0152] The VDP 306 reads out required images data
from the ROM 132 according to the draw instructions
from the CPU 301 and generates composite image data
in the frame buffer 307 based on images data.
[0153] The frame buffer 307 is a memory in which
composite image data is generated by the VDP 306. The
above-mentioned composite image data is output to the
image display device 47 by the VDP 306. Generally, the
frame buffer 307 is configured with a dual port RAM that
can perform input of image data from the VDP 306 and
output of composite image data to the image display de-
vice 47 at the same time.
[0154] The control section 45 to which an instruction
of a player is input and the medal sensor 320 detects

21 22



EP 1 367 551 A2

13

5

10

15

20

25

30

35

40

45

50

55

medals injected to the medal inlet 48 are connected to
the above-mentioned control unit 300 (CPU 301).
[0155] When an instruction of a player is input by a
button constituting the control section 45, an instruction
signal corresponding to the instruction signal is supplied
to the CPU 301 The CPU 301 proceeds a process of
issuance of built-in-IC-chip medals based on the instruc-
tion signal.
[0156] The medal sensor 320, when detecting a med-
al injected into the medal inlet 48, transmits a detection
signal to the CPU 301. The CPU 301 that received the
above-mentioned detection signal, adds cumulatively 1
point to the point stored in the RAM 303 or the flash
memory 308.
[0157] Further, the built-in-IC-chip medal payout de-
vice 315 to pay out built-in-IC-chip medals in which initial
data of the game are written are installed inside of the
main body device 41.
[0158] The above-mentioned control unit 300 (CPU
301) comprises the information reading/writing device
312 to write initial data of the game into the built-in-IC-
chip medal contained in a predetermined region of the
main body device 41 and the built-in-IC-chip medal pay-
out device 315.
[0159] The information reading/writing device 312
performs a process to write the initial data of the game
stored in the ROM 302, the RAM 303 and the flash mem-
ory 308 into the built-in-IC-chip medal by an instruction
signal from CPU 301.
[0160] The built-in-IC-chip medal payout device 315
performs a process to payout the built-in-IC-chip medal
on which initial data of the game is written by an instruc-
tion signal from CPU 301 from the built-in-IC-chip medal
pay outlet 46.
[0161] Further, the image display device 47 and, the
speaker 43 are connected to the above-mentioned con-
trol unit 300 (CPU 301).
[0162] The image display device 47 displays compos-
ite image data generated on the frame buffer 307 by the
VDP 306 on the screen 47a. The speaker 43 receives
sound signals generated by SPU 304 and outputs
sounds based on the sound signals. An input of an in-
struction required for issuing built-in-IC-chip medals is
prompted by images displayed on the screen 47a and
sounds output by the speaker 43.
[0163] A player can proceed a process such as issu-
ance of built-in-IC-chip medals by operating the control
section 45 according to the procedure indicated by the
images displayed on the screen 47a and sounds output
by the speaker 43
[0164] Methods for a player to play the strategic sim-
ulation game with above-mentioned medal gaming ma-
chine at a game hall will now be explained.
[0165] Methods for a player to play the strategic sim-
ulation game with above-mentioned medal gaming ma-
chine at a game hall include methods including the six
steps [1] to [6].

[1] is a step to receive issuance of built-in-IC-chip
medals from a built-in-IC-chip medal inscription ma-
chine using medals.
[2] is a step to start a strategic simulation game us-
ing issued built-in-IC-chip medals with a medal
gaming machine.
[3] is a step to proceed a strategic simulation game.
[4] is a step to stop a strategic simulation game in
progress.
[5] is a step to resume a strategic simulation game
stopped.
[6] is a step to join a strategic simulation game in
progress.

[0166] Each steps of [1] to [6] mentioned above will
now be explained referring to drawings.
[0167] In the flow charts shown below, explanations
are omitted except specially required.
[0168] Background music (referred to as "BGM" here-
inafter), the sound and the sound effect, etc, are output
corresponding to the progress of the strategic simulation
game.
[0169] When a sub-routine shown in each flow chart
is being executed in the medal gaming machine, images
corresponding to progress of the strategic simulation
game are displayed on the screen 13a of the large dis-
play device 13 and the screen 14a of the image display
device 14 installed at each satellite 12, and the BGM,
the sound, the sound effect are output from the speaker
18 installed at the satellite 12 in an appropriate manner.
[0170] This is the same as the built-in-IC-chip medal
inscription machine.. When a sub-routine shown in a
flow chart is being executed, images corresponding to
progress of a process are displayed on the screen 47a
of the image display device 47. The BGM, the sound
and the sound effect are output from the speaker 43.

[1] A step to receive issuance of built-in-IC-chip medals
from a built-in-IC-chip medal inscription machine using
medals

[0171] A player who came to a game hall should buy
multiple numbers of medals from a medal inscription
machine in order to play a strategic simulation game
with a medal gaming machine according to the present
invention, then, have built-in-IC-chip medals issued
from the built-in-IC-chip medal inscription machine.
[0172] Fig. 7 is a flow chart showing a sub-routine ex-
ecuted to issue built-in-IC-chip medals in the built-in-IC-
chip medal inscription machine 40. This sub-routine is
executed by being called from the main routine execut-
ed in the built-in-IC-chip medal inscription machine 40
in an predetermined timing.
[0173] The CPU 301 judges whether a medal is inject-
ed (step S101). In other words, the CPU 301 judges
whether a detection signal generated from 320 is re-
ceived or not by detecting a medal inlet to the medal
inlet 48.
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[0174] If CPU 301 judged a medal is inlet, it stores the
number of medals as points in the RAM 303 (step S102).
[0175] If CPU 301 judged medals are not injected in
step S101, or, a process of S102 is executed, the CPU
301 judges whether a predetermined number of medals
is injected (step S103). In other words, the CPU 301
compares the number of points stored in the RAM 303
and the predetermined number of points (for example,
10 points) and if the number of points stored in the RAM
303 reached the predetermined number of points, it con-
siders that a predetermined number of medals have
been injected.
[0176] If it judged that a predetermined number of
medals have not been injected, it returns the process to
the step S101.
[0177] On the other hand, if the CPU 301 judged a
predetermined number of medals has been injected, it
performs ID code allocation processing (step S104).
The ID code allocation processing is a processing to al-
lot an ID code or check code to a player. The ID code is
a code to be allotted to a player one by one.. It is set so
that the ID code is reused by other players. A check code
is an error detection code (having the same function as
the so-called check digits) that is prepared by, for exam-
ple, the above-mentioned ID code or current date. It is
used to judge whether data stored on the built-in-IC-chip
medal 30 are falsified in an unauthorized manner.
[0178] Then, personal information input processing is
executed (step S105). This personal information input
processing, for example, prompts a player to input per-
sonal information of the player (for example, name) by
displaying specific images on the screen 47a of the im-
age display device 47 or outputting specific sounds from
the speaker 43. If personal information of a player is in-
put, the personal information is stored on the RAM 303
or the flash memory 308.
[0179] The ID codes allocated in the above-men-
tioned step S104, and personal information input in step
S108 are used as initial data of the game to start a stra-
tegic simulation game in the medal gaming machine 10.
[0180] Then, the CPU 301 transmits instruction sig-
nals to the information reading/writing device 312 and
performs processing to write identification information
and information about point stored in the RAM 303 and
the flash memory 308, in other words, initial data of the
game to a built-in-IC-chip medal (step S106).
[0181] Then, the CPU 301 drives the built-in-IC-chip
medal payout device 315 by transmitting an instruction
signal to the built-in-IC-chip medal payout device 315,
issues built-in-IC-chip medals from the built-in-IC-chip
medal pay outlet 46 and exits this sub-routine (step
S107).
[0182] Fig 8A to Fig. 8C are drawings schematically
showing examples of images displayed on the screen
47a of the image display device 47 installed in the built-
in-IC-chip medal inscription machine 40 when the sub-
routine shown in Fig. 7 is executed.
[0183] The image shown in Fig. 8A is an image to

prompt a player to inject medals.
[0184] This images is a image displayed when a proc-
ess of sub-routine steps S101 to 5103 shown in Fig.. 7
are being executed.
[0185] An image of "medal memory robo " that is a
name of the built-in-IC-chip medal inscription machine
40 is displayed at the upper side the screen 47a. At the
lower side of the image, an image to show an operation
procedure "Insert 10 medals " is displayed. At the lower
side of it, a display "five more medals" to show the re-
quired number of medals is displayed.
[0186] When an image shown in Fig. 8A is displayed,
a player can proceed a process of issuance of built-
in-IC-chi medals by injecting ten medals into the medal
inlet 48.
[0187] An image shown Fig 8B is displayed on the
screen 47a when ten medals are injected to the medal
inlet 48, after that, process of step S105 is performed.
[0188] An image shown in Fig. 8B is an image to
prompt a player to input personal information (name of
a player).
[0189] An image to show an operational procedure
"lnput your name with eight or less letters.," is displayed
at the upper side of the screen 47a. At the lower side,
there is a column to input "name (name of a player)". A
list of alphabet is displayed at the lower left side of the
column to input a "name". At the right side of the list of
alphabet, options to select a type of characters for in-
putting a name such as "upper case letter", "lowercase
letter" and an image to show an option "Enter" to confirm
a name of a player who input are displayed.
[0190] When an image shown in Fig. 8B is displayed,
a player can input personal information by operating the
control section 45 according to the operational proce-
dure show by the images.
[0191] Then, steps S106 and S107 are performed An
image shown in Fig. 8C is displayed in the screen 37a.
[0192] The image shown in Fig. 8C is an image to
prompt a player to wait for completion of issuance of
built-in-iC-chip medals.
[0193] At the upper side of the screen 47a, the image
of "medal memory robo " is shown as Fig. 8A. Under the
image of "MEDAL MEMORY ROBO", "Medal memory
is being issued" to show the status of the current proc-
ess is displayed. Further, an image "Please wait for a
moment" to prompt a player to wait for completion of
issuance of built-in-iC-chip medals are displayed.
[0194] Built-in-iC-chip medals in which initial data of
the game is stored are issued when a predetermined
time has passed after the image shown in Fig. 8C is dis-
played.

[2] A step to start a strategic simulation game using
issued built-in-IC-chip medals with a medal gaming
machine

[0195] A player who received issuance of built-in-IC-
chip medals in which initial data of the game is stored
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starts a strategic simulation game using built-in-IC-ohip
medals in a medal gaming machine.
[0196] A player who played a game in the past and
has built-in-IC-chip medals in which history data of the
game is stored can join a strategic simulation game us-
ing built-in-IC-chip medals in the medal gaming ma-
chine.
[0197] Fig. 9A is a flowchart showing a sub-routine
executed when starting a new strategic simulation game
in the main control unit 100 of the medal gaming ma-
chine 10. This sub-routine is executed by being called
from the control program to control the strategic simu-
lation game in medal gaming machine 10 in a predeter-
mined timing.
[0198] First, the CPU 101 judges whether the built-
in-IC-chip medal 30 has been set (step S111). In other
words, CPU 101 judges whether a recognition signal
showing setting of the built-in-IC-chip medal 30 has
been received from CPU 131 of the control unit 130 in-
stalled at the satellite 12.
[0199] The recognition signal is a signal generated
from the information reading/writing device 112 corre-
sponding to the built-in-IC-chip medal 30 set to the de-
pressed portion 19 of the built-in-IC-chip medal instal-
lation unit 20 installed at the satellite 12 mentioned
above.
[0200] If it considers the built-in-IC-chip medal 30 has
not been set to the depressed portion 19 of the built-
in-IC-chip medal installation unit 20 installed at the sat-
ellite 12, this sub-routine is exited.
[0201] In the step S111, if the built-in-IC-chip medal is
judged to be set on the depressed portion 19 of the built-
in-IC-chip medal installation unit 20 installed at the sat-
ellite 12, the CPU 101 performs data reading process to
read data stored in the built-in-IC-chip medal (step
S112).
[0202] In this data reading process, the CPU 101
transmits an instruction signal to read the data stored in
the built-in-IC-chip medal to the CPU 131 of the control
unit 130 installed in the satellite 12 mentioned above.
On the other hang the CPU 131 of the control unit 130
installed in the satellite 12 mentioned above, when re-
ceiving an instruction signal mentioned above, drives
the information reading/writing device 112, performs a
process to read the data stored in the built-in-IC-chip
medal and store the read data on the RAM 133 or the
flash memory 138.
[0203] Further, the CPU 101 obtains the data stored
in the RAM 133 or the flash memory 138 of the control
unit 130 installed in the satellite 12 mentioned above
and performs a process to store the data on the RAM
103 or the flash memory 104.
[0204] At this time, the main control unit 100, the con-
trol unit 130 and the information reading/writing device
112 installed in the satellite 12 function as data reading/
writing means and reads at least one of initial data of
the game and history data of the game.
[0205] Then, the CPU 101 judges whether the ID

code, the check code and personal information (referred
to as "lD code etc" hereinafter) included in the read data
are appropriate (step S113). This judgment is performed
by the functions of check code, etc. If the ID code etc,
is not appropriate, as the read data is unauthorized, an
announcement indicating unauthorized data being input
is carried out (step S114). The data read in step S112
is deleted and this sub-routine is exited.. An announce-
ment of unauthorized data being input can be carried
out, for example, by displaying a specific image indicat-
ing a warning "unauthorized data input" on the screen
14a of the image display device 14.
[0206] If the data read in S113 is judged as appropri-
ate, the CPU 101 performs a process to compare the ID
code, etc included in the read data and the ID code, etc
stored in the RAM 103 or the flash memory 104 before
performing a process S112 (step S115) and judges
whether the ID code, etc included in the read data coin-
cides with the ID code, etc stored in the RAM 103 or the
flash memory 104 before performing a process S112
(step S116).
[0207] The ID code, etc stored in the RAM 103 or the
flash memory 104 before performing a process S112 is
data included in the history data of the game including
initial data of the game and game stopping data.
[0208] If there is no ID code, etc stored in the RAM
103 or the flash memory 104 before performing a proc-
ess S112, without performing a process of step S115, in
the step S116 the ID code, etc included in the read data
is considered not to coincide with the ID code, etc stored
before performing a process S112.
[0209] In the step S116, the ID code, etc included in
the read data is judged to coincide with the ID code, etc
stored in the RAM 103 or the flash memory 104 before
performing a process S112 (step S115), then, whether
the ID code, etc included in the read data is included in
the game stopping data is judged (step S123). The
game stopping data is data stored in the RAM 103 or
the flash memory 104 when stopping the strategic sim-
ulation game.
[0210] In the step S116, if the ID code, etc included in
the read data is judged to coincide with the ID code, etc
stored and in the step 123, the lD code, etc included in
the read data is judged to be included in the game stop-
ping data, it means there is a strategic simulation game
currently played, the strategic simulation game currently
played was being played in the past, and the history data
of the game is stored in the built-in-IC-chip medal. The
CPU 101 performs a game resuming process (step
S117) to be descried and exits this sub-routine. As the
results, a player can resume the strategic simulation
game stopped to play a game.
[0211] A detailed game resuming process will be ex-
plained referring to drawings later.
[0212] In the step S116, if the ID code, etc included in
the read data is judged to coincide with the ID code, etc
stored and in the step 123, the ID code, etc included in
the read data is judged to be included in the game stop-
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ping data, it means that the data about the unit as the
game stopping data is stored in the built-in-IC-chip med-
al, and the data about the unit is the data about the unit
belonging to a group appearing in the strategic simula-
tion game currently played. The CPU 101 performs a
process to add the data about a group stored in the RAM
103 or the flash memory 104 with the data about the unit
(step S124). Then, the CPU 101 proceeds the strategic
simulation game by adding a new unit to the unit consti-
tuting the above-mentioned group.
[0213] On the other hand, in the step S116, if the read
ID code etc, is judged not to coincide with stored ID
code, etc, step S115 judges whether the read data is the
initial data of the game (step S118). If the read data is
judged not to be initial data of the game, the read data
is history data of the game and the CPU 101 performs
a game joining process to be descried (step S119) and
exits this sub-routine.
[0214] As the results, a player can join the strategic
simulation game currently in progress using the history
data of the game. If there is no strategic simulation game
currently in progress a player can start a new strategic
simulation game using the history data of the game.. A
detailed game joining process will be explained referring
to drawings later.
[0215] In the step S118, if the read data is judged to
be the initial data of the game, the CPU 101 transmits
an instruction signal to display a group selection image
to prompt a player to select a group, etc to the CPU 131
of the control unit 130 installed on the satellite 12 men-
tioned above (step S120).
[0216] On the other hand, the CPU 131, when receiv-
ing the above-mentioned instruction, performs a proc-
ess to display a group selection image on the screen
14a of the image display device 14a. In other words, the
VDP 136 reads out required image data from the image
data stored in the ROM 132 by the draw instruction from
the CPU 131 and generates composite image data and
write it in the frame buffer 137. After that, the composite
image data written into the frame buffer 137 is transmit-
ted to the image display device 14, group etc, selection
images is displayed on the screen 14. This group etc,
selection image is an image to prompt a player to select
a group (leader of a group) operated by the player. This
group etc, selection image includes, for example, data
about a group to be selected. So, if there is a strategic
simulation game in progress, a group appearing in the
above-mentioned strategic simulation game is not in-
cluded in the above-mentioned group etc, selection im-
ages.
[0217] This is the same as a group included in the
game stopping data stored in the RAM103 or the flash
memory 104.
[0218] The group etc, selection images will be ex-
plained later referring to drawings.
[0219] Then, the CPU 101 judges whether a group
etc, has been selected (step S121). If it judged no group
etc, has been selected, it returns the process to the

3120.
[0220] On the other hand, if the CPU 101 judged the
group etc, has been selected, it performs initialization
processing (step S122) and exit the sub-routine so that
a strategic will be started by the group etc. selected.
[0221] As the results, a player can start a new strate-
gic simulation game using a initial data of the game. If
there is a strategic simulation game currently in
progress, a player can join a strategic simulation game
currently in progress using initial data of the game.
[0222] Figs. 10A to 10C are diagrams schematically
showing an example of an image displayed on the
screen 14a of the image display device 14 installed on
the satellite 12 of No.1 when a sub-routine shown in Fig.
9A and Fig. 9B is being executed.
[0223] An image shown in Fig.. 10A is a so-called title
screen to prompt player to set the built-in-IC-chip medal,
that is an image displayed no strategic simulation game
is played in the No.1 satellite mentioned above.
[0224] At the center part of the screen 14a, an image
showing " the warring state period" that is the name of
the strategic simulation game played in the medal gam-
ing machine 10. At the lower side of image, an image
"Set medal memory" showing an operational procedure
is displayed.
[0225] At this time, a player can play a strategic sim-
ulation game by setting a built-in-IC-chip medal into the
depressed portion 19 equipped at the built-in-IC-chip
medal installation unit 20 of the satellite 12 according to
the operational procedure shown by images.
[0226] In the example of a strategic simulation game,
"Oda Nobunaga ", "Hashiba Hideyoshi ", Takenaka
Hanbee", "Shibata Katsuie", "Maeda
Toshiie", "Takigawa Kazumasu", "Saitoh Dohsan" are
historical characters respectively in the Japanese war-
ring state period, and names of characters in the stra-
tegic simulation game. "Owari" and "Mino" are the
names of places appearing on the strategic simulation
game.
[0227] If the built-in-IC-chip medal has not been set
into the depressed portion 19 of the built-in-IC-chip med-
al installation unit 20 installed at the satellite 12 for a
predetermined period of time after the image shown in
Fig. 10A is displayed, an image shown in Fig. 10B is
displayed instead of an image showing the name of the
above-mentioned strategic simulation game.
[0228] Fig.. 10B is a diagram schematically showing
a demonstration image displayed introducing the con-
tents of the strategic simulation game.
[0229] An image in which a unit "Hashiba Hideyoshi "
belonging to No. 1 group "Oda army" and, a unit "Tak-
enaka Hanbee" belonging to other group "Saitoh army"
are fighting each other is displayed on the screen 14a.
At the center part the screen 14a, an image "DEMO"
indicating that the image shown in the Fig. 10B is a dem-
onstration image is displayed.
[0230] Images shown in Fig. 10A and Fig. 10B are dis-
played on the screen 14a of the image display device
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14 on the No.1 satellite 12 until a built-in-IC-chip medal
is installed at the depressed portion 19 at the built-in-IC-
chip medal installation unit 20 on the No.1 satellite 12.
That is the same in other satellite 12.
[0231] If a built-in-IC-chip medal is installed at the de-
pressed portion 19 at the built-in-IC-chip medal instal-
lation unit 20 on the No.1 satellite 12, no title screen or
demonstration screen is no longer displayed on the
screen 14a of the image display device 14 equipped at
the No. 1 satellite 12. Instead, a group, etc selection im-
age as shown in Fig. 10C is displayed. At this time, a
title screen or demonstration screen are being displayed
on the screen 14a of the image display device 14
equipped at the other satellite 12 where a title screen or
demonstration screen is displayed.
[0232] Fig. 10C is a diagram schematically showing
an example of group, etc selection image displayed on
the screen 14a of the image display device 14 installed
on the No.1 satellite 12 of a medal gaming machine
when a step S120 of a sub-routine shown in Fig. 9B is
executed An image to indicate an operational procedure
"Select a military commander" is being displayed at the
upper side of the screen 14a. Under the image, an im-
age indicating names and ability values of multiple
groups that can be selected by a player are displayed
(for example, "politics", "culture", "combat","allurement"
etc are digitalized). In the image shown in Fig. 10C,
"Oda Nobunaga "is selected.
[0233] At the lower side of the screen 14a, an image
"Oda Nobunaga, OK ?" to prompt a player to confirm is
displayed. Further, an image indicating options "(Y/N)"
is displayed. At this time, if "Y" is selected, a group hav-
ing "Oda Nobunaga " as a leader is selected to set the
initial setting in the step S122. And a strategic simulation
game starts.

[3] A step to proceed a strategic simulation game

[0234] When a image shown in Fig 10C is displayed,
if an instruction to select a group is input, an initialization
processing is executed in the step S122 of the sub-rou-
tine shown in Fig. 9B, after that, a strategic simulation
game proceeds.
[0235] The strategic simulation game offered by the
present invention of the medal gaming machine is not
particularly limited. However, it preferably includes a
training mode where a player breeds and enhances a
group that he operates, and a combat mode where play-
ers make their own group that were bred and enhanced
fight with each other to proceed a game.
[0236] For example, a training mode is preferably
constructed so that a player can collect built-in-IC-chip
medals in which data about the units is stored to in-
crease the number of unit belonging to a group, enhance
the ability value of each unit, further, a combat mode is
preferably constructed so that players can make units
fight with each other, in order to make players have at-
tachment to the medals (medals with built-in IC chips),

further enhance the desire for collecting medals (medals
with built-in IC chips) and arouse a spirit of competition
among players, making players get involved in a game.
[0237] An embodiment where a strategic simulation
game that is provided by the medal gaming machine ac-
cording to the present invention has a development
mode and fight mode will now be explained.
[0238] Fig. 11 is a flow chart showing a sub-routine
executed in order to change the point number in the con-
trol unit 130 of No.1 satellite 12 (referred to as "satellite
A"). This sub-routine is repeatedly executed when a
strategic simulation game that is in progress at a satellite
A is in the training mode in a predetermined timing.
[0239] First, the CPU 131 of a control unit 130 at the
satellite A judges whether a medal was injected to the
medal inlet 16 (step S130). In other words, the CPU 131
judges whether a detection signal has been received
from the medal sensor 120.
[0240] If it considered that a medal has been injected,
it performs a process to update (add) points (step
S131).. For example, if 10 points are stored in the RAM
133 as points, one point is added to the point to make
the point 11 and cumulatively store the point.
[0241] If point number is stored in the RAM 103 or the
flash memory 104 of the main control unit 100, the CPU
131, when executing the process of step S131, trans-
mits an instruction signal to the CPU 101 of main control
unit 100.
[0242] The CPU 101 of the main control unit 100,
when received this instruction signal, performs a proc-
ess to update (add) points stored in the RAM 103 or the
flash memory 104.
[0243] In step S130, if it is judged that no medal has
been injected, then, whether an instruction to payout
medals has been input is judged (step S132). In other
words, the CPU 131 judges whether it received an in-
struction signal to pay out medals from the control sec-
tion 15.
[0244] If it judged an instruction to payout medals has
been input, it performs a process to pay out medals (step
S133). In this medal payout process, the CPU 131
drives the hopper 121 to payout medals by transmitting
an instruction order to the hopper 121. The medal de-
tection part 122, when it detects medals paid out from
the hopper 121, sends a detection signal to the CPU
131. The CPU 131, each time receiving a detection sig-
nal, stores the times of reception of a detection signal
in the RAM 133 and when it judged the times of recep-
tion of a detection signal reached a predetermined
times, transmits an instruction signal to stop the payout
of medals to the hopper 121. As the results, payout of
medals by the hopper 121 ends.
[0245] After that, the CPU 131 performs a process to
update (reduce) the number of points stored in the RAM
133 depending on the number of medals paid out (step
S134).
[0246] If the number of points is stored in the RAM
103 or the flash memory 104 of the main control unit
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100, the CPU 131, when a process of the step S134 is
executed, transmits an instruction signal to update the
point stored in the RAM 103 or the flash memory 104 to
the CPU 101 of the main control unit 100.
[0247] When the CPU 101 received the instruction
signal, it performs process to update the point stored in
the RAM 103 or the flash memory 104
[0248] In the step S132, if it is judged that no instruc-
tion of payout of medals has been input, or a process of
the step S134 is executed, it is judged whether the con-
ditions to change the number of points have been ful-
filled (step S135).
[0249] This judgment is performed by judging whether
the CPU 131 has received an instruction signal to
change the number of points from CPU 101 the main
control unit 100 that makes a strategic simulation game
proceed. This instruction signal is transmitted to the
CPU 131 when the CPU 101 of the main control unit 100
judges the conditions to change the number of points in
a strategic simulation game are fulfilled. If the CPU 101
judges the conditions to change the number of points in
a strategic simulation game are fulfilled, it performs a
process to update (add) points (step S136).
[0250] The conditions to change the number of points
mentioned above are not particularly limited. Among the
conditions to change the number of points, conditions
to increase the points include, for example, winning a
fiting with other groups, establishing a purpose given in
a strategic simulation game.
[0251] Conditions to reduce the points include, for ex-
ample, an input of instruction to develop a group or a
unit belonging to a group, an input of instruction to start
fighting against other groups. In step S135, if predeter-
mined conditions to change the number of points is con-
sidered not to be fulfilled or a process of S136 is exe-
cuted, this sub-routine ends.
[0252] Fig. 12A to Fig 12C and Fig. 13A to Fig. 13B
show and example of an image screen displayed on the
screen 14a of the satellite A, when the proceeding stra-
tegic simulation game is in training mode.
[0253] First of all, an image screen shown in the Fig.
12A is explained here.
[0254] An image, "1555 Spring Owari," shows an im-
aginary year, season, and location of the group in a stra-
tegic simulation game.
[0255] These imaginary year and season (hereinafter
referred to as "year and so on") change as the strategic
simulation game proceeds, and at the same time, they
are displayed on the screen of the satellite where the
strategic simulation game is played.
[0256] For example, when "Spring 1555" is displayed,
a player playing a strategic simulation game on the sat-
ellite A can once input an indication, which is described
hereinafter, for the group that the player operates (here-
inafter referred to as "group A"). Moreover, a player play-
ing a strategic simulation game in other satellite can
once input the indication for the group that the player
operates.

[0257] In addition, when the group makes a move in
response to the input indication in each satellite, "Spring
1555" finishes, and "Summer 1555" will be displayed on
the upper left of the screen.
[0258] An image shown below the above image,
"Commander: Oda Nobunaga," represents that the
leader of the group A operated by the player, who plays
the strategic simulation game on the satellite A, is Oda
Nobunaga. Moreover, an image, which represents the
name of the leader of the group operated by the player
playing the strategic simulation game on the aforemen-
tioned satellite, is displayed on a screen of each satel-
lite.
[0259] Furthermore, an image shown below the
above image represents the ability value of the group A.
Moreover, an image displayed under it is the one which
shows the value of the ability (ability value) of the group
A. Specifically, the ability value about the "force" (the
number of the soldiers and their morale measured in nu-
merical value), the ability value about the "castle" (size
of the castle and the strength of the castle wall meas-
ured in numerical value) and the ability value of the
"commander" (the ability of the main character, Oda
Nobunaga, and his followers that area measured in nu-
merical value) are shown.
[0260] On the lower part of the screen, an image
showing a face of the leader of the group A, "Oda Nobu-
naga," is displayed, along with an image representing
the operational procedure of "Now, what do we do
here..." as a line of "Oda Nobunaga." In response to the
operational procedure, images, such as "Military draft,"
"Merchant," "Personnel," "Training" and so on, which
represent an indication for the group, are displayed in
the midsection of the screen. Here, the player operates
the control portion 15 and gives an indication for the
group A by selecting an image showing a desired indi-
cation.
[0261] Moreover, abovementioned indications are all
for training) reinforcement of the groups. Any of the in-
dications can be selected by a player, and when a spec-
ified indication is input additionally, the CPU 131 of the
control unit 130 carries out the processing of changing
(increasing) the ability value, which is subject to change,
among, for example, the ability value of the group stored
in the RAM 133 or flash memory 138, and also carries
out the processing of adding the data concerning the
new unit to the data concerning the group.
[0262] An image "WIN" displayed on the right side of
the screen and an image "0" displayed below that are
the images representing the accumulative number of
medals (total number of the points) acquired by the play-
er in a strategic simulation game. When an image shown
in Fig. 12A is displayed, the accumulative number of the
medals that the player acquire in a strategic simulation
game is zero.
[0263] An image "CREDIT" displayed on the right side
of the screen and an image "320" displayed below that
are the images representing the number of the points
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stored in the RAM 133 of the satellite 12. When an image
shown in the Fig 12A is displayed, the number of the
points stored in the RAM 133 of the satellite 12 is 320.
[0264] An image "BET" additionally displayed below
the above image and an image "10" displayed below
"BET" are the images representing a challenge fee,
which is paid to the other group when the player pro-
voked the fight. The challenge fee is stored as a point
in the RAM 133 of the satellite 12. In addition, when an
image shown in Fig. 1 2A is displayed the challenge fee
stored in the RAM 133 of the satellite 12 is zero.
[0265] When the image shown in the Fig. 12A is dis-
played, if the player selects an option of "Military draft"
and moreover inputs the indication to organize a navy,
an image shown in Fig. 12B will be displayed.
[0266] On the center of the screen an image repre-
senting the navy is displayed, along with an image rep-
resenting an operational procedure of "Insert 100 golds
to organize navy. "Do you wish to organize?" and an op-
tion of "(Y/N)" in response to the operation procedure.
Moreover, on the lower part of the screen an image
showing "You may need navy someday." as a line
of "Hashiba Hideyoshi", a unit belonging to the group,
is displayed. The image represents an advise that
"Hashiba Hideyoshi" gives to the leader of the
group "Oda Nobunaga."
[0267] When the image shown in Fig. 12A is dis-
played, selecting "Y" will organize navy, while selecting
"N" will not organize it.
[0268] Furthermore when "Y" is selected, in the step
S135 of the subroutine shown in Fig.11, the CPU 131
judges that the condition for changing the number of the
points is satisfied, and in the step S136 executes the
processing of reducing the number of the points stored
in the RAM 133 (320 points) to 100 points to make it 220
points.
[0269] CPU 131 also carries out the processing of in-
creasing the ability value, which is subject to change,
among the ability value of the group A stored in the RAM
133 or flash memory 138.
[0270] When the image shown in Fig. 12A is dis-
played, if the player selects the option of "Merchant" and
inputs an indication for buying 50 guns, the image
shown in Fig.12C will be displayed.
[0271] On the center of the screen an image repre-
senting a scene of the deal with the Merchant is dis-
played, along with an image of the operational proce-
dure indicating "Insert 200 golds to buy 50 guns. "Do
you wish to buy?" and an image showing an option of "
(Y/N)" in response to the operation procedure.
[0272] Moreover, an image representing an advise, "A
gun may be essential in a fight," which, "Hashiba Hidey-
oshi," a unit belonging to the group gives to the leader,
"Oda Nobunaga."
[0273] At this point, when "Y" is selected, the player
can purchase 50 guns, and when "N" is selected, no
guns will be purchased.
[0274] Moreover, when "Y" is selected, in the step

S135 of the subroutine indicated in the Fig. 11, CPU 131
decides that the condition for changing the number of
the points is satisfied and in the step S136 executes the
processing of deducting 200 points from the number of
the points stored in the RAM 133 (320 points) to make
it 120 points.
[0275] CPU 131 also executes the processing of in-
creasing the ability value (for example the ability value
concerning the weapons and so on), which is subject to
change, among the ability value of the group A stored
in the RAM 133 or flash memory 138.
[0276] When an image shown in the Fig. 12C is dis-
played, if the player selects the option of "Personnel,"
an image shown in the Fig. 13A, for example, will be
displayed.
[0277] On the center of the screen the data concern-
ing a unit "Hashiba Hideyoshi" is displayed, along with
an image showing "Please take me as your follower" as
a line of "Hashiba Hideyoshi", an image representing the
operation procedure or "Include in the servants?", and
an image representing the option of "(Y/N)" in response
to the operational procedure.
[0278] Moreover on the lower part of the screen an
image representing a line of "Oda Nobunaga", "What
should I do..." is displayed.
[0279] At this moment when "Y" is selected, the CPU
131 can add the data concerning the unit "Hashiba
Hideyoshi" to the data concerning the group A stored in
the RAM 133 or flash memory 138.
[0280] Furthermore, when an image shown in the Fig,
12A is displayed, if the player selects the option of
"Training" and inputs the indication for learning, the im-
age shown in Fig.1 3B will be displayed.
[0281] On the center of the screen an image showing
a scene where both commanders are talking is dis-
played, along with an image representing an operational
procedure of "insert 50 golds for carrying out
learning. "Do you wish to conduct?" and an image rep-
resenting the option of "(Y/N)" in response to the oper-
ational procedure.
[0282] On the lower part of the screen an image rep-
resenting an advise, "It is difficult to conquer the whole
Japan without political power and education". which,
"Hashiba Hideyoshi," a unit belonging to the group gives
to the leader, "Oda Nobunaga."
[0283] At this time, when "Y" is selected learning will
be carried out, and when "N" is selected leaming will not
be carried out.
[0284] Moreover when "Y" is selected, in the step
S135 of the subroutine shown in Fig.11, CPU 131 de-
cides that the condition for changing the number of the
points is satisfied, and in the step S136 carries out the
processing of deducting 50 points from the number of
the points stored in the RAM 133 (320 points) to make
it 270 points.
[0285] CPU 131 also does the processing of increas-
ing the ability value (for example, the ability value of gov-
ernment, education and so on), which is subject to
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change, among the ability value of the leader of the
group A, "Oda Nobunaga," stored in the RAM 133 or
flash memory 138.

[3-1] Step To Provoke A Fight Against The Other Group

[0286] In training mode of abovementioned strategic
simulation game, when achieving a specified purpose,
for example, such as unifying the country or a location
of a group ("Owari" is an example shown in Fig 12A
through Fig. 12C and Fig.13A through Fig. 13B), training
mode ends, and a combat mode is started In this combat
mode, a plurality of players can, by having the trained/
reinforced groups fight in the training mode, play a game
where each group rob each other for the administered
territories and eventually one group will achieve the de-
sired objective of world unification.
[0287] Fig. 14A and 14B are flow charts, which illus-
trate a subroutine to be executed in orderto start a fight
between a group and another group in a strategic sim-
ulation game. Here, for an explanation of the of the Fig.
14A and 14B, a group, which the group A provokes a
fight against, is group B, and a satellite, in which the
player operating the group B plays a strategic simulation
game, is satellite B.
[0288] The subroutine illustrated in Fig.. 14A and 14B
is, in response to the designation given by the group A
for provoking a fight, executed after being called by the
control program controlling the strategic simulation
game on the medal operated gaming machine 10.
[0289] If the designation given by the group A for pro-
voking a fight is input through the control section 15 of
the satellite A, the CPU 131 of the controller 130 provid-
ed on the satellite A sends a signal to the CPU 101 of
the main control unit 100 to indicate that the designation
given by the group A for provoking a fight had been in-
put.
[0290] As soon as the CPU 101 of the main control
unit 100 receives this signal, the CPU 101, first, search-
es the group, which can provoke a fight against the
group A, according to the data stored in the RAM 103
or the flash memory 104 of the main control unit 100, in
other words the data concerning the group otherthan the
group A (including the data stored as the paused-game
data).
[0291] This search is to be done by determining
whether or not the data and so on, which relate to the
group(s) other than the group A, satisfies the specified
condition(s).
[0292] For example in a strategic simulation game,
when a group provokes a fight only against a group ad-
ministering a territory lying next to the territory adminis-
tered by aforementioned group, the search described
above is done by determining whether or not the condi-
tion, where any of the other groups other than the group
A (for example, the group B, group C and so on) admin-
ister the territory lying next to the territory administered
by the group A, is satisfied, based on the data concern-

ing the group other than the group A.
[0293] Secondly, the CPU 101 of the main control unit
100, based on the search results in the step S140, sends
a command signal to the CPU 131 of the controller 130
provided in the satellite A to display the image for se-
lecting a match-up group (step S141). After receiving
the signal, CPU 131, then, sends a draw command and
so on to the VDP 136. VDP 136, then, reads a necessary
image data out of the image data stored in the ROM 132,
generates a composite image data, and writes it into the
frame buffer 137. Thereafter, the composite image data
written in the frame buffer 137 is sent to the image dis-
play device 14, and the image for selecting a match-up
group is displayed on the screen 14a.
[0294] This image for selecting a match-up group is
generated according to the search results in the step
S140. For example, if the search results in the step S140
are the groups B - D, an image illustrating a name of
each group B - D is shown in abovementioned image
for selecting a match-up group as an option. At this mo-
ment, the player can start a fight with a group by select-
ing it among the displayed groups to carry out the fight.
[0295] Next, the CPU 101 of the main control unit
judges whether or not the CPU 101 received the com-
mand signal for selecting a match-up group (step S
142).
[0296] This command signal is signaled from the con-
trol section 15 to the CPU 131 in response to that a
group, among the groups displayed in aforementioned
image for selecting a match-up group, has been select-
ed by the player operating the control section 15 provid-
ed in the satellite A, when abovementioned image for
selecting a match-up group is displayed Consequently
the CPU 101 of the main control unit 100 receives the
signal from the CPU 131.
[0297] The control unit 101 of the main control unit
100 returns the processing to the step S142 when judg-
ing not to receive the above command signal.
[0298] On the other hand, in the step S142, when re-
ceiving the command signal for selecting the fighting
group, the CPU 101 judges whether there is the game
stop data of the fighting group selected in the RAM 103
or the flash memory 104 or not (step S143).
[0299] When it is judged that there is the game stop
data of the fighting group selected in the RAM 103 or
the flash memory 104, the player operating the fighting
group selected stops the strategic simulation game and
does not perform the strategic simulation game at this
time. Therefore, the CPU 101 executes the absent fight
start processing (step S144), and starts the fighting be-
tween the group B not operated by the player and the
group A.
[0300] On the one hand, in the step S143, the player
operating the fighting group selected performs the stra-
tegic simulation game at this time when it is judged that
there is not the game stop data of the fighting group se-
lected in the RAM 103 or the flash memory 104. There-
fore, a command signal for displaying the group forma-
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tion image is transmitted to the CPU 101 of the control
unit 100 provided on the satellite A (step S145).
[0301] The CPU 131 receiving the command signal
transmits the drawing command etc. to the VDP 136.
The VDP 136 reads out the required image data by the
drawing command etc of the CPU131 among the image
data stored in the ROM 132, and writes into the flame
buffer 137 by generating composite image data. After
that, the composite image data wrote in the flame buffer
137 is transmitted to the image display device 14 and
the group formation image is displayed on the screen
14a.
[0302] Moreover, the group formation image is an im-
age facilitating to decide an unit going in for the fight
among one or more units belonging to the group For in-
stance, the group formation image includes an image
showing namings of each unit (U1 to U5) for selection
when the player performs the strategic simulation game
by using five built-in-IC-chip medals (M1 to M5) which
store data of each unit (U to U5) for selection.
[0303] Furthermore, the CPU 101 of the main control
unit 100 executes the following fight execution process-
ing based on data of the units (U1 to U3) stored in the
built-in-IC-chip medals (M1 to M3), when the player op-
erates the control section 15; and for example, inputs a
command for making the units (U1 to U3) go in for the
fight.
[0304] Therefore, the fight can be started based on
data stored in at least one built-in-IC-chip medal among
data red by the information writing/reading device 112
of the satellite A and stored in a plurality of the built-
in-IC-chip medals.
[0305] Then, the CPU 101 judge whether an informa-
tion signal on group formation is received (step 8146).
[0306] According to the above described example,
the information signal on group formation is a signal to
be transmitted from the CPU 131 of the control section
130 set to the satellite A to the CPU 101 of the main
control section 100 when the control section 15 is oper-
ated by a player and an instruction for making units (U1
to U3) participate in a fight is input.
[0307] When it is judge in step S146 that the signal
for group formation is not received, the CPU 101 of the
main control section 100 returns the processing to step
S146.
[0308] However, when it is judge in step S146 that the
information signal on group formation is received, the
CPU 101 of the main control section 100 transmits an
instruction signal for displaying a challenge-cost request
image to the CPU 131 of the control section 130 set to
the satellite A (Fig 14B, step S147).
[0309] The CPU 131 receiving the instruction signal
transmits a drawing instruction or the like to the VDP
136. The VDP 136 reads necessary image data from
the image data stored in the ROM 132, generates syn-
thetic image data, and writes the data in the frame buffer
137. Then, the synthetic image data written in the frame
buffer 137 is transmitted to the image display device 14

and a challenge-cost request image is displayed on the
screen 14a.
[0310] Moreover, the challenge-cost request image is
an image for prompting the group B to pay a challenge
cost necessary for the group A to start a fight. When the
challenge-cost request image is displayed, the control
section 15 is operated by a player and a designation for
paying a challenge cost is input, the CPU 131 of the con-
trol section 130 set to the satellite A judges in step S136
that a condition for changing the number of points is sat-
isfied, executes the processing for updating (decreas-
ing) the points stored in the RAM 133 orflash memory
138, and transmits an information signal showing that
the challenge cost is paid to the CPU 101 of the main
control section 100.
[0311] Then, then CPU 101 of the main control sec-
tion 100 judges whether the information signal showing
that the challenge cost is paid is received (step S148).
When the CPU 101 judges that the information signal
showing that the challenge cost is paid is not received,
it returns the processing to step S148.
[0312] However, when the CU 101 judges in step
S148 that the information signal showing that the chal-
lenge cost is paid is received, it stores the number of
medals paid as the challenge cost in the RAM 103 or
flash memory 104 (step S149).
[0313] Then, the CPU 101 of the main control section
100 transmits an instruction signal for displaying a meet-
ing selection image to the CPU 131 of the control section
130 (step S150).
[0314] The CPU 131 receiving the instruction signal
transmits a drawing instruction to the VDP 136. The
VDP 136 reads necessary image data from the image
data stored in the ROM 132 in accordance with the
drawing instruction supplied from the CPU 131, gener-
ates synthetic image data, and writes the data in the
frame buffer 137. Thereafter, the synthetic image data
written in the frame buffer 137 is transmitted to the im-
age display device 14 and a meeting selection image is
displayed on the screen 14a.
[0315] The above meeting selection image is an im-
age for prompting selection of a combat manner in the
fight between the group A and group B and the meeting
selection image includes one or more images showing
a combat manner as an option.
[0316] Then, when the control section 15 is operated
by a player and a designation for selecting a combat
manner is input, the CPU 101 of the main control section
100 performs the fight execution processing to be de-
scribed later in accordance with the selected combat
manner.
[0317] Then, the CPU 101 of the main control section
100 judges whether an instruction signal for selecting a
combat manner is received (step S151)
[0318] When determining that the information signal
for selecting a combat manner is not received, the CPU
101 of the control section 100 returns the processing to
step S151.
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[0319] However, when the CPU 101 judges that the
instruction signal for selecting a combat manner is re-
ceived, it transmits an instruction signal for displaying
an image of the selected combat manner to the satellite
A (step S152).
[0320] The CPU 131 receiving the instruction signal
transmits a drawing instruction or the like to the VDP
136. The DVP 136 reads necessary image data from
the image data stored in the ROM 132 in accordance
with the drawing instruction supplied from the CPU 131,
generates synthetic image data, and writes the data in
the frame buffer 137. Thereafter, the synthetic image da-
ta written in the frame buffer 137 is transmitted to the
image display device 14 and the image showing the se-
lected combat manner is displayed on the screen 14a.
[0321] Thereafter, the fight execution processing to
be described later is executed (step S153), a fight is ex-
ecuted between the group A and group and this subrou-
tine ends.
[0322] Figs. 15A to 15C and Figs. 16A to 16C are il-
lustrations schematically showing screen images dis-
played on the screen 14a of the image display device
14 set to the satellites or satellite A and/or B when the
subroutine shown in Figs. 14A and 14B is executed.
[0323] The screen images shown in Fig. 15A are
group formation images displayed on the screen 14a of
the image display device 14 of the satellite A when the
processings in steps S145 and S146 of the subroutine
shown in Fig. 14A are executed.
[0324] An image "1567 Winter owari" displayed on the
upper left of the screen shows an imaginary year season
and the location of the group A in a strategic simulation
game. An image "Leader, Oda Nobunaga" displayed at
the lower side of the above screen is the image showing
that the leader of the group A to be operated by a player
who performs the strategic simulation game is Oda
Nobunaga. Moreover, the ability value of the group A to
be operated by a player who performs the strategic sim-
ulation game at the satellite A is displayed below the
above screen.
[0325] Moreover, images of "WIN", "120", "CREDIT",
"200", "BET", and "0" are displayed in orderfrom the up-
per side at the right of the screen and these images
show that the accumulated number of medals obtained
by a player who performs the strategic simulation game
at the satellite A is 120, the number of points stored in
the RAM 133 of the satellite A is 200, and the challenge
cost stored in the RAM 133 of the satellite A is point 0.
[0326] The image of "Organize an armed force."
showing an operational procedure is displayed at the
upper side of the center of the screen and a list showing
ability values of five units belonging to the group A is
displayed below the above image.
[0327] The second item "name" from the left of the list
is an item showing names of units, in which "Oda Nobu-
naga" who is the leader of the group A, and "Hashiba
Hideyoshi", "Shibata Katsuie", "Maeda Toshiie", and
"Takigawa Kazumasu" who are units belonging to the

group A are displayed in order from the top. Moreover,
the third item "Soldier" from the left of the list is an item
showing the number of foot soldiers of a foot-soldier
troop led by each unit, the fourth item "cavalry" from the
left is an item showing the number of soldiers of a cav-
alry troop led by each unit, and the fifth item "iron" from
the left is an item showing the number of soldiers of a
gun troop led by each unit. Therefore, the armed force
led by "Oda Nobunaga" who is the leader of the group
A is constituted by 100 soldiers of a foot-soldier troop,
30 soldiers of a cavalry troop, and 50 soldiers of a gun
troop.
[0328] Moreover, the data on these units is stored in
a built-in-IC-chip medal every data on each unit.
[0329] The leftmost item "go to war" of the list is an
item for selecting whether to make the unit displayed at
the right of the item go to war, on which "Y" or "N" can
be displayed when a player inputs a designation.
[0330] In the case of the screen images shown in Fig.
15A, "Y" is displayed on the item of "go to war" in the
case of "Oda Nobunaga" who is the leader of the group
A and "Hashiba Hideyoshi" and "Shibata Katsuie" who
are units belonging to the group A and "N"is displayed
on the item of "go to war" in the case of "Maeda Toshiie"
and "Takigawa Kazumasu" who are remaining units.
[0331] Moreover, the image of "ls this organization ac-
cepted?" for prompting confirmation is displayed at the
lower side of the above list and moreover, the image
showing an option "Y/N" is displayed.
[0332] Furthermore, the image showing the advice
"Don't loose this opportunity" to be given to the leaser
"Oda Nobunaga" from "Hashiba Hideyoshi" which a unit
belonging to the group A is displayed at the lower side
of the screen.
[0333] When the images shown in Fig. 15A are dis-
played and "Y" is selected, the unit in which "O" is dis-
played on the item of "go to war" is displayed, that is,
"Oda Nobunaga" who is the leader of the group A and
"Hashiba Hideyoshi" and "Shibata Katsuie" participate
in a fight.
[0334] By setting the above mentioned, it is possible
to start a fight in accordance with the data stored in three
built-in-IC-chip medals in the data stored in five built-
in-IC-chip medal read by the information reading/writing
device 112 set to the satellite A.
[0335] When the screen images shown in Fig. 15A are
displayed and the organization of a group is completed,
the processings in steps S147 and S148 of the subrou-
tine shown in Fig. 14B are executed.
[0336] The screen images shown in Fig. 15B are chal-
lenge-cost request images displayed on the screen 14a
of the image display device 14 of the satellite A.
[0337] Because the images displayed at the left of the
screen are the same as those shown in Fig. 15A, their
description is omitted.
[0338] The image showing a state in which the prep-
aration for goring to war is completed and the image
showing an operational procedure of "100 golds are
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necessary to got to war in Mino. Do we go to war?" is
displayed at the central portion of the screen and the
image showing an option of "(Y/N)"is displayed.
[0339] Moreover, the image showing the advice "Let's
destroy at a stoke." to be given to the leader "Oda Nobu-
naga" from "Hashiba Hideyoshi" which is a unit belong-
ing to a group is displayed at the lower side of the
screen.
[0340] When the screen images shown in Fig. 15B are
displayed and "Y" is selected, the CPU 131 of the control
section 130 set to the satellite A judges that a condition
for changing the number of points is satisfied in step
S135 of the subroutine shown in Fig. 11, subtracts 100
points from the number of points (200 points) stored in
the RAM 133, executes the processing for decreasing
the number of points to 100 points, and moreover trans-
mits an information signal showing that a challenge cost
is paid to the CPU 101 of the main control section 100.
[0341] Moreover, the CPU 101 of the main control
section 100 judges in step S148 that the information sig-
nal showing that the challenge cost is paid is received
and executes the processing for storing the number of
medals (number of points) paid as a challenge cost in
the RAM 103 or flash memory 104.
[0342] Thereafter, when the processing in step S149
of the subroutine shown in Fig. 14B is executed, the im-
ages shown in Fig. 15C are displayed on the screen 14a
of the image display device 14 set to the satellite A.
[0343] The image showing a state in which "Oda
Nobunaga" who is the leader of the group A gives a com-
mand for going to war and the image of "We will go to
war." are displayed at the central portion of the screen.
[0344] Moreover, the image showing the words "Go
to war!!" of "Oda Nobunaga" who is the leader of the
group A is displayed at the lower side of the screen.
[0345] Furthermore, because 100 points are paid as
a challenge cost when the images shown in Fig. 15B
are displayed, images displayed as "CREDIT", "200",
"BET", and "0" in the screen images of Fig. 15B are
changed to images "CREDIT", "100", "BET", and "100".
[0346] Screen images shown in Fig, 16A are screen
images displayed on the screen 14a of the image dis-
play device 14 of the satellite B when steps S150 and
S151 of the subroutine shown in Fig. 14B are executed.
[0347] An image "1567 Winter Mino" displayed on the
top left of the screen are images showing an imaginary
year season and location of the group B in a strategic
simulation game and the image "Leader: Saito Dosan"
displayed below the above images is an image showing
that the leader of the group B to be operated by a player
who performs the strategic simulation game at the sat-
ellite B is Saito Dosan. Moreover, the image showing
the ability value of the group B to be operated by a player
who performs the strategic simulation game at the sat-
ellite B is displayed below the above image.
[0348] Images of "WiN", "60", "CREDIT", "150",
"BET", and "0"are displayed in order from the upper side
at the right of the screen and these images show that

the accumulated number of medals obtained by a player
who performs the strategic simulation game at the sat-
ellite B is 60, the number of points stored in the RAM
133 of the satellite A is 150, and the challenge cost
stored n the RAM 133 of the satellite A is 0 point.
[0349] Images showing combat manners such as
"single combat", "whole combat", and "siege" are dis-
played at the central portion of the screen and the image
showing the operational procedure of "Select strategy."
is displayed below the above images.
[0350] Moreover, the image showing the words "How
should we intercept. ?"of "Saito Dosan" who is the lead-
er of the group B is displayed at the lower side of the
screen.
[0351] In this case, the player can perform the fight
with the group A by a selected combat manner by oper-
ating the control section 15 of the satellite B and select-
ing the image showing a desired combat manner.
[0352] Among the above combat manners, the com-
bat manner "single combat" is a combat manner in
which one unit belonging to the group A fights with one
unit belonging to the group B. When a fight is performed
in accordance with this combat manner, the fight is start-
ed in accordance with the data stored in one built-in-IC-
chip medal among the data read by the information
reading/writing device 112 set to a satellite.
[0353] Moreover, the combat manner "whole combat"
is a combat manner in which two or more units belonging
to the group A fights with two or more units belonging to
the group B.
[0354] When a fight is performed in accordance with
this method, the fight is started in accordance with the
data stored in two or more built-in-IC-chip medal among
the data read by the information reading/writing device
112 set to a satellite.
[0355] Moreover, the combat manner "siege" is a
combat manner in which one or two or more units be-
longing to the group A fights with one or two or more
units belonging to the group B in accordance with ability
values and the like of the groups A and B.
[0356] In the case of a strategic simulation game pro-
vided by a medal-operated gaming machine of the
present invention, a combat manner which can be se-
lected when starting a fight is not restricted. However, it
is preferable that a medal-operated gaming machine of
the present invention for providing a strategic simulation
game is constituted so that the combat manner of the
above "single combat", that is, a combat manner in
which players fight with each other by using the data
stored in one built-in-IC-chip medal among the data
stored in a plurality of built-in-IC-chip medals respec-
tively can be selected.
[0357] Because a player can perform a strategic sim-
ulation game by using an built-in-IC-chip medal storing
the data for his favorite unit or an built-in-IC-chip medal
storing the data for a unit having a high ability value, it
is possible to make the player strongly have the feeling
of commitment on a medal (medal with the built-in IC

43 44



EP 1 367 551 A2

24

5

10

15

20

25

30

35

40

45

50

55

chip) and improve the want for collection of medals
(medal with the built-in IC chips), and moreover it is pos-
sible to make the player further being too much into the
game.
[0358] Moreover, it is preferable that a medal-operat-
ed gaming machine of the present invention for provid-
ing a strategic simulation game is constituted so that the
above-described combat manner "whole combat", that
is, the combat manner in which players fight with each
other by using the data stored in two or more built-in-IC-
chip medal among the data stored in a plurality of built-
in-IC-chip medal respectively can be selected.
[0359] Because a player having more built-in-IC-chip
medals storing the data for a unit having a high ability
value can advantageously process a fight, it is possible
to remarkably improve the want for collection of medals
(medal with the built-in IC chips) of the player.
[0360] When the images shown in Fig. 16A are dis-
played on the screen 14a of the image display device
14 set to the satellite B, for example, when "siege" is
selected a combat manner, images for a selected com-
bat manner are displayed on the screen 14a of the im-
age display device 14 set to the satellite A as shown in
Fig. 16B.
[0361] The screen images shown in Fig. 16B are
screen images to be displayed on the screen 14a of the
image display device 14 set to the satellite A when the
processing in step S152 of the subroutine shown in Fig.
14B is executed
[0362] Because the images displayed at the left of the
screen are the same as the images shown in Fig. 15C,
the description is omitted.
[0363] The image showing the castle in which "Saito
Dosan" belonging to the group B stand a siege is dis-
played and the image of "Fight is started." is displayed
at the central portion of the screen.
[0364] Moreover, the image showing the words "Mr.
Nobunaga, the enemy is sieged." of "Hashiba Hidey-
oshi" who is one unit belonging to the group A is dis-
played at the lower side of the screen.
[0365] The screen images shown in Fig. 16C are im-
ages showing the state of a fight to be displayed on the
screen 14a of the image display device 14 set to the
satellites A and B when the processing in step S153 of
the subroutine shown in Fig. 14B is executed.
[0366] The image showing the data for "Hashiba
Hideyoshi" who is one unit belonging to the group A is
displayed at the top left of the screen and the data for
"Takenaka Hanbei" who is one unit belonging to the
group B is displayed at the right of the screen. Moreover,
the image showing a state in which a fight is performed
is displayed at the central portion of the screen.
[0367] Furthermore, the image showing the process
of a fight between the group A and group B is displayed
at the lower side of the screen.

[3-2] Stage of performing fight with other group

[0368] Figs. 17A and 17B are flowcharts sowing a
subroutine to be executed to perform a fight between
one group and another group in a strategic simulation
game in the main control section 100 of the medal-op-
erated gaming machine 10.
[0369] The subroutine is a subroutine to be called and
executed in step S153 of the subroutine shown in Fig
14B.
[0370] Figs. 17A and 17B are described on a case in
which the group A wins a victory in the fight between the
groups A and B.
[0371] First, the fight-result decision processing is ex-
ecuted (step S160),
[0372] The fight-result decision processing is a
processing for the CPU 101 of the main control section
100 to decide a result of the fight between the groups A
and B in accordance with the data for the group A, the
data for the group B, and the data for the selected com-
bat manner in step S151 of the flowchart shown in Fig.
14B.
[0373] For example, when the combat manner "single
combat" is selected among the above-described com-
bat manners, the CPU 101 of the main control section
100 performs the processing for comparing ability val-
ues of units each other in accordance with the data for
one unit belonging to the group A and the data for one
unit belonging to the group B and decides a result of the
fight between the groups A and B.
[0374] Moreover, when the combat manner "whole
combat" is selected, the CPU 101 of the main control
section 100 performs the processing for comparing abil-
ity values of units each other in accordance with the data
for two or more units belonging to the group A and the
data for two or more units belonging to the group B and
decides a result of the fight between the groups A and B.
[0375] Moreover, in the case of the fight-result deci-
sion processing, the CPU 101 of the main control sec-
tion 100 not only decides a group wining a victory but
also performs the processing for deciding changes of
various ability values set to the groups A and B such as
the number of soldiers in groups decreased due to a
fight and ability values of units to be changed due to a
fight as fight results.
[0376] Moreover, in the case of the fight-result deci-
sion processing in step S160, it is judged whether to
change the data for a unit belonging to a defeated group
(group B) as the data for a unit belonging to a victorious
group (group A). In this case, it is decided to change the
data for which unit.
[0377] Furthermore, the CPU 101 of the main control
section performs the processing for storing the data for
the fight result decided in step S160 in the RAM 103 of
the main control section 100 and the processing for
changing ability values of the groups A and B in accord-
ance with the fight result.
[0378] Then, the CPU 101 of the main control section
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100 transmits an instruction signal for displaying the im-
age showing a fight state to the CPU 131 of the control
section 130 set to the satellites A and B in accordance
with the fight result decided in step S160 (step S161).
[0379] The CPU 131 receiving the instruction signal
transmits a drawing instruction to the VDP 136. The
VDP 136 reads necessary image data from the image
data stored in the ROM 132 in accordance with the
drawing instruction supplied from the CPU 131, gener-
ates synthetic image data, and writes the data in the
frame buffer 137. Then, the synthetic data written in the
frame buffer 137 is transmitted to the image display de-
vice 14 and the images showing a state of a fight shown
in Fig. 1 6C are displayed.
[0380] Then, the CPU 101 of the main control section
100 judges whether the current timing is the timing for
ending the fight (step S162). When the CPU 101 judges
that the current timing is not the timing for ending the
fight, it returns the processing to step S161 and per-
forms the processing for displaying the image showing
a state of the fight on the screen 14a of the image display
device 14 set to the satellites A and B.
[0381] By repeatedly executing the processings in
steps S161 and S162, it is possible to display the image
showing a state of the fight between the groups A and
B while economically changing the image and produce
a realistic fight scene.
[0382] When the CPU 101 judges in step S162 that
the current timing is the timing for ending the fight, it
transmits an instruction signal for displaying a fight re-
sult image to the CPU 131 of the control section 130 set
to the satellites A and B in accordance with the fight re-
sult decided in step; S160 (step S163).
[0383] The CPU 131 receiving the instruction signal
transmits a drawing instruction and the like to the VDP
136. The VDP 136 reads necessary image data from
the image data stored in the ROM 132 in accordance
with the drawing instruction and the like supplied from
the CPU 131, generates synthetic image data, and
writes the data in the frame buffer 137. Then, the syn-
thetic image data written in the frame buffer 137 is trans-
mitted to the image display device 14, and a fight result
image is displayed on the screen 14a.
[0384] It is allowed to apply the processings in steps
S161 to S163 not only to the satellites A and B but also
to another satellite at which a strategic simulation game
is performed By performing the above operation, it is
possible that a player other than the player who oper-
ates the group A and the player who operates the group
B can also watch a state of the fight between the groups
A and B.
[0385] Moreover, it is allowed that the image showing
the above fight and a fight result image are displayed
on the screen 13a of the large display device 1. In this
case, a person other than the players who perform the
strategic simulation game can watch a state of the fight
between the groups A and B.
[0386] Then, the CPU 101 judges whether the data

for a unit to be change is present in the data for the fight
result stored in the RAM 103 of the main control section
100 (step S164).
[0387] When the CPU 101 of the main control section
100 judges that the data for the unit to be changed is
present, it then transmits an instruction signal for dis-
playing the image showing the data for the unit to be
changed to the CPU 131 of the control section 130 set
to the satellite A (step S165).
[0388] The CPU 131 receiving the instruction signal
transmits a drawing instruction and the like to the VDP
136. The DVP 136 reads necessary image data from
the image data stored in the ROM 132 in accordance
with the drawing instruction and the like supplied from
the CPU 131, generates synthetic image data, and
writes the data in the frame buffer 137 Then, the syn-
thetic image data written in the frame buffer 137 is trans-
mitted to the image display device 14, and the image
showing the data for the unit to be changed is displayed
on the screen 14a.
[0389] The image for prompting to select whether to
recognize the above unit as a unit belonging to the group
A is included in the image showing the data for the unit
to be changed.
[0390] When the processing in step S165 is executed,
the CPU 101 of the main control unit 100 judges whether
a command signal for changing the data for units is re-
ceived (step S166).
[0391] When the CPU 101 judges that the command
signal for changing the data for units is not received, it
does not change the data for units to be changed to the
data for units belonging to the group A but it starts the
processing in step S169.
[0392] In this case, the CPU 101 of the main control
unit 100 performs the processing for deleting the data
for units constituting the group B serving as the data for
units to be changed among the data stored in the RAM
103 or flash memory 104 or for maintaining the data for
units
[0393] When the CPU 101 judges that the command
signal for changing the data for units is received, it per-
forms the processing for changing the data for units to
be changed to the data for units belonging to the group
A and writing the data in a built-in-IC-chip medal stored
in a predetermined place in the satellite A (step S167).
[0394] That is, the CPU 101 of the main control unit
100 performs the processing for changing an ID code
and the like included in the data for units to be changed
to an lD code and the like included in the data for units
belonging to the group A and thereby changing the data
for units to be changed to the data for units belonging
to the group A, and storing the data in the RAM 133 of
the control unit 130 or flash memory 138. Moreover, the
CPU 101 transmits a command signal for driving the in-
formation writing device 113 set to the satellite A to the
CPU 131 of the control unit 130 set to the satellite A.
When the CPU 131 receives the above command sig-
nal, it performs the processing for driving the information
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writing device 131 and writing the data for units newly
decided to belong to the group A in a built-in-IC-chip
medal stored in a predetermined place of the satellite A.
[0395] Moreover, the CPU 101 of the main control unit
100 performs the processing for deleting the data for
units constituting the group B serving as the data for
units to be changed among the data stored in the RAM
103 or flash memory 101.
[0396] Thereafter, the CPU 101 of the main control
unit 100 performs the processing for paying out a built-
in-IC-chip medal (step 8168). That is, the CPU 101
transmits a command signal for driving the built-in-IC-
chip medal paying-out device 114 to the CPU 131 of the
control unit 130 set to the satellite A. When the CPU 131
receives the above command signal, it pays out the
built-in-IC-chip medal in which the data for units newly
decided to belong to the group A is written from a built-
in-IC-chip medal outlet.
[0397] As a result, a player who operates the group A
can obtain the built-in-IC-chip medal in which the data
for units newly decided to belong to the group A is
stored.
[0398] When the processings in steps S167 and S168
are executed, the main control unit 100, control unit 130
set to the satellite A, information writing device 113, and
built-in-IC-chip medal paying-out device 114 function as
a built-in-IC-chip medal paying-out means because a
predetermined condition is satisfied while a game
progresses.
[0399] It is allowed to repeatedly execute the process-
ings in the above steps S164 to S168 in accordance with
the number of present data values when a plurality of
data values for units to be changed are present
[0400] When the CPU 101 judges in step S164 that
the data for units to be changed are not present, in step
S166 that a command signal for changing the data for
units is not received, or executes the processing in step
S168, it judges whether a group for which a fight is start-
ed (group B for the above described example) wins a
victory in accordance with the fight result obtained in
step S160 (step S169).
[0401] When the CPU 101 judges that the group for
which the fight is started (group B) wins a victory, it per-
forms the processing for paying out some or all of the
medals paid as a challenge cost in step S149 (step
S170).
[0402] That is, the CPU 101 decides the number of
medals to be paid out among the medals paid as the
challenge cost and then, transmits a command signal
for paying out the medals to the CPU 131 of the control
unit 130 set to the satellite.
[0403] When the CPU 131 receives the command sig-
nal, it transmits the command signal to the hopper 121
and thereby, drives the hopper 121 and makes the hop-
per 121 pay out the medals. When the medal detecting
section 122 detects a medal paid out from the hopper
121, it transmits a detection signal to the CPU 131.
[0404] The CPU 131 stores the frequency of receiving

detection signals in the RAM 133 whenever receiving a
detection signal and when judges that the frequency of
receiving detection signal reaches a predetermined fre-
quency, it transmits a command signal for stopping pay-
ing-out of medals to the hopper 121. As a result, paying-
out of medals by the hopper 121 is stopped When the
CPU 131 judges that the group for which a fight is started
does not win a victory or executes the processing in step
S170, it ends this subroutine.
[0405] Figs. 18A to 18C are illustrations schematically
showing screen images displayed on the screen 14a of
the image display device 14 set to the satellites or sat-
ellite A and/or B when the subroutine shown in Figs 1
7A and 17B is executed.
[0406] As described above, when the processings in
steps S161 to S162 of the subroutine shown in Fig. 17A
are executed, the images shown in Fig. 16C are dis-
played on the screen 14a of the image display device
14 set to the satellites A and B and the process of the
fight between the groups A and B is displayed However,
thereafter when the fight between the groups A and B
ends and step 5163 is executed, the images shown in
Fig. 18A are displayed.
[0407] The screen images shown in Fig. 18A are fight
result images to be displayed on the screen 14a of the
image display device 14 of the satellites A and B when
step S163 of the subroutine shown in Fig 17A is execut-
ed.
[0408] Images showing ability values of the whole
group A (obtained by digitizing a force size, gold, and
rice) are displayed at the top left of the screen and im-
ages showing ability values of the whole group B are
displayed at the right of the screen. Moreover, images
showing states in which the siege combat between the
groups A and B is performed are displayed at the central
portion of the screen.. Furthermore, images of "1567
Winter Mino Fight between Oda troops and Saito
troops "and "Oda troops wins a victory" are displayed at
the lower side of the screen as images showing the re-
sult of the fight between the groups A and B.
[0409] The screen images shown in Fig 18B are
screen images to be displayed on the screen 14a of the
image display device 14 set to the satellite B when step
S165 of the subroutine shown in Fig 17B is executed.
[0410] The images {1567 Winter Mino" displayed at
the top left of the screen are images showing imaginary
year and season and the location of the group A in a
strategic simulation game and the image "Leader: Oda
Nobunaga" displayed below the above images is an im-
age showing that the leader of the group A to be oper-
ated by a player who performs the strategic simulation
game is Oda Nobunaga. Moreover, the image showing
the ability value of the group A to be operated by a player
who performs the strategic simulation game at the sat-
ellite A is displayed below the above image.
[0411] Images of "WIN", "220", "CREDIT", "200".
"BET", and "0" are displayed at the right of the screen
and these images show that the accumulated number

49 50



EP 1 367 551 A2

27

5

10

15

20

25

30

35

40

45

50

55

of medals obtained by a player who performs the stra-
tegic simulation game at the satellite B is 220, the
number of points stored in the RAM 133 OF the satellite
A is 200, and the challenge cost stored in the RAM 133
of the satellite A is 0 point.
[0412] On the midsection of the screen, data concern-
ing "Takenaka Hanbei," a unit which was belonging to
the group B is displayed, along with an image of the line
of "Takenaka Hanbei," "Prithee I shall be grateful if you
could make me your follower." Moreover, an image of
an operational procedure showing, "Do you wish to have
him as your follower?" will be displayed, along with an
image of the options illustrating, "(Y/N)," in response to
the operational procedure.
[0413] Also on the lower side of the screen, an image
illustrating an advise, "Mister Nobunaga, Mister Takena-
ka Hanbei will be our great force," which is given by
"Hashiba Hideyoshi," a unit belonging to the group A, to
the leader "Oda Nobunaga," is displayed.
[0414] Hereupon, if "Y" is selected, "Takenaka
Hanbei" can be included as a unit to be belonging to the
group A.
[0415] When the image illustrated in Fig. 18B is dis-
played, an image on the screen illustrated in Fig 18C is
displayed on the screen 14a of the image display device
14 of the satellite A in response to that the "Y" has been
selected from the two options.
[0416] The images displayed on the upper left and the
upper right of the screen are the same as the image
shown in Fig. 18B, of which the explanations have al-
ready been done. Therefore the explanation for this is
omitted here.
[0417] On the center portion of the screen is displayed
an image where "Oda Nobunaga" of the leader of the
group A dialogues with "Takenaka Hanbei" of an unit
newly belonging to the group A, and also is displayed
an image where "Takenaka Hanbei goes in for a feuda-
tory".
[0418] Moreover, on the lower part of the screen is dis-
played an image where "I effort to serve for my lord." as
the part of "Takenaka Hanbei".
[0419] Fig. 19 is a flow chart showing a subroutine for
determining an unit action of a group in the main control
unit 100 of the medal gaming machine 10.
[0420] The subroutine is executed by being called
from the control program for controlling the strategic
simulation game of the medal gaming machine 10 exe-
cuted in advance by receiving the input of the command
for the unit of the group in the strategic simulation game.
[0421] If the command for one unit of the group A is
inputted though the control section 15 of the satellite A,
the CPU 131 of the control unit 130 provided on the sat-
ellite A transmits a signal indicating the input of the com-
mand for one unit of the group A to the CPU 101 of the
main control unit 100. The CPU 101 of the main control
unit 100, when receiving the signal, executes on the ba-
sis of the comparison processing of the leader's ability
value of the group A and the unit's ability value of the

group A among the data stored in the RAM 103 of the
main control unit 100 or the flash memory 104 (step
S180).
[0422] Although the comparison processing method
of the ability value is specially limited, for example, as
one of the ability values for the leader of the group, an
"appeal" which is an ability to submit units is set. If a
"loyalty" which is an ability obedient to the leader is set
as one of ability values for an unit of the group, the above
method adds the "appeal" of the leader's ability value
and the "loyalty" of the unit's ability value, and also ex-
ecutes samplings of random numbers to obtain num-
bers within a given region (for example, 1 to 100). In
addition, it compares a sum of the added number and a
number obtained by sampling of random numbers with
a criterion number (for example, 200), and decides
whether to make the unit act based on the command or
not by determining whether to surpass this criterion
number or not.
[0423] In the above example, if the "appeal" of the
leader's ability value of the group A is 80, the "loyalty"
of the unit's ability value of the group A is 90, and the
number value obtained by sampling of random numbers
is 50, the sum is 230, so the method decides to make
the unit of the group A act based on the command. On
the other hand, if the number value obtained by sam-
pling of random numbers is 20, the sum is 190, so it is
decided not to make the unit of the group A act based
on the command.
[0424] Next, the CPU 101 of the main control unit 100
judges on the basis of the result of the comparison
processing of the ability value whether to make the unit
act according to the command or not (step S181).
[0425] The CPU101 makes the unit act according to
the inputted command when judging to make the unit
act according to the command (step S182).
[0426] For instance, if the command for making one
unit of the group A go in for the fight is inputted through
the control unit 15 of the satellite A, when judging to
make the unit go in for the fight in the step S181, the
CPU101 advances the strategist simulation game by
making one unit of the group A go in for the fight in the
step 8182.
[0427] On the other hand, in the step S182, the CPU
101 executes the action selection draw processing
when judging not to make the unit act according to the
command (step S183). For example, in the action se-
lection draw processing theS main control unit 100
stores in advance a plurality of the probability tables for
determining the action of unit corresponding to random
number in the ROM 102 of the main control unit 100 or
the like, and sets the probability table according to the
inputted command to the RAM 103 of the main control
unit 100 or the like Thereafter the main control unit 100
executes the action selection draw processing by sam-
pling random numbers.
For example, if the inputted command is one for making
an unit of the group A go in for the fight, the probability
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table for determining the unit action such as "not to go
in for the fight", "to go over to the group of the fighting
opponent" is set corresponding to random numbers Af-
ter that, the CPU 100 can decide the unit action of the
group A by sampling random numbers.
[0428] Next, the CPU 101 makes the unit act based
on the result of the action selection draw (step S184).
[0429] For example, in the case where the command
for making one of units belonging to the group A go in
for the fight is inputted through the control unit 15 of the
satellite A, the CPU 101 executes the action selection
draw in the step S183 when judging not to make the unit
act according to the above command in the step S181
At the result of the action selection draw, if one unit of
the group A is judged "not to go in for the fight", the CPU
101 advances the strategic simulation game without
making one unit of the group A go in for the fight.
[0430] The present subroutine is finished when the
processing of the step S182 is executed, or when the
processing of the step S184 is executed.
[0431] Fig. 20A to Fig. 20C show example models of
picture image which are displayed on the screen 14a of
the image display device 14 provided in the groups A
and B when the subroutine shown in Fig. 19 is executed
after the picture image shown in Fig. 16B is displayed
and the combat is started between the group A and the
group B.
[0432] The picture image shown in Fig. 20A is an ex-
ample of a picture image which is displayed when the
combat is started between the group A lead by the lead-
er "ODA Nobunaga" and the group B lead by the leader
"SAlTO Dosan" after a command for enrolling the units
"HASHIBA Hideyoshi" and "SHIBATA Katsuie" under
the group A as the participants in the combat and it is
decided in the step S181 of the subroutine shown in Fig.
19 that the unit "HASHIBA Hideyoshi" is to take action
following the inputted command.
[0433] An image showing the data in regards to the
unit "HASHIBA Hideyoshi" under the group A is dis-
played at the upper left of the screen while the data in
regards to a unit "TAKENAKA Hanbei" under the group
B is displayed at the upper right of the screen.
[0434] Moreover, at the center of the screen, "My lord,
we will definitely gain a complete victory." is displayed
as a line of the unit "HASHIBA Hideyoshi" under the
group A showing the run of events that the unit "HASH-
IBA Hideyoshi" takes action following the inputted com-
mand.
[0435] Further, displayed at the bottom of the screen
is an image showing the development of the combat
fought between the unit "HASHIBA Hideyoshi" under
the group A and the unit "TAKENAKA Hanbei" under the
group B.
[0436] The picture image shown in Fig. 20B is an ex-
ample of a picture image which is displayed when the
combat is started between the group A lead [led] by the
leader "ODA Nobunaga" and the group B lead by the
leader "SAITO Dosan" after a command for enrolling the

units "HASHIBA Hideyoshi" and "SHIBATA Katsuie" un-
der the group A as the participants in the combat is in-
putted and it is decided in the step S181 of the subrou-
tine shown in Fig. 19 that the unit "HASHIBA Hideyoshi"
is to take action not following the inputted command.
[0437] An image showing the data in regards to the
another unit "SHIBATA Katsuie" under the group A is
displayed at the upper left of the screen while an image
showing the data in regards to "SAITO Dosan" who is
the leader of the group B is displayed at the upper right
of the screen.
[0438] Further, displayed at the bottom of the screen
is an image showing the development of the combat
fought between the unit "SHIBATA Katsuie" under the
group A and "SAITO Dosan" as the leader of the group
B. At the very bottom, an image of "SHIBATA Katsuie of
ODA Corps has retreated." is displayed showing the run
of events that the unit "SHIBATA Katsuie" takes action
not following the inputted command.
[0439] In addition, at the center of the screen, "I have
not ordered you to retreat." is displayed as a line of "ODA
Nobunaga" as the leader of the group A.
[0440] The picture image shown in Fig. 20C is another
example of a picture image which is displayed when the
combat is started between the group A led by the leader
"ODA Nobunaga" and the group B led by the leader
"SAITO Dosan" after a command for enrolling the units
"HASHIBA Hideyoshi" and -SHIBATA Katsuie" under
the group A as the participants in the combat is inputted
and it is decided in the step S181 of the subroutine
shown in Fig. 19 that the unit "HASHIBA Hideyoshi" is
to take action not following the inputted command.
[0441] An image showing the data in regards to the
unit "SHIBATA Katsuie" under the group A is displayed
at the upper left of the screen while an image showing
the data in regards to "SAITO Dosan" who is the leader
of the group B is displayed at the upper right of the
screen.
[0442] Displayed at the bottom of the screen is an im-
age showing the development of the combat fought be-
tween the unit "SHIBATA Katsuie" under the group A
and "SAITO Dosan" as the leader of the group B. At the
very bottom, an image of "SHIBATA Katsuie of ODA
Corps has betrayed and gone over to the enemy." is dis-
played showing the run of events that the unit "SHIBATA
Katsuie" takes action not following the inputted corn-
mand.
[0443] In addition, at the center of the screen, "How
dear you betrayed me!" is displayed as a line of "ODA
Nobunaga" as the leader of the group A.

[4] A step of interrupting the ongoing combat simulation
game

[0444] Fig. 21A and Fig. 21B are flowcharts showing
the subroutine which is executed for interrupting the on-
going combat simulation game in the main control unit
100 of the medal operated gaming machine 10. Upon
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receiving the command signal for interrupting the com-
bat simulation game through the control unit 15 provided
in one satellite (satellite A), the subroutine is called to
be executed from the control program for controlling the
combat simulation game of the medal machine 10,
which has been already executed.
[0445] First, a command signal for displaying an ab-
sentee match selection image is transmitted to the CPU
131 of the control unit 130 provided in the satellite A
(steps 190).
[0446] The CPU 131, upon receiving the command
signal, transmits a drawing command and the like to the
VDP 136 According to the drawing command and the
like from the CPU 136, the VDP 136 reads out the nec-
essary image data from the image data stored in the
ROM 132, generates a composite image data so as to
write it onto the frame buffer 137- Then, the composite
image data written onto the frame buffer 137 is trans-
mitted to the image display device 14 and the absentee
match selection image is displayed on the screen 14a.
[0447] The above-described absentee match selec-
tion image is an image for letting the player select the
manner of fighting the combat to be fought between the
group A and another group after the player of the group
A interrupts the game.. The absentee match selection
image contains an image showing one, two, or more
manners of fighting as selections. Examples of the com-
bat manners, which can be selected from the absentee
match selection image, may be the same as those of
the match selection image described above, which can
be selected.
[0448] When the player controls the control unit 15
and inputs a command for selecting the combat manner
for the absentee match, the CPU 101 of the main control
unit 100 stores the data in regards to the selected com-
bat manner for the absentee match in the RAM 103 or
the flash memory 104 of the main control unit 100 as the
game interruption data.
[0449] Next, it is judged whether or not a command
signal for selecting the combat manner has been re-
ceived (step S191) When it is judged that the command
signal for selecting the combat manner has not been re-
ceived, the CPU 101 of the main control unit 100 returns
the processing to the step S191.
[0450] On the other hand, when it is judged in the step
S191 that the command signal for selecting the combat
manner has been received, the history data of the game
of the player operating the group A (the data in regards
to the group A) is stored as the game interruption data
(Step S192). In other words, the CPU 101 of the main
control unit 100 stores the history data of the game of
the player operating the group A (the data in regards to
the group A), which has been stored in the RAM 103 or
the flash memory 104, in the flash memory104 as the
game interruption data.
[0451] Next, the CPU 101 judges whether or not the
medal with the built-in IC chips 30 are provided (Fig 21
B, step.S193).

[0452] In other words, the CPU 101 transmits a com-
mand signal for recognizing the built-in-IC-chip medal
30 to the CPU 131 of the control unit 130 provided in the
satellite A. Upon receiving the command signal, the
CPU 131 transmits a command signal for recognizing
the built-in-IC-chip medal 30 to the information reading/
writing device 112.
[0453] The information reading/ writing device 112 af-
ter receiving the command signal performs processing
for recognizing the built-in-IC-chip medal 30 and trans-
mits a response signal to the CPU 131 when recognizing
the built-in-IC-chip medal 30. Further, the CPU 131 after
receiving the response signal transmits a response sig-
nal to the CPU 101 of the main control unit 100.
[0454] The CPU 101 of the main control unit 100 judg-
es whether or not the built-in-IC-chip medal 30 are pro-
vided in the concave part 19 of the built-in-IC-chip medal
placing stand 20 provided in the satellite A based on the
fact whether or not the response signal has been re-
ceived.
[0455] In the case where the history data of the game
(the data in regards to the group A), which is stored as
the game interruption data, contains the data in regards
to a plurality of units, the combat simulation game is to
have been played by the number of built-in-IC-chip med-
als in accordance with the number of the units. Thus,
the CPU 193 judges whether or not the number of built-
in-IC-chip medals in accordance with the number of the
units are provided.
[0456] When it is judged in the step S193 that the built-
in-IC-chip medals is not provided, it is so notified (step
S194) and the processing is returned to the step S193.
Such notification can be achieved, for example, by dis-
playing a specific image showing a warning (e.g., "med-
al memory is unset") on the screen 14a of the image
display device 14.
[0457] On the other hand, when it is judged in the step
S193 that the built-in-IC-chip medals are provided in the
concave part 19 of the built-in-IC-chip medal placing
stand 20 of the satellite A, data reading processing is
performed (step S195).
[0458] In the data reading processing, the CPU 101
transmits a command signal for reading out the data
stored in the built-in-IC-chip medals to the CPU 131. On
the other hand, the CPU 131 of the control unit 130 pro-
vided in the satellite A drives the information reading/
writing device 112 so as to perform the processing for
reading out the data stored in the built-in-IC-chip medals
for storing the read data in the RAM 133.
[0459] Then, the CPU 101 of the main control unit 100
judges whether or not the ID code and the like contained
in the read date and the ID code and the like contained
in the game interruption data are consistent (step S196).
In other words, the CPU 101 obtains the ID codes and
the like from the data stored in the RAM 133 in the step
S195 and the history data of the game stored in the step
S192 so as to judge whether the both are consistent or
not.
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[0460] When it is judged that the both are not consist-
ent, the built-in-IC-chip medal provided in the built-in-IC-
chi medal placing stand 20 are different from the built-
in-IC-chip medal provided before the combat simulation
game is started and the like. Thus, the CPU 101 notifies
that different built-in-IC-chip medals are provided and
returns the processing to the step S193. Such notifica-
tion can be achieved, for example, by displaying a spe-
cific image showing a warning (e.g., "Different medal
memory is set") on the screen 14a of the image display
device 14.
[0461] On the contrary, when it is judged in the step
S196 that the ID code and the like contained in the read
data and the ID code and the like contained in the game
interruption data are consistent, the same built-in-IC-
chip medals as the ones provided before the combat
simulation game is started and the like are provided in
the built-in-IC-chip medal placing stand 20 Thus, the
CPU 101 performs the data writing processing (step
S198).
[0462] In the data writing processing, the CPU 101
transmits a command signal for writing the game inter-
ruption data onto the built-in-IC-chip medals and, at the
same time, stores the game interruption data in the RAM
133 of the satellite A. On the other hand, the CPU 131
of the control unit 130 provided in the satellite A, upon
receiving the above-described command signal, drives
the information reading! writing device 112 so as to write
the game interruption data stored in the RAM 133 onto
the built-in-IC-chip medals.
[0463] In the steps S195 and S198, the main control
unit 100, and the control unit 130 and the information
reading/ writing device 112 provided in the satellite A
function as data reading/ writing means which perform
writing of at least either the initial data of the game or
the history data of the game onto the built-in-IC-chip
medals and reading of at least either the initial data of
the game or the history data of the game from the built-
in-IC-chip medals.
[0464] Subsequently, the CPU 101 deletes the history
data of the game (the data in regards to the player op-
erating the group A) among the data stored in the RAM
103 or the flash memory 104 of the main control unit and
the data stored in the RAM 133 or the flash memory 138
of the control unit 130 provided in the satellite A except
for the data stored as the game interruption data (step
S199) and the subroutine is completed.
[0465] Fig. 22A-Fig. 22 C show schematically an ex-
ample of the screen image displayed on the screen 14a
of the image display device 14 installed in the satellite
A when an ongoing strategic simulation game is
stopped.
[0466] The screen image shown in the Fig. 22A is the
screen image displayed on the screen 14a of the image
display device 14 installed in the satellite A before the
subroutine shown in Fig. 21 A and Fig. 21 B is executed.
[0467] The image "1568 Summer Mino " displayed at
the top left of the screen is an image that shows a im-

aginary year, season, and the location of the group A in
the strategic simulation game, while the image "Leader:
Oda Nobunaga" displayed below is an image showing
that the leader of the group A operated by the player
who is playing the strategic simulation game on the sat-
ellite A. In addition, an image that indicates the ability
value of the group A operated by the player who is play-
ing the strategic simulation game on the satellite A is
displayed below this.
[0468] Moreover, images such as "WIN", "220",
"CREDIT", "400", "BET", and "0" are displayed at the
top right of the screen, and these images show respec-
tively that the accumulated number of medals acquired
by the player who is playing the strategic simulation
game on the satellite B is 220 pieces, the number of
points stored in the RAM133 of the satellite A is 200
points, and the challenge fee stored in the RAM133 of
the satellite A is 0 point.
[0469] An image that shows the dialog scene between
the leader of the group A, "Oda Nobunaga" and an unit
belonging to the group A "Hashiba Hideyoshi" is dis-
played in a central part on the screen, and an image
showing an operating procedure, "Do you wish to take
a break?" or "Do you want to stop the game?", is dis-
played, and an image showing the choice of "(YIN)" cor-
responding to the operating procedure, is displayed.
[0470] Moreover, an image that shows an advice "The
rest is also necessary at times" that an unit belonging
to the group A "Hashiba Hideyoshi" gives the leader
"Oda Nobunaga", is displayed at the bottom of the
screen.
[0471] At this time, when the player inputs an instruc-
tion to select "Y" through the control section 15 installed
in the satellite A, the CPU131 in the control unit 130 dis-
posed in the satellite A sends an instruction signal that
shows that the instruction to stop the strategic simula-
tion game was input to the CPU101 in the main control
unit 100.
[0472] When this instruction signal is received, the
CPU101 in the main control unit 100 executes the sub-
routine shown in Fig . 21 A and Fig 21 B.
[0473] The screen image shown in Fig.. 22 B is an
absent fight selection image displayed on the screen
14a of the image display device 14 installed in the sat-
ellite A when the processing of step S190 of the subrou-
tine shown in Fig. 21A is executed.
[0474] The image displayed at the top right and at the
top left of the screen is similar to the image shown in Fig
22A, and it has been explained; therefore, the explana-
tion here shall be omitted.
[0475] The image " Sir (means Nobunaga), by which
method shall we fight back when attacked by the enemy
while you are taking the rest?" is displayed at the bottom
of the screen as a speech of one unit "Hashiba Hidey-
oshi" that belongs to the group A, and moreover, images
that show the combat manners " Sigle combat" (or
"Man-to-man fight"), "Whole combat", and "Siege", are
sequentially displayed from the top in this order, in the
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central part on the screen, and an image that shows the
operating procedure "Please select the strategy", is dis-
played below them.
[0476] At this time, the player, can fight during the ab-
sence by the combat manner selected by the operation
of control section 15 of the satellite A, and the selection
of the image that shows the desired combat manner.
[0477] The screen image shown in Fig. 22C is a
screen image displayed on the screen 14a of the image
display device 14 installed in satellite A when the
processing of the step S198 of the subroutine shown in
Fig. 21 B is executed.
[0478] The image displayed at the top right and at the
top left of the screen is similar to the image shown in
Fig. 22A, and it has been explained; therefore, the ex-
planation here shall be omitted.
[0479] An image that shows the progress status re-
port of processing "It is completed writing data on the
medal memory.", is displayed, and another image show-
ing the operating procedure "Thank you very much.
Please remove the medal memory." is displayed in the
central part of the screen
[0480] Moreover, the image "Sir (Nobunaga), please
return from the rest as soon as possible." is displayed
at the bottom of the screen as a speech of one unit
"Hashiba Hideyoshi" that belongs to the group A.
[0481] The strategic simulation game is executed
continuously with the presence of the group A in the
medal operated gaming machine 10 though the strate-
gic simulation game is stopped in the satellite A when
the subroutine shown in Fig 21A and Fig. 21 B is exe-
cuted, and the screen image shown in Fig. 22C is dis-
played.
[0482] And, when an instruction that a player playing
the game in the other satellite challenges the group A
to a fight is input by that player during the absence of
the group A, the fight will be done in the steps
S190-S191 by the combat manner selected before-
hand.
[0483] Fig. 23 is a flow chart that shows a subroutine
to be executed when the strategic simulation game
progresses.
[0484] In the explanation of Fig. 23, it is assumed that
the group operated by the player who has stopped the
strategic simulation game be the group A, the group that
challenges the group A to a fight is called the group C,
and the satellite where the player operating the group C
plays the strategic simulation game, is assumed to be
the satellite C.
[0485] The subroutine shown in Fig. 23 is a subrou-
tines to be executed in the main control unit 100 upon
reception of a instruction that the player playing the
game on the satellite C challenges the group A where
the player is absent to a fight, by the operation of the
control section 15, namely, a subroutine to be called and
executed in the step S144 of the flow chart shown in Fig.
14A.
[0486] In the flow chart shown in Fig. 23, the same

symbol is affected to the step where a processing similar
to the flow chart shown in Fig. 14A and Fig. 14 B is per-
formed.
[0487] When the absent fight start processing routine
is started, the CPU101 in the main control unit 100 trans-
mits an instruction signal to display the group organiza-
tion image to the CPU131 in the control unit 130 dis-
posed in the satellite C (step S145). Note that the
processing to be executed in the step S145 is a process-
ing similar to the processing executed in the step S145
of the subroutine shown in Fig. 14A, and has already
been explained; therefore, the explanation thereof shall
be omitted here.
[0488] Next, the CPU101 judges whether to have re-
ceived the information signal concerning the group or-
ganization or not (step S146) The processing is returned
to the step S146 when it is judged that the signal con-
cerning the group organization has not been received.
[0489] On the other hand, the CPU101 of the main
control unit 100 transmits an instruction signal to display
the challenge fee demand image to the CPU131 in the
control unit 130 disposed in the satellite C, when it is
judged that the information concerning the group organ-
ization, was received in the step S146 (step S147).
[0490] Next, CPU101 judges whether to have re-
ceived the information signal that the challenge fee is
paid or not(step S148).
[0491] It returns the processing to the step S148,
when it is judged that the information signal that the chal-
lenge fee is paid has not been received
[0492] On the other hand, the CPU101 stores the
number of medals paid as challenge fee (number of
points) in the RAM103 or flash memory 104 in the step
S148 when it is judged that the information signal that
the challenge fee is paid was received (step S149).
[0493] Note that the processing of the steps
S145-S149 mentioned above is similar to the process-
ing of the steps S145-S149 of the subroutine shown in
Fig. 14A and Fig. 14 B and has already been described;
therefore, the explanation thereof shall be omitted this
time.
[0494] Next, the CPU101 of the main control unit 100
transmits an instruction signal to display the image con-
cerning the combat manner selected beforehand (step
S158).
[0495] The CPU131, that receives this instruction sig-
nal, transmits a drawing instruction and so on to the
VDP136. Upon the drawing instruction and so on from
the CPU131, the VDP136 reads out necessary image
data among the image data stored in the ROM132, gen-
erates the synthetic image data, and writes it in the
frame buffer 137. Afterwards, the synthetic image data
written in the frame buffer 137 is transmitted to the im-
age display device 14 and the image that shows the
combat manner that was selected beforehand will be
displayed on the screen 14a.
[0496] Afterwards, the absent fight execution
processing described later is executed (step S159) to
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terminate this subroutine.
[0497] Fig. 24A and Fig. 24 and B are flow charts that
show the subroutine that is called and executed in the
step S159 of the subroutine shown in Fig. 23.
[0498] First of all, CPU101 in the main control unit 100
performs the absent fight result decision processing
(step S200).
[0499] This absent fight result decision processing is
a processing where the CPU101 of the main control unit
100 decides the results of the fight of the group C and
the group A based on the data concerning the group C,
the data concerning the group A during the absence of
the player and the data concerning the combat manner
selected beforehand in the steps S190-S191 of the sub-
routine shown in Fig. 21A. Moreover, data concerning
group A during the absence of the player is included in
the game stop data stored in the flash memory 104 in
the step S192 mentioned above. Note that the absent
fight result decision processing is a processing substan-
tially similar to the fight result decision processing men-
tioned above and has already been described; there-
fore, the explanation here shall be omitted.
[0500] Next, the CPU101 transmits the instruction sig-
nal to display the image that shows the scene of the fight
to the CPU131 in the control unit 130 disposed in the
satellite C (step S201). As a result, for instance, an im-
age similar to the image shown in Fig. 16C will be dis-
played on the screen 14a of the image display device
14 disposed in the satellite C.
[0501] Next, the CPU101 judges whether it is the tim-
ing to end the fight (step S202). The CPU101 returns
the processing to the step S202, and processes to dis-
play the image that shows the scene of fight on the
screen 14a of the image display device 14 installed dis-
posed in the satellite C when it judges that it is not the
timing for ending the fight.
[0502] On the other hand, the CPU101 transmits an
instruction signal to display the fight result image to the
CPU131 in the control unit 130 disposed in the satellite
C when it judges that it is the timing to terminate the fight
(step S203).
[0503] Note that the processing in the step S203 is a
processing similar to the processing in the step S163 of
the subroutine shown in Fig. 17A, and has already been
described; therefore, the explanation here shall be omit-
ted
[0504] Next, it is Judged whether the data concerning
the unit that should be changed exist in the data con-
cerning the results of the fight stored in the RAM 103 of
the main control unit 100 (step S204).
[0505] When it is judged that data concerning the unit
that should be changed exists in the step S204, next,
the CPU101 of the main control unit 100 judges whether
data concerning the unit that should be changed is data
concerning the unit that belongs to the group which is
challenged in a fight (group A) (step S205).
[0506] The CPU101 of the main control unit 100 trans-
mits an instruction signal to display the image that

shows data concerning the unit that should be changed
to the CPU131 of the control unit 130 disposed in the
satellite C in the step S205, when it is judged that data
concerning the unit that should be changed is the data
concerning the unit that belongs to the group which is
challenged in a fight (group A) (step S206).
[0507] The CPU131, that receives this instruction sig-
nal, transmits a drawing instruction and so on to the
VDP136. The VDP136 reads out necessary image data
by the drawing instruction and so on from the CPU131
from the image data stored in the ROM132, generates
synthetic image data and write it into the frame buffer
137. Afterwards, the synthetic image data written in the
frame buffer 137 is transmitted to the image display de-
vice 14, and the image that shows data concerning the
unit that should be changed will be displayed on the
screen 14a.
[0508] An image prompting to select whether to make
the above-mentioned unit an unit that belongs to the
group A is included in the image that shows data con-
cerning this unit that should be changed.
[0509] Afterwards, the CPU131 judges whether to
have received the instruction signal to change data con-
cerning the unit or not (step S207).
[0510] The CPU101 in the main control unit 100 does
not change the data concerning the unit that should be
changed to data concerning the unit that belongs to the
group C, and advances the processing to the step S169,
when it is judged that the instruction signal to change
the data concerning the unit was not received, namely
when it is judged that an instruction signal not to change
data concerning the unit was received.
[0511] At this time, the CPU101 of the main control
unit 100 deletes data concerning the unit that composes
the group A that became data concerning the unit that
should be changed among the data stored in the
RAM103 or flash memory 104 or processes to maintain
is as it is
[0512] When it is judged that the instruction signal to
change the data concerning the unit was received, next,
the data conceming the unit that should be changed is
changed to the data concerning the unit that belongs to
the group C, and processed to be written into the built-
in-IC-chip medal stored in a prescribed part in the sat-
ellite C (step S208).
[0513] Namely, the CPU101 of the main control unit
100 changes the data concerning the unit that should
be changed to the data concerning the unit that belongs
to group C by changing the ID code and so on included
in the data concerning the unit that should be changed
to the ID code and so on included in data concerning
the unit that belongs to the group C, and processes to
make it be stored in the RAM133 in the control unit 130
disposed in the satellite C or flash memory 138. More-
over, the CPU101 transmits an instruction signal to drive
an information writing device 113 installed in the satellite
C to the CPU131 in the control unit 130 disposed in the
satellite A. When the CPU131 receives the above-men-
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tioned instruction signal, it drives the information writing
device 113, and writes the data concerning the unit that
newly came to belong to the group C in the built-in-IC-
chip medal stored in a prescribed part of the satellite A.
[0514] In addition, the CPU101 of the main control unit
100 deletes the data concerning the unit configuring the
group A that became data concerning the unit that
should be changed from the data stored in the RAM103
orflash memory 104.
[0515] Thereafter, the CPU101 of main control unit
100 performs a processing of paying out the built-in-IC-
chip medal (step S209). In short, the CPU101 transmits
an instruction signal to drive the built-in-IC-chip medal
pay-out device 114 to the CPU131 in the control unit 130
disposed in the satellite C. When the above-mentioned
instruction signal is received, the CPU131 pays out the
built-in-IC-chip medal in which data concerning the unit
that came newly to belong to the group C is written from
the built-in-IC-chip medal outlet installed in the satellite
12.
[0516] As a result, the player operating the group C
can acquire the built-in-IC-chip medal to which data con-
cerning the unit that came newly to belong to the group
C is stored.
[0517] During the execution of the processing of these
steps S208 and S209, the main control unit 100, and the
control unit 130, the information wring device 113 and
the built-in-IC-chip medal pay-out device 114 provided
in the satellite C function as built-in-IC-chip medal pay-
out means for paying out built-in-IC-chip medals, pro-
vided that prescribed conditions are satisfied while the
game is progressing.
[0518] On the other hand, when it is judged that data
concerning the unit that should be changed is not the
data concerning the unit that belongs to the group
(group A), or, that it is the data concerning the unit that
belongs to the group which is challenged in a fight
(group C) in the step S205, the CPU101 in the main con-
trol unit 100 makes the data concerning the unit that
should be changed be stored in addition to the game
stop data (data concerning the group A) stored in the
flash memory 104 (step S210).
[0519] The CPU101 of the main control unit 100 judg-
es whether the group which is challenged in a fight won
or not (step S211), when it is judged that data concern-
ing the unit that should be changed does not exist in the
step S204, when it is judged that the instruction signal
to change the data concerning the unit is not received
in the step 209, or, when the processing of the step S209
or the S210 is executed.
[0520] A part or all of medals paid as challenge fee is
added to the game stop data (data concerning the group
A) stored in the flash memory 104 as a number of points
and stored when it is judged that the group which is chal-
lenged in a fight (group A) won (step S212).
[0521] In the step S211, when it is judged that the
group which is challenged in the fight won or when the
processing of the step S212 is executed, the subroutine

will be ended..

[5] Step To Resume The Stopped Strategic Simulation
Game

[0522] In the aforementioned step [4], the player who
paused (interrupted, canceled, stopped) the strategic
simulation game (the player who operates the group A)
can resume the aforementioned strategic simulation
game by using the built-in-IC-chip medal in which the
data related to the stop of the game is stored.
[0523] Fig.25 is a flowchart illustrating a subroutine to
be executed for the resume of the strategic simulation
game, which has been stopped in the main control unit
100 of the medal operated gaming machine 10. The
subroutine is the one which is read out and executed in
the step S117 of the subroutine as illustrated in the Fig.
9B.
[0524] Moreover, in an explanation about the Fig.25,
the case where the player who operated the group A
and stopped the game resumes the strategic simulation
game is explained by executing the subroutine illustrat-
ed in the Fig. 21A and the Fig. 21B.
[0525] First of all, CPU 101 of the main control unit
100 executes the initialization processing (step S220).
[0526] This initialization processing is to resume the
stopped strategic simulation game, according to the
game stop data (the data concerning the group A) read
in the subroutine of the step S112 shown in Fig.9A, and
the game stop data (the data concerning the group A)
stored in the flash memory 104 in the subroutine of the
step S192 shown in the Fig. 21A.
[0527] Secondly, the CPU 101 of the main control unit
100 judges whether the data concerning the unit to be
changed is stored or not (step S221). In the above-men-
tioned step S210, the data concerning the unit to be
changed is the one added to and stored in the game
stop data (the data concerning the group A) stored in
the flash memory 104. In other words, in the step S221,
the CPU 101 of the main control unit 100, in the step
S210, judges whether or not the data concerning the unit
necessary to be changed is added and stored in the
game stop data that is stored in the flash memory 104.
[0528] If it is judged that the data concerning the unit
necessary to be changed is stored in the game stop data
stored in the flash memory 104, the command signal for
displaying the image representing the data concerning
the unit necessary to be changed is sent to the CPU 131
of the controller 130 provided on the satellite A (step
S222)
[0529] The CPU 131 which receives the command
signal sends a draw command and so on to the VDP
136 Then, the VDP 136, based on the draw command
from the CPU 131, reads a necessary image data out
of the image data stored in the ROM 132, generates a
composite image data, and writes into the frame buffer
137. Thereafter, the composite image data written into
the frame buffer 137 is sent to the image displaying de-
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vice 14, an image showing the data concerning the unit
necessary to be changed is displayed on the screen
14a.
[0530] This image showing the data concerning the
unit necessary to be changed includes an image, which
prompts to choose whether to make the abovemen-
tioned unit belong to the group A or not.
[0531] If the process of the step S222 is executed, the
next thing is to judge whether or not the command signal
for changing the data concerning the unit is received
(step S223).
[0532] If it is judged that the command signal for
changing the data concerning the unit is not received,
in other words, if the command signal that does not
change the data concerning the unit is received, the
CPU 101 of the main control unit 100 carries out the
processing of the data concerning the unit necessary to
be changed in the step S226, without changing the data
related to the unit belonging to the group A.
[0533] In such a situation, the CPU 101 of the main
control unit 100 either deletes the data concerning the
unit comprising the group B, which becomes the data
concerning the unit to be changed among the data
stored in the RAM 103 or the flash memory 104 or just
carries out the processing to maintain as it is
[0534] If it is judged that the command signal for
changing the data concerning the unit is received, the
next thing is to carry out the processing of changing the
data, which concerns the unit necessary to be changed,
to the data concerning the unit belonging to the group
A, and then writes it into the built-in-IC-chip medal
stored in a specified part within the satellite A (step
S224).
[0535] In other words, by changing the ID code and
so on included in the data, which concerns the unit nec-
essary to be changed, to the ID code and so on included
in the data concerning the unit belonging to the group
A, the CPU 101 of the main control unit 100 carries out
the processing of changing the data, which concerns the
unit necessary to be changed, to the data concerning
the unit belonging to the group A, and then stores it to
the RAM 133 or the flash memory 138 of the controller
130 provided in the satellite A Moreover, the CPU 101
sends a command signal for driving the information-writ-
ing device 113 provided in the satellite A to the CPU 131
of the controller 130 provided in the satellite A. As soon
as the CPU 131 receives the abovementioned com-
mand signal, the CPU 131 executes the processing of
driving the information-writing device 113 and of writing
the data concerning the unit, which newly belongs to the
group A, into the built-in-IC-chip medal stored in a spec-
ified part of the satellite A.
[0536] Moreover, the CPU 101 of the main control unit
100 also carries out the processing of deleting the data
concerning the unit configuring the group B, which be-
came the data concerning the unit to be changed, out
of the data stored in the RAM 103 or the flash memory
104.

[0537] Thereafter, the CPU 101 of the main control
unit 100 carries out the pay out processing of the built-
in-IC-chip medal (step S225). In other words, the CPU
101 sends a command signal for driving the payout de-
vice of the medal device 114 to the CPU 131 of the con-
troller 130 provided in the satellite A. When the CPU 131
receives the abovementioned command signal, the
CPU 131 pay out the built-in-IC-chip medal in which the
data concerning the unit newly belonging to the group
a is written, from the pay outlet of the built-in-IC-chip
medal provided in the satellite 12.
[0538] As a result, the player operating the group A
can acquire the built-in-IC-chip medal in which the data
concerning the unit newly belonging to the group A.
[0539] When the processing of these steps S224 and
S225 are carried out, the main control unit 100, the con-
troller 130 provided in the satellite A, information-writing
device 113, and the payout device of the medal device
114 function as a payout mean of the built-in-IC-chip
medal for paying out the built-in-IC-chip medal, following
the fact that the specified conditions are satisfied during
the progress of the game.
[0540] In addition, the processing of the abovemen-
tioned steps S221 to S225 may be repeatedly carried
out depending on the number of the existing data, when
there is a plurality of the data conceming the unit nec-
essary to be changed.
[0541] When it is judged that the data concerning the
unit necessary to be changed is stored in the step S221,
when it is judged that the command signal for changing
the data concerning the unit is not received in the step
S223, or when it is judged that the processing of the step
S225 is executed, the CPU 101 judges whether or not
some or all of the number of the medals paid as chal-
lenge fees are stored as the number of the points in the
game stop data (data concerning the group A) stored in
the flash memory 104 (step S226). The data concerning
the number of the medals paid as challenge fees is what
is additionally stored into the game stop data stored in
the flash memory 104 in the step S212.
[0542] In the step S226, when it is judged that some
or all of the number of the medals paid as challenge fees
are stored as the number of the points in the game stop
data (data concerning the group A) stored in the flash
memory 104, the CPU 101 of the main control unit 100,
based on the data (data concerning the number of the
medals paid as challenge fees) additionally stored in the
game stop data (data concerning the group A), makes
a decision on how many medals to be paid out, and then
sends the command signal for paying the medal(s) to
the CPU 131 of the controller 130 provided in the satel-
lite A.
[0543] As soon as the CPU 131 receives the com-
mand signal, the CPU 131 drives the hopper 121 and
pays out the medal(s) by sending a command signal to
the hopper 121. The detecting portion 122 sends a de-
tection signal to the CPU 131 as soon as it detects the
medal issued by the hopper 121.
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[0544] Every time when the CPU 131 receives the de-
tection signal, it stores the number of times that it re-
ceives the detection signal. When the CPU 131 decides
that the number of the receiving times of detection signal
reaches to the specified number, payout of the medal(s)
from the hopper 121 terminates.. When it is judged that
the group carried out a game against is not winning, or
when the processing of the step S227 is executed, the
whole subroutine ends.
[0545] Fig. 26A to Fig. 26C are pattern diagrams
schematically showing an example of the screen image
displayed on the screen 14a of the image display device
14 provided in the satellite A and/or satellite C when the
subroutine shown in the Fig. 23 to Fig. 25 is executed.
[0546] The screen image shown in the Fig.. 26A is a
pattern diagram illustrating an example of the screen im-
age displayed on the screen 14a of the image display
device 14 provided in the satellite C when the process
of the subroutine of the step S158 shown in the Fig. 23
is executed.
[0547] This screen image is an image for showing the
combat manner selected by the player operating the
group A beforehand.
[0548] An image "1568 Fall Omi" displayed on the up-
per left of the screen shows an imaginary year, season,
and location of the group C in a strategic simulation
game. An image "Leader: Azai Nagamasa" shows that
the leader of the group C operated by the player, who
plays the strategic simulation game on the satellite C, is
Azai Nagamasa. Moreover, an image, which shows the
ability value of the group C operated by the player play-
ing the strategic simulation game on the satellite C, is
displayed below.
[0549] Furthermore, images as "WIN", "120", "CRED-
IT", "300". "BET", and "100" are listed and displayed be-
ginning at the top on the right side of the screen. These
images represent that the accumulative number of the
medals won by the player playing the strategic simula-
tion game on the satellite A is 120, that the points stored
in the RAM 133 of the satellite A are 300, and that the
challenge fees stored in the RAM 133 of the satellite A
are 100.
[0550] An image, which shows the scene where the
group A "Oda troops" and the group C "Azai troops" are
about to start the fight, is displayed on the central part
of the screen, along with an image showing "Oda troops
started to fight back in the whole combat manner."
[0551] Moreover, an image which shows "Attack in full
force now!!" as a line of the leader of the group C "Azai
Nagamasa", is displayed on the lower part of the screen.
[0552] A screen image presented in the Fig. 26B is an
image displayed on the screen 14a of the image display
device 14 provided in the satellite C when the process-
ing of the subroutine of the step S203 shown in the Fig.
24A is executed.
[0553] The upper left of the screen display an image
showing the ability value of the entire group C (the force
of arms, gold and rice as the group's fortune are meas-

ured in numerical terms), while the left side of the screen
displays an image showing the ability value of the entire
group A (force strength, gold and rice measured in nu-
merical terms). Moreover, an image which shows the
scene where the group C and the group A are about to
start the fight, is displayed on a midsection of the screen.
And also on the lower side of the screen, images of "Azai
troops vs. Oda troops in Mino. Fall 1568", "Oda troops
won." are displayed to show the course of the fight be-
tween the group A and the group C
[0554] A screen image presented in the Fig. 26C is a
screen image displayed on the screen 14a of the image
display device 14 provided in the satellite A when the
processing of the subroutine of the step S217 shown in
the Fig 25 is executed.
[0555] An image, "Spring 1569, Mino", displayed on
the upper left of the screen, shows an imaginary year,
season, and location of the group A in a strategic simu-
lation game. An image "Leader: Oda Nobunaga" shows
that the leader of the group A operated by the player,
who plays the strategic simulation game on the satellite
A, is Oda Nobunaga. Moreover, an image, which shows
the ability value of the group A operated by the player
playing the strategic simulation game on the satellite A,
is displayed below.
[0556] An image, which shows the scene where the
leader of the group A, "Oda Nobunaga," and the unit
belonging to the group A, "Hashiba Hideyoshi," are hav-
ing a conversation, is displayed on the central part of
the screen, along with an image showing "Resume the
game" Moreover an image, which shows "My lord, Mr.
Nobunaga, we have acquired the 100 golds by winning
the battle during your absence." as a line of the unit be-
longing to the group A "Hashiba Hideyoshi", is displayed
on the lower part of the screen.
[0557] Images as "WIN", "320", "CREDIT", "500",
-BET", and "0" are displayed. These images indicate
that the accumulative number of the medals won by the
player playing the strategic simulation game on the sat-
ellite A is 320, that the points stored in the RAM 133 of
the satellite A are 500, and that the challenge fee stored
in the RAM 133 of the satellite A is 0.
[0558] In addition, when the player operating the
group A stops playing the strategic simulation game, im-
ages as "WIN", "220". "CREDIT", "400", "BET", and "0"
are displayed on the screen 14a of the image display
device 14 provided in the satellite A (refer the Fig. 22C).
This indicates that, even though the accumulative
number of the medals was 220 and the number of the
points stored in the RAM 133 of the satellite A was 400
when the player operating the group A stopped the stra-
tegic simulation game, the group A won the fight against
the group C while the player operating the group A has
stopped the game, thus when the player operating the
group A resumeed continuing the game, the player op-
erating the group A has won the challenge fee (100
points) paid by the player operating the group C when
the aforementioned player provoked the fight.
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[6] The Step Of Participating In The Strategic Simulation
Game Different From The Stopped Game

[0559] In abovementioned step [5], the situation, in
which the player (the player operating the group A) who
stopped playing the strategic simulation game resumes
playing by using the built-in-IC-chip medal stored in the
game stop data, has been explained. In the present in-
vention, however, it is possible for the player who
stopped the other strategic simulation game to start
playing the aforementioned strategic simulation game
by using the built-in-IC-chip medal with in which the stop
game data in the aforementioned other strategic simu-
lation game is stored.
[0560] For example, in the medal operated gaming
machine of the present invention, when each player op-
erating the group A through C is playing a strategic sim-
ulation game G1 in each satellite A through C, a player
who has the built-in-IC-chip medal where the game stop
data (data concerning the group D) in the strategic sim-
ulation game G2 is stored, can newly participate in the
strategic simulation game G1 with the aforementioned
built-in-IC-chip medal.
[0561] Fig. 27 is a flowchart illustrating the subroutine
to be executed in the main control unit 100, when the
player who stopped the other strategic simulation game
participates in the aforementioned strategic simulation
game with the built-in-IC-chip medal where the game
stop data in the aforementioned other strategic simula-
tion game is stored. This subroutine is executed after
being called in the subroutine of the step S119 present-
ed in the abovementioned Fig9B.
[0562] In addition, the explanation of Fig.27 talks
about the situation, in which when each player operating
the group A through C plays a strategic simulation game
in each satellite A through C, a player who has the built-
in-IC-chip medal where the history data of the game (da-
ta concerning the group D) is stored, newly participates
in the strategic simulation game with aforementioned
built-in-IC-chip medal. The satellite, in which the strate-
gic simulation game is played by a player operating the
group D, is called satellite D.
[0563] First of all, the CPU101 of the main control unit
100 executes the processing of comparing the data read
in the step S118 of the subroutine illustrated in the Fig
9B (data concerning the group D) with the data con-
cerned the groups participating in advance in a strategic
simulation game (data concerning the groups A to C)
(step S230).
[0564] The data-comparing process is to compare
and see, for example, whether or not the name of the
leader of the group D and the name of the unit belonging
to the group D and so on correspond to the names of
the leader of the groups A to C and the names of the
units belonging to the groups A to C and so on..
[0565] When executing the processing of the step
S230, the CPU 101 of the main control unit 100 judges
if there is a data overlapping into the data read in the

step S118 of the subroutine illustrated in the Fig.9B (da-
ta concerning the group D) and into the data concerning
the groups participating in advance in the strategic sim-
ulation game (data concerning the groups A to C) (step
S231).
[0566] When it is judged that there is an overlapping
data in the step S231, the CPU 101 of the main control
unit 100 changes the data, which overlaps into the data
concerning the groups participating in advance in the
strategic simulation game (data concerning the groups
A to C) among those data read in the step S118 of the
subroutine illustrated in Fig. 9B, to another data (step
S232).
[0567] For example, when the leader of the group D
is "Oda Nobunaga" and the leader of the group A is also
"Oda Nobunaga," there will be some trouble in proceed-
ing with the game if letting the group D remain partici-
pated in the strategic simulation game, since the name
of the leader of the group D is same as the one of the
group A. Moreover, when the territory administered by
the group D is "Owari" and the territory administered by
the group A is also "Owari," it will be difficult to let the
group D remain participated in the strategic simulation
game. In order to avoid such kind of situations, in the
step S232, the CPU 101 of the main control unit 100
carries out the processing of changing the data overlap-
ping into the data conceming the groups A to C, among
the data concerning the group D, to other data.
[0568] When changing the data overlapping into the
data concerning the groups A to C, among the data con-
cerning the group D, to other data, the methods de-
scribed hereafter can be available as a method to
choose the aforementioned other data. In other words,
it is possible to use the method for choosing the other
data by previously setting a probabilistic tables for the
leaders and the units appearing in a strategic simulation
game corresponding to random numbers, and by sam-
pling the random numbers by the CPU 101. Moreover,
as a result of the abovementioned drawing(sampling?),
when the overlapping data is selected, it is possible to
select the data, which does not overlap, by having a
drawing once again. For the data concerning the terri-
tory etc.. administered by the groups, it is possible to
change to the other data by using the same method.
[0569] In addition, the data to be changed in the
processing of the step S232, as described above, for
example, are related to the names of the leader or the
unit of the group and to the territory and so on adminis-
tered by the group, and in step S232, the ability value
of the group (for example, ability values and so on of the
leader or the unit of the group).
[0570] In the step S232, when executing the process-
ing of changing the names and so on as described
above, the next thing is to send a command signal for
displaying an image, which represents that the data con-
cerning the group D (for example, the data concerning
the names of the leader or the unit of the group, the data
concerning the territory administered by the group D and
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so on) has been changed, to the CPU 101 of the con-
troller 100 provided in the satellite D (step S233).
[0571] On the other hand, as soon as the CPU 131
receives abovementioned command signal, the CPU
131(101?) does the processing of having the screen 14a
of the image display device 14 display the image show-
ing that the data concerning the group D has been
changed. In other words, based on the draw command
and so on from the CPU 131, VDP 136 reads the a nec-
essary image data out of the image data stored in the
ROM 132, generates a composite image data, and
writes it into the frame buffer 137. Then, the composite
image data written into the frame buffer 137 is sent to
the image display device 14, and the image, which
shows that the data concerning the group D has been
changed, is displayed on the screen 14a.
[0572] In addition, the image, which shows that the
data concerning the group D has been changed, in-
cludes an image prompting to select participation or
nonparticipation in the game based on the changed data
When a player inputs the indication of nonparticipation
based on the changed data, it is desirable to carry out
the processing of changing the names and so on as de-
scribed above..
[0573] This is because, for example, when the names
of the leader or the unit of the group are changed, the
player's attachment for the group may wane off and also
the player may lose interest in the game. However, it is
possible to avoid the situation where the player may lose
interest by giving the player a chance to decide to what
type of data the player would want to change.
[0574] In the step S231, when it is judged that there
is no overlapping data, or when carrying out the
processing of the step S233, the CPU 101 of the main
control unit 100 executes the initialization processing.
The initialization processing is to have a player partici-
pate in the strategic simulation game proceeding in the
group D based on the data concerning the group D after
the change, when the game stop data read in the step
S112 of the subroutine shown in the Fig. 9A (data con-
cerning the group D) or the data in abovementioned step
S232 is changed.
[0575] Next, the CPU 101 of the main control unit 100
sends the command signal for displaying the image
showing that a new player has participated to the CPU
131 of the controller 130 provided in all of the satellites
(satellite A to C), where the strategic simulation game
is played, and terminates the present subroutine there-
after.
[0576] The CPU 131 that received the command sig-
nal, then, sends a draw command and so on to the VDP
136. The VDP 136, then, reads a necessary image data
out of the image data stored in the ROM 132, generates
the composite image data, and writes it into the frame
buffer 137. Thereafter the composite image data written
into the frame buffer 137 is sent to the image display
device 14, and then an image illustrating that the new
player has participated is shown on the screen 14a.

[0577] Figs. 28A to 28C are illustrations schematically
showing screen images displayed on the screen 14a of
the image display unit 14 of the satellite A or D when the
subroutine shown in Fig 27 is executed.
[0578] The screen images shown in Fig. 28A are
screen images displayed on the screen 14a of the image
display unit 14 of the satellite on which no game is per-
formed when a strategic simulation game is currently
progressed on the medal game machine 10.
[0579] Images showing an imaginary year and sea-
son "Winter in 1582" of the strategic simulation game
currently progressed on the medal game machine 10
and images showing the number of players "participants
3" participated in the strategic simulation game are dis-
played on the upper side of the screen.
[0580] The image showing a Japanese map is dis-
played at the center of the screen and the Japanese
map shows which group governs which domain
[0581] Moreover, the image showing an operational
procedure "Set medal memory," is displayed at the lower
side of the screen.
[0582] Screen images shown in Fig. 28B are screen
images displayed on the screen 14 of the image display
unit 14 set to the satellite D when the processing in step
S233 of the subroutine shown in Fig.. 27 is executed
[0583] Images "Echigo, Winter in 1582" displayed on
the top left of the screen are images showing an imag-
inary year, season and the location of the group D in the
strategic simulation game and the image "leader Uesugi
Kenshin" displayed at the lower side of the above imag-
es is an image showing that the leader of the group D
to be operated by a player who starts the strategic sim-
ulation game at the satellite D is Uesugi Kenshin. More-
over, the image showing the ability value of the group D
to be operated by a player who starts the strategic sim-
ulation game at the satellite D is displayed below the
above image.
[0584] Images of "WIN", "1120", "CREDIT", "600",
"BET", and "0" are displayed at the right of the screen
and these images show that the accumulated number
of medals obtained by a player who starts the strategic
simulation game at the satellite D is 1,120, the number
of points stored in the RAM 133 of the satellite D is 600,
and the challenge cost stored in the RAM 133 of the sat-
ellite D is point 0.
[0585] The data on "Uesugi Kenshin" who is the lead-
er of the group D is displayed, moreover the image
showing an operational procedure "Is this data accept-
able?" is displayed, and an image showing an option "Y/
N" is displayed correspondingly to the operational pro-
cedure at the central portion of the screen. Moreover,
an image showing another operational procedure "To
use a plurality of memories, also set another medal
memory." is displayed at the lower side of the screen.
[0586] In this case, when "N" is selected, names or
the like are changed in step S232.
[0587] Screen images shown in Fig 28C are screen
images to be displayed on the screen 14a of the image
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display unit 14 set to the satellite A when the processing
in step S235 of the subroutine shown in Fig. 27 is exe-
cuted.
[0588] The images "1582 Winter Omi" displayed on
the top left of the screen are images showing imaginary
year, season and the location of the group A in the stra-
tegic simulation game and the image "leader: Oda
Nobunaga" displayed at the lower side of the above im-
ages is an image showing that the leader of the group
A to be operated by a player who performs the strategic
simulation game at the satellite A is Oda Nobunaga.
Moreover, the image showing the ability value of the
group A to be operated by a player who performs the
strategic simulation game at the satellite A is displayed
below the above image.
[0589] Images of "WIN", "3000", "CREDIT". "800",
"BET", and "0" are displayed at the right of the screen
and these images show that the accumulated number
of medals obtained by a player who performs the stra-
tegic simulation game at the satellite A is 3,000, the
number of points stored in the RAM 133 of the satellite
A is 800, and the challenge cost stored in the RAM 133
of the satellite A is point 0.
[0590] A Japanese map showing which group gov-
erns which domain is displayed and images "New player
joined." and "Echigo Uesugi Kenshin" are displayed at
the central portion of the screen. Moreover, an image
"The opponent is strong." is displayed as the words of
the unit "Hashiba Hideyoshi" belonging to the group A
at the lower side of the screen.
[0591] In the case of a medal game machine of the
present invention which provides a strategic simulation
game, it is preferable to give a player a predetermined
number of medals when the player achieves a predeter-
mined purpose given in a game.
[0592] It is possible to make a player further being too
much into a game by arousing the motivation of the play-
er for achieving a predetermined purpose. When the
player achieves the predetermined purpose and obtains
a predetermined number of medals, it is possible to en-
hance the sense of accomplishment and feeling of sat-
isfaction of the player.
[0593] Fig. 29 is a flowchart showing a subroutine to
be executed while a strategic simulation game is pro-
gressed The subroutine is a subroutine to be executed
by the control unit 130 set to a satellite when the strate-
gic simulation game currently progressed in the satellite
is in the training mode.
[0594] The subroutine is called from a main routine to
bed executed by the control unit 130 at a predetermined
timing and executed.
[0595] First, it is judged whether the number of points
is decreased (step 241). This determination corre-
sponds to the processing in step S136 of the subroutine
shown in the above Fig. 11.
[0596] When it is judged that the number of points is
decreased, the CPU 131 of the control unit 130 set to
the satellite 12 stores some or all of the decreased

number of points in the RAM 133 or flash memory 138
(step S241).
[0597] Then, the CPU 131 of the control unit 130 set
to the satellite 12 judges whether a predetermined pur-
pose in the training mode is achieved (step S242). The
predetermined purpose in the training mode is, for ex-
ample, a purpose of unifying a country which is the lo-
cation of a group (e.g. "Owari") as described above.
[0598] When it is judged in step S242 that the prede-
termined purpose is achieved, the processing for paying
out the number of medals corresponding to the number
of points stored in step S241 as bonus (step S243) is
executed to complete this subroutine
[0599] That is, the CPU 131 drives the hopper 121 to
make the hopper 121 pay out medals by transmitting an
instruction signal to the hopper 121 When the medal de-
tecting section 122 detects the medals paid out from the
hopper 121, it transmits a detection signal to the CPU
131 The CPU 131 stores the frequency of receiving de-
tection signals in the RAM 133 whenever receiving a de-
tection signal and when the CPU 131 judges that the
frequency of receiving detection signals reaches a pre-
determined frequency, it transmits an instruction signal
for stopping paying-out of medals to the hopper 121. As
a result, paying-out of medals by the hopper 121 is com-
pleted. In the case of the processing in step S243, it is
also allowed to increase the number of points stored in
the RAM 133 or flash memory 138 instead of paying out
medals.
[0600] Fig 30 is a flowchart showing a subroutine to
be executed while a strategic simulation game is pro-
gressed. The subroutine is a subroutine to be executed
by the main control unit 100 when a strategic simulation
game in which any satellite is currently progressed is in
the combat mode.
[0601] The subroutine is called from the main routine
currently executed by the main control unit 100 at a pre-
determined timing and executed.
[0602] First, it is judged whether an information signal
showing the number of points is decreased is received
(step S251). That is, the CPU 101 of the main control
unit 100 judges whether an information signal showing
that the number of points is decreased is received from
the CPU 131 of the control unit 130 of the satellite 12 in
which a strategic simulation game is performed in the
combat mode. The determination in the step S251 cor-
responds to the processing in step S136 of the subrou-
tine shown in the above Fig. 11.
[0603] When it is judged that the information signal
showing that the number of points is decreased is re-
ceived from the CPU 131 of the control unit 130 of the
satellite 12 in which the strategic simulation game is cur-
rently performed in the combat mode, the CPU 101 of
the main control unit 100 stores some or all of the de-
creased number of points in the RAM 103 or flash mem-
ory 104 (step S251).
[0604] Then, the CPU 101 of the main control unit 100
judges whether a predetermined purpose in the combat
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mode is achieved (step S252). The predetermined pur-
pose in the combat mode includes, for example, a pur-
pose of unification of the whole country (to govern all
domains) as described above.
[0605] When it is judged in step S252 that the prede-
termined purpose is achieved, the processing for paying
out medals corresponding to the number of points
stored in step S251 as a bonus is executed (step S253)
to complete this subroutine.
[0606] That is, the CPU 100 transmits an instruction
signal showing that a player achieving the predeter-
mined purpose pays out medals to the CPU 131 of the
control unit 130 of the satellite 12 in which a game is
performed The CPU 131 of the control unit 130 of the
satellite 12 transmits an instruction signal to the hopper
121 and thereby drives the hopper 121 and makes the
hopper 121 pay out medals. When the medal detecting
section 122 detects the medals paid out from the hopper
121, it transmits a detection signal to the CPU 131. The
CPU 131 stores the frequency of receiving detection sig-
nals in the RAM 133 whenever receiving a detection sig-
nal and when it judges that the frequency of receiving
detection signals reaches a predetermined frequency,
transmits an instruction signal for stopping paying-out
of medals to the hopper 121. As a result, paying-out of
medals by the hopper 121 is completed. In the case of
the processing in step S243, it is also allowed to in-
crease the number of points stored in the RAM 133 or
flash memory 138 of the control unit 130 set to the sat-
ellite 12 instead of paying-out of medals.
[0607] Figs. 31A and 31B are illustrations showing
screen images displayed on the screen 14a of the image
display unit 14 set to the satellite 12 when the subroutine
shown in Fig 29 or 30 is executed.
[0608] The screen images shown in Fig. 31A are
screen images to be displayed on the screen 14a of the
image display unit 14 set to the satellite 12 when a pre-
determined purpose in the training mode is achieved.
[0609] Images "1560 Winter Owari" displayed at the
top left of the screen are images showing imaginary
year, season and the location of the group A in a stra-
tegic simulation game and the image "leader, Oda
Nobunaga" displayed below the above images is an im-
age showing that the leader of the group A to be oper-
ated by a player who performs the strategic simulation
game at the satellite A is Oda Nobunaga. Moreover, an
image showing the ability value of the group A to be op-
erated by a player who performs the strategic simulation
game at the satellite A is displayed below the above im-
age.
[0610] Images of "WIN", "0", "CREDIT", "720", "BET",
and "0" are displayed at the right of the screen and these
images show that the accumulated number of medals
obtained by a player who performs the strategic simu-
lation game at the satellite B is 0, the number of points
stored in the RAM 133 of the satellite A is 720, and the
challenge cost stored in the RAM 133 of the satellite A
is point 0.

[0611] At the central portion of the screen, an image
showing the castle where the group A stays is displayed
and images showing "Owari is unified", "500 golds are
obtained.", and "We will join the whole-country unifica-
tion mode" are displayed Moreover, an image showing
"Next, we will unify the whole country!!" is displayed as
the words of "Oda Nobunaga" the leader of the group A
at the lower side of the screen.
[0612] In this case, the CPU 131 judges that the pre-
determined purpose is achieved in the step S242 of the
subroutine shown in Fig.. 29 and executes the process-
ing of increasing the number of points stored in the RAM
133 up to 720 points by adding 500 points to 220 points
in step S243.
[0613] The images shown in Fig. 31 are screen imag-
es to be displayed on the screen 14a of the image dis-
play unit 14 set to the satellite 12 when a predetermined
purpose in the combat mode is achieved.
[0614] The image showing a Japanese map is dis-
played and the image showing "UNIFICATION OF THE
WHOLE COUNTRY" is also displayed at the central por-
tion of the screen. Moreover, images showing that "Ad-
mirably, the whole country unification is made.", "3000
golds will be paid" and "Good work." are displayed at
the lower side of the above images. In this case, the
CPU 101 judges that the predetermined purpose is
achieved in step S252 in the subroutine in Fig. 30 and
performs the processing of adding 5,000 points to the
number of points stored in the RAM 133 in step S253.
[0615] According to the present invention, it is possi-
ble to agitate the want for collection of a player to a med-
al (a medal with a built-in IC chip) and make the player
being too much into a game and moreover, it is possible
to make the player have the affection feeling on a medal
(a medal with a built-in IC chip). Therefore, it is possible
to provide a medal game machine having a new interest
in addition to the interest of a game and filled with an
amusement property in which interest is duplicated.

Claims

1. A gaming machine using a medal and including a
main body, an output part for letting a player know
a current status of a game, an input part the main
body for the player to input data, and a control part
for controlling the output part and the input part such
that the game proceeds, the gaming machine com-
prising:

an engaging part in which the medal is set, the
medal having an IC chip;
a data reader for reading data from the IC chip,
the data reader being provided around the en-
gaging part; and
a communication part which transfers the read
data from the IC chip to the control part such
that the game begins with a status determined
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by the read data.

2. The gaming machine according to claim 1, wherein
the data reader comprises a data writing part for
writing data on the IC chip according to the control
part.

3. The gaming machine according to claim 1; wherein
the read data comprises an initial gaming data, a
gaming history data, or a combination thereof.

4. The gaming machine according to claim 1 further
comprising a payout part for paying a predeter-
mined number of medals when a condition corre-
sponding to the predetermined number is met dur-
ing the game.

5. The gaming machine according to claim 1, wherein
the game comprises a battle simulation game, a
role playing game, a video game with a plurality of
individual players, or a combination thereof.

6. The gaming machine according to claim 1, wherein
the data reader reads another data from another
built-in-IC-ch medal such that the game begins with
a different status from that determined by either da-
ta.

7. The gaming machine according to claim 6, wherein
said another medal comprises:

an external body having a substantial thin disk
shape,
an identification part mounted on the external
body in association with the game, and
a notched portion on a circumferential portion
of the external body.

8. The gaming machine according to claim 1, wherein
the metal comprises

an external body having a substantial thin disk
shape, and

a notched portion on a circumferential portion
of the external body

9. A gaming machine system which operates in rela-
tion to a medal and has a plurality of sub-gaming
machines and a main control part controlling a main
game in association with the plurality of sub-gaming
machines, each of which has an outer body, an out-
put part for letting a designated player know a cur-
rent status of the player in a sub-game of the main
game, an input part for the player to input data, a
control part for controlling the output part and the
input part such that the sub-game proceeds in as-
sociation with the main game,

wherein each sub-gaming machine compris-
ing:

an engaging part in which the medal is set, the
medal having a build-in IC chip;
a data reader for reading data from the built-in
IC chip, the data reader being provided around
the engaging part; and
a communication part which transfers the read
data from the built-in IC chip to the control part
such that the sub-game begins with a status de-
termined by the read data in association with a
status of the main game;

wherein the gaming machine system com-
prises a common output part which lets each player
know a main status of the main game.

10. The gaming machine system according to claim 9,
wherein a first player at a first sub-gaming machine
out of the plurality of sub-gaming machines plays
with a second player at a second sub-gaming ma-
chine out of the plurality of sub-gaming machines
such that either the first or the second player de-
feats to gain a predetermined number of points or
medals.

11. The gaming machine system according to claim 9,
wherein a first player at a first sub-gaming machine
out of the plurality of sub-gaming machines can take
a break from the main game such that the data read-
er writes a status before the break on the built-in IC
chip.

12. The gaming machine system according to claim 9,
wherein a first player at a first sub-gaming ma-

chine out of the plurality of sub-gaming machines
can take a break from the main game such that the
data reader writes a status before the break on the
built-in IC chip; and

wherein the first sub-gaming machine can
continue to run the main game under conditions de-
termined by the first player before the break

13. The gaming machine system according to claim 12,
wherein the first player rejoin the main game

such that the data reader writes an advanced status
from the break on the built-in IC chip.

14. A gaming machine using a medal and including a
main body, an output part for letting a player know
a current status of a game, an input part the main
body for the player to input data, a control part for
controlling the output part and the input part such
that the game proceeds, the gaming machine com-
prising:

an engagement means for receiving the medal
with an IC chip;
a data reading means for reading data from the
IC chip; and
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a communication means for transferring the
read data from the IC chip to the control part
such that the game begins with a status deter-
mined by the read data.

15. The gaming machine according to claim 14, where-
in the data reading means comprises a data writing
means for writing data on the IC chip according to
the control part.

16. The gaming machine according to claim 14; where-
in the read data comprises an initial gaming data, a
gaming history data, or a combination thereof.

17. The gaming machine according to claim 14 further
comprising a payout means for paying a predeter-
mined number of medals when a condition corre-
sponding to the predetermined number is met dur-
ing the game.

18. The gaming machine according to claim 14, where-
in the game comprises a battle simulation game, a
role playing game, a video game with a plurality of
individual players, or a combination thereof.

19. The gaming machine according to claim 14, where-
in the data reading means reads another data from
another built-in-IC-chip medal such that the game
begins with a different status from that determined
by either data.

20. The gaming machine according to claim 19, where-
in said another medal comprises:

an external body having a substantial thin disk
shape,
an identification part mounted on the external
body in association with the game, and
a notched portion on a circumferential portion
of the external body.
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