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(54) Electronic game apparatus

(57) - Itis an object of the present invention to pro-
vide an electronic game apparatus that can lure a player
by enabling changes in the process of a player raising
his/her bets.

This invention comprises: an inserting means for in-
serting money or game medals; a betting amount
processing means for converting the inserted money or
game medals to an initial number of medals; a first in-
formation processing means which is caused by the in-
sertion of money or game medals to execute a first elec-
tronic game program, and which determines the number
of medals earned by a player based on the results of a
first electronic game; a second information processing
means for executing a second electronic game program
after the termination of the first electronic game, and
then for determining whether or not the number of
earned game medals should be paid out, based on the
results of a second electronic game; and a retrying
means for setting necessary betting amount for playing
the second electronic game if the number cf earned
game medals is not paid and if it is determined to exe-
cute again the second electronic game program .
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Description
BACKGROUND

[0001] The present invention relates to an electronic
game apparatus. More particularly, this invention relates
to a game apparatus from which game medals are paid
out according to a player's operation.

[0002] Among commercial coin-operated electronic
game apparatuses which are called "arcade game ma-
chines," there is a known type of arcade game ma-
chines, which starts a game when a player inserts a coin
or a game medal, and which delivers game medals or
free prizes according to results of the game based on
the player's operation.

[0003] Among this type of arcade game machine,
some arcade game machines have a plurality of unit bet-
ting amounts that are set for one game so that a player
can decide a desired unit betting amount (that is, the
total value of coins or the number of game medals), and
some arcade game machines determine a dividend rate
of the game medals according to the unit betting amount
selected by the player. A medal game apparatus de-
scribed In Japanese Patent Laid-Open (Kokai) Publica-
tion No. HEI 6-71010 relates to a slot machine which
sets the number of bonus medals to two or three times
as many as the number of medals inserted by a player,
where the winning factor (two or three times) is decided
according to the number of the inserted medals (see
Patent Document 1: Japanese Patent Laid-Open
(Kokai) Publication No. HEI 6-71010). Such a medal
game apparatus belongs to the field of "gambling" and
the major focus of the game is how much a player can
multiply his/her winnings.

[0004] Concerning such a game which belongs to the
field of gambling, the process of a player increasing his/
her winnings, that is, the progress or process of the
game itself, is a dominant factor in enticing the player to
make a bet. This is because the act of "making a bet"
requires the player's capabilities of selection, reasoning,
and skills. Many players find pleasure in making the bet
itself because they can win the bet by fully utilizing their
capabilities of selection, reasoning, and skills. When
they win the bet, they feel a sense of accomplishment
and superiority.

[0005] However, with conventional arcade game ma-
chines, the process of a player's increasing the stake,
that is, the progress or process of the game itself, is un-
interesting. Accordingly, conventional arcade game ma-
chines have a problem in that a player has little oppor-
tunity to fully utilize their capabilities of selection or skills,
and even if the player wins the bet, they cannot com-
pletely relish the joy of success.

[0006] Therefore, it is an object of the present inven-
tion to provide an electronic game apparatus that can
lure a player by enabling changes in the process of the
player raising his/her bets.
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SUMMARY

[0007] In order to achieve the above-described ob-
ject, an electronic game apparatus of this invention com-
prises: an inserting means for inserting money or game
medals (tokens); a betting amount processing means
for converting the inserted money or game medals into
an initial number of medals as a betting amount neces-
sary for playing afirst electronic game; afirstinformation
processing means which is caused by the insertion of
money or game medals for executing a first electronic
game program, and which determines the number of
medals earned by a player based on the results of the
first electronic game; a second information processing
means for executing a second electronic game program
after the termination of the first electronic game, and
then for determining whether or not the number of
earned game medals determined by the firstinformation
processing means should be paid out, based on the re-
sults of the second electronic game; and a retrying
means for setting a betting amount necessary for play-
ing the second electronic game if the second information
processing means determines not to pay out the number
of earned game medals, and if it is determined to exe-
cute the second electronic game program again.
[0008] A combination of one or more of the following
structures can be added to the above-described struc-
ture of this invention. The electronic game apparatus
further comprises a storage means for storing the initial
number of medals converted by the betting amount
processing means, wherein the retrying means sets the
betting amount necessary for playing the second elec-
tronic game to a betting amount equal to the initial
number of medals stored in the storage means.

[0009] The betting amount processing means ac-
cepts the betting amount necessary for playing the first
electronic game in the format that enables the player to
select the betting amount.

[0010] The electronic game apparatus further com-
prises an earnable medal number setting means for de-
ciding, according to the results of the player's selecting
operation, a parameter that indicates the number of
medals that can be earned by the player in the first elec-
tronic game, wherein the first information processing
means executes the first electronic game program by
referring to the parameter that indicates the number of
medals which can be earned.

[0011] The electronic game apparatus further com-
prises: a display means for displaying items that are tar-
get objects for earning medals in the first electronic
game; and an item setting means for deciding, accord-
ing to the results of the player's selecting operation, a
parameter that indicates the number of items; wherein
the first information processing means displays the
items on the display means according to the parameter
that indicates the number of items, and converts the dis-
played items into the number of medals earned by the
player according to the player's manipulation in relation
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to the displayed items

[0012] The earnable medal number setting means
sets the above-mentioned parameter so that the player
can acquire more medals when the inserting means ac-
cepts the insertion of a coin than when it accepts the
insertion of a medal.

[0013] The item setting means sets the above-men-
tioned parameter so that the player can acquire more
items when the inserting means accepts the insertion of
a coin than when It accepts the insertion of a medal.
[0014] The electronic game apparatus further com-
prises of a difficulty level setting means for setting,
based on the number of earned medals, a parameter
that indicates a difficulty level for the second electronic
game.

[0015] When the second information processing
means decides not to pay out the number of earned
game medals and if the initial number of medals stored
in the storage means is greater than the number of
earned medals, the retrying means controls the second
information processing means not to execute the sec-
ond electronic game program.

[0016] When the second information processing
means decides not to pay out the number of earned
game medals, the retrying means makes the following
setting: if the initial number of medals is less than the
number of earned medals, the retrying means sets a
betting amount necessary for playing the second elec-
tronic game to a value higher than a betting amount
equal to the initial number of medals; and if the initial
number of medals is greater than the number of earned
medals, the retrying means sets the betting amount nec-
essary for playing the second electronic game to a value
lower than the betting amount equal to the initial number
of medals.

[0017] The difficulty level setting means sets the
above-mentioned parameter based on a ratio of the
number of earned medals to the initial number of med-
als.

[0018] Moreover, an electronic game apparatus of
this invention comprises: a control means for controlling
the progress of a game that consists of a first game,
which determines the earned amount from a bet, and a
second game which determines the payout of money for
the earned amount; a first storage means for storing the
bets given by the player; a rate setting means for setting
the rate of the earned amount to the number of bets ac-
cording to the results of the player's selecting operation
before the start of the first game, a setting condition de-
termining means for determining the setting conditions
for the first game according to this rate; a calculation
means for calculating the amount earned by the player
in the first game according to the setting conditions; a
second storage means for storing the calculated earned
amount; a difficulty level determining means for deter-
mining a difficulty level in the second game based on
the calculated earned amount; and a determination
means for determining whether or not the earned
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amount should be paid outin money in the second game
according to the determined difficulty level; wherein
when the determination means determines not to pay
out the earned amount in the second game, the control
means displays the bets stored in the first storage
means as bets for the second game and restarts the
second game by accepting money equal to the dis-
played bets for the second game; and when the deter-
mination means determines to pay out the earned
amount In the restarted second game, the control
means pays out money for the earned amount stored in
the second storage means.

[0019] Furthermore, a combination of one or more of
the following structures can be added to the structure of
the present invention. The setting condition determining
means determines the earned amount according to the
rate as a possible amount to be earned by the player,
and the calculation means calculates the earned
amount payable to the player out of the determined pos-
sible amount to be earned, according to the results of
the player's selecting operation.

[0020] When the number of the bets stored in the first
storage means is greater than the earned amount stored
in the second storage means, the control means does
not execute the retry processing for the second game.
[0021] Regarding this specification, a product inven-
tion can be interpreted as a process invention, and the
process invention can be interpreted as the product in-
vention Moreover, the above-described invention can
be a recording medium with a program stored thereon
for realizing specified functions to be executed by a
computer, or can be the program itself, In other words,
the electronic game apparatus of this invention can be
interpreted as a method for controlling an electronic
game on an electronic game apparatus and as a method
for controlling an electronic game apparatus. Examples
of the recording medium include hard disks (HD),
DVD-RAMs, flexible disks (FD), CD-ROMs, and mem-
ories such as RAMs and ROMs. Examples of the com-
puterinclude so-called "microcomputers" for performing
specified processing by causing so-called "central proc-
essors" such as CPUs or MPUs to interpret the compu-
ter programs.

[0022] The term "means" used in this specification
does not simply mean physical means, but it includes a
case in which any function of the means is realized by
software or by hardware circuitry. Functions of one
means may be realized by two or more physical means,
while functions of two or more means may be realized
by one physical means.

[0023] The means in this specification can be realized
by hardware, software, or a combination of hardware
and software. The execution by a combination of hard-
ware and software is, for example, the execution of a
computer system having a certain program. Functions
of one means may be realized by two or more pieces of
hardware, software, or combinations of hardware and
software, while functions of two or more means may be
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realized by one piece of hardware, software, or a com-
bination of hardware and software.

DESCRIPTION OF DRAWINGS
[0024]

Fig. 1 is a schematic diagram (or perspective view)
of the medal game apparatus.

Fig. 2 is a functional block diagram of the medal
game apparatus.

Fig, 3 is a diagram that illustrates a hardware struc-
ture of the electronic game apparatus.

Fig. 4 shows an example screen structure displayed
in a first game.

Fig. 5 shows an example screen structure displayed
in a second game.

Fig. 6 Is a flowchart that shows the entire logic flow
of a game.

Fig. 7 shows an example data structure of an item
location table

Fig. 8 shows an example data structure of a difficul-
ty level table.

Fig. 9 is a flowchart that shows a logic flow of
processing by an item location setting means.

Fig. 10 is a flowchart that shows a logic flow of
processing by a first game control means 202.

Fig. 11 is a flowchart that shows a logic flow of
processing by a difficulty level setting means.

Fig. 12 is a flowchart that shows a logic flow of
processing by a second game control means 203.

Fig. 13 is a flowchart that shows a logic flow of
processing by a continuance determining means
207.

Fig. 14 is a flowchart that shows the logic flow of
processing by the continuance determining means
207 according to Embodiment 2.

Fig. 15 is a flowchart that shows the logic flow of
processing by the continuance determining means
207 according to Embodiment 3.

DETAILED DESCRIPTION

[0025] Embodiments of the present invention are de-
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scribed below with reference to the attached drawings.
[Embodiment 1]

[0026] Regarding an electronic game apparatus of
Embodiment 1, the content of a game is composed of:
a first game in which a player acquires medals (that is,
the number of medals payable to the player is deter-
mined); and a second game which determines whether
or not the medals earned by the player in the first game
should be paid out. If the player loses the second game,
the electronic game apparatus has the function to ena-
ble the player to retry (or continue) the second game
based on the number of medals earned in the first game.
It also has the function to set a betting amount neces-
sary to continue the second game to a value equal to
the betting amount inserted by the player at the start of
the first game. Concepts of the payment of medals in-
clude both actual pay out of medals from a payout tray
for medals and virtual payment by means of adding to
a credited amount.

[0027] Accordingly, the player can enjoy the process
of increasing his/her bets In two stages. Also, even if
the player loses a game, he/she can restart it from its
midpoint and, therefore, he/she can continue to enjoy
the game more than in the case where the player has
to restart the game from the very beginning.

[0028] Moreover, since the value equal to the betting
amount inserted at the start of the first game is required
as the betting amount for continuing the game, the play-
er can play the second game on conditions similar to
those of the first game and, therefore, it is possible to
satisfy the player's desire to "retry" the game without dis-
turbing the balance between the two games.

[Schematic Diagram of the Medal Game Apparatus]

[0029] Embodiment 1 of this invention is described
below with reference to the relevant drawings. Fig. 1 is
a schematic diagram (or perspective view) of the medal
game apparatus. This medal game apparatus executes
a car driving electronic game This medal game appara-
tus comprises: an operational means including a seat
for the player to sit on, a steering wheel, an accelerator
pedal, and a brake pedal; and an output means, includ-
ing a display monitor and a speaker, that outputs the
results of the game according to image and sound
processing by programs that execute the electronic
game. This game apparatus also has a slot for coins or
game medals and a payout tray for game medals.

[0030] Coins, medals, or both can be inserted into the
game apparatus as a unit betting amount to play the
game. The amount (betting amount) of coins or medals
necessary for one game Is decided, and the player can
start the game by inserting coins or medals equivalent
to such betting amount. Concerning Embodiment 1, a
plurality of betting amounts (which may also be referred
to as "bets" or 'a number of bets") are set for one game,
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and the player can insert an arbitrary amount of coins.
The coins inserted by the player are converted into med-
als according to specified standards (for example, ¥100
is converted to 10 medals and ¥200 to 20 medals). In
other words, the coins, medals, or both inserted by the
player can be uniformly represented by the number of
medals after conversion. The number of medals after
conversion is hereinafter referred to as the "inserted
number of bets and the inserted number of bets that is
inserted to start a first game is hereinafter referred to as
the "initial number of bets."

[Functional Block Diagram of the Medal Game
Apparatus]

[0031] Fig. 2is a functional block diagram of the med-
al game apparatus of Embodiment 1. As shown in Fig.
1, this medal game apparatus comprises: a main control
means 201 for controlling the operations of the entire
apparatus and the operations of each function-realizing
means; a first game control means 202 for controlling
the progress of a first game by executing a game pro-
gram for the first game that is stored in a specified stor-
age means, and a second game control means 203 for
controlling the progress of a second game by executing
a game program for the second game that is stored in
a specified storage means.

[0032] The medal game apparatus also comprises: a
payout rate setting means 205 for setting a payout rate
that indicates a ratio of the total number of medals to be
paid out to the total number of Inserted bets; an item
location setting means 205 for setting the locations of
items in the first game; a difficulty level setting means
206 for setting the difficulty level for the second game;
and a continuance determining means (or retrying
means) 207 for performing the processing to determine
whether or not to continue playing the second game and
the processing to determine the inserted number of bets
for continuing the game.

[0033] Moreover, this medal game apparatus in-
cludes: an input means 208 for the player to input, for
example, operational information or instructions to start
the game; and an output means 209 as a display to
show, for example, a game screen. The medal game
apparatus also includes: a coin/medal inserting means
210 for receiving coins or medals inserted by the player;
a betting amount processing means 211 for performing
the processing to detect the authenticity and denomina-
tion or type of the coins or medals accepted by the coin/
medal inserting means 210 and whether or not the de-
tected coins or medals are sufficient for the betting
amount to play one game, and the control processing to
pay out medals according to information about the
earned medals from the second game control means
203; and a medal payout means 212 for paying out med-
als.

[0034] Furthermore, the medal game apparatus in-
cludes: an item location table 213 which specifies the
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number and locations of items under certain conditions,
and which is referred to by the item location setting
means 205; a difficulty level table 214 which specifies a
difficulty level of the second game under certain condi-
tions, and which is referred to by the difficulty level set-
ting means 206; a first game data 215 which relates to
the first game, and which is referred to by the first game
control means 202; and a second game data 216 which
relates to the second game, and which is referred to by
the second game control means 203.

[Hardware Block Diagram of the Medal Game
Apparatus]

[0035] Fig. 3 shows the hardware structure of the
electronic game apparatus that realizes the functional
means of Fig. 2. This hardware structure is not limited
to the structure indicated in Fig. 3, but publicly known
hardware structures may equally apply to this invention.
[0036] The electronic game apparatus comprises: a
TV monitor 13 as the aforementioned output means 209
and a speaker 14, The TV monitor 13 displays images
of the game in progress, and a projector may also be
used instead of the TV monitor 13.

[0037] An information processing block 10 includes a
CPU (central processor) 101 as well as the following el-
ements necessary for executing a game program: ROM
102, RAM 103, a sound device 104, an I/O interface 106,
a scroll data arithmetic unit 107, a coprocessor (auxiliary
processor) 108, a landform data ROM 109, a geometriz-
er 110, a shape data ROM 111, a drawing device 112, a
texture data ROM 113, a texture map RAM 114, a frame
buffer 115, an image synthesizer 116, and a D/A con-
verter 117.

[0038] The ROM 102 as one form of storage media in
this invention may include other storage means, such
as a hard disk, a cartridge-type ROM, a CD-ROM, and
other various kinds of publicly known media, and may
also include communication media (the Internet and var-
ious kinds of personal computer communication net-
works). This ROM stores a program for realizing the
functional means described in the claims The ROM 102
also stores a conversion table for converting the insert-
ed coins into medals, the item location table 213, the
difficulty level table 214, the first game data 215, and
the second game data 216.

[0039] The CPU 101 is connected through bus lines
to the ROM 102 with specified programs and the like
stored therein, the RAM 103 for storing data, the sound
device 104, the 1/O interface 106, the scroll data arith-
metic unit 107, the coprocessor 108, and the geometriz-
er 110.

[0040] The RAM 103 functions as a buffer, so that var-
ious commands (including a command to display ob-
jects) to the geometrizer 110 are written thereon and a
matrix at the time of transformation matrix operation is
written thereon. The sound device 104 is connected
through a power amplifier 105 to the speaker 14. Audio
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signals generated by the sound device 104 undergo
power amplification and are then sent to the speaker 14.
[0041] According to this embodiment, the CPU 101
reads, based on the program installed in the ROM 102,
the progress of a game story, landform data from the
ROM 109, or shape data (three-dimensional data in-
cluding "car objects" and "game background such as
roads, landscape, buildings, indoor scenes, and under-
passes") from the shape data ROM 111, and then exe-
cutes, for example, situation settings in three-dimen-
sional virtual space as well as driving game processing
with regard to trigger signals from the input means 20A
According to the program installed in the ROM 102, the
CPU 101 realizes the functions of the main control
means 201, the first game control means 202, the sec-
ond game control means 203, the payout rate setting
means 204, the item location setting means 205, the dif-
ficulty level means 206, and the continuance determin-
ing means 207 as shown in Fig. 2.

[0042] Concerning various types of objects in the vir-
tual game space created by the first game control
means 202 and the second game control means 203,
after coordinate values in the three-dimensional space
are determined, a transformation matrix for transforming
the coordinate values into a visual field coordinate sys-
tem and the shape data (of buildings, landform, indoor
scenes, laboratories, furniture and the like) are desig-
nated in the geometrizer 110. The landform data ROM
109 is connected to the coprocessor 108. Therefore, the
landform data such as a predetermined camera move-
ment course is sent to the coprocessor 108 (and the
CPU 101). The coprocessor 108 is designed, for exam-
ple, to assess the number of hits after shooting and per-
forms control operations regarding a deviation from ob-
jects in the line of sight of the camera or the movement
of the sight line. The coprocessor 108 mainly assumes
the operation of floating point calculations during this as-
sessment and computation. As aresult, the coprocessor
108 assesses the number of hits after shooting the ob-
jects and the arithmetic operation of the sight line mov-
ing position in relation to the location of the relevant ob-
jects, and the results thereof are sent to the CPU 101.
[0043] The geometrizer 110 is connected to the shape
data ROM 111 and the drawing device 112. The shape
data ROM 111 has previously stored therein the polygon
shape data which consists of objects such as back-
ground and cars, and this shape data is sent to the ge-
ometrizer 110. The geometrizer 110 performs perspec-
tive transformation of the shape data designated by the
transformation matrix sent from the CPU 101 and ob-
tains the data transformed from the coordinate system
in the three-dimensional virtual space into the visual
field coordinate system.

[0044] The drawing device 112 pastes textures onto
the transformed shape data of the visual field coordinate
system, and outputs such data to the frame buffer 115.
In order to paste the textures, the drawing device 112 is
connected to the texture data ROM 113 and the texture
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map RAM 114, and also to the frame buffer 115. Polygon
data means a group of data of relative or absolute co-
ordinates of respective vertices of polygons (polygons:
mainly triangles or quadrangles) which are made of an
aggregate of a plurality of vertices. The landform data
ROM 109 stores polygon data which are set compara-
tively rough to satisfy the movement of the camera in
the virtual space along with a game story. However, the
shape data ROM 111 stores polygon data which are set
in more detail with regard to the shapes composing pic-
tures of competitors, background and the like.

[0045] The scroll data arithmetic unit 107 performs
operations of scroll picture data such as letters. This
arithmetic means 107 and the above-mentioned frame
buffer 115 are connected to the image synthesizer 116
and the D/A converter 117 and then to the TV monitor
13. This allows the polygon picture (simulation results),
including the objects (rides) and landscape (back-
ground), which is temporarily stored in the frame buffer
115, and the scroll picture with other letter Information
(such as time count on the player's side), to be synthe-
sized according to a designated priority, thereby gener-
ating final frame picture data. This picture data is con-
verted by the D/A converter 117 into analog signals,
which are sent to the TV monitor 13. The pictures of the
game are then displayed in real time.

[0046] Referring to Fig. 3, the input means 20A in-
cludes the coin/medal inserting means 210 and an op-
erational system necessary for simulating driving a car,
such as a steering wheel, a brake pedal, and a gear
shifter. The output means 22A includes the medal pay-
out means 212 as well as lamps and a steering wheel
kickback mechanism used for driving simulation.

[Game Structure]

[0047] The structure of a game provided by the elec-
tronic game apparatus of this invention is described be-
low. The game provided by the electronic game appa-
ratus of this invention is started when the player inserts
a specified betting amount (that is, makes a bet). The
game consists of: a first game in which the player ma-
nipulates the operational means to acquire medals (the
number of medals payable to the player is decided); and
a second game which starts after the termination of the
first game, and which determines whether or not the
medals earned in the first game should be paid out to
the player. If the second game ends because the player
loses (without the payout of medals), it is possible for
the player to restart the second game while maintaining
the winnings (number of medals) earned in the first
game by inserting a specified betting amount. In this
specification, the expression "to insert the betting
amount" is used interchangeably with the expression "to
make a bet." The following description is about a case
in which the first game and the second game are applied
to a racing game according to this embodiment. How-
ever, this invention is not limited to the racing game, but
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can also apply to a shooting game. If the above-de-
scribed requirements are met, the structure of the first
game and the second game can be changed as appro-
priate according to game specifications.

[0048] Fig. 4 shows an example screen structure dis-
played in the first game. As shown in Fig. 4, the screen
displays: a car to be operated by the player; a course
on which the car runs items to be acquired by the player;
and the number of medals according to the acquired
items. The course is selected by the player. The items
are located according to the item location table deter-
mined under certain conditions. The player's car runs
the race while acquiring the items scattered throughout
the course by fully utilizing the steering wheel, the brake
pedal, and the accelerator pedal and thereby skillfully
driving the car. When the car operated by the player con-
tacts an item, this means that the player has acquired
the item, and this item is then converted into medals. In
this way, the number of medals acquired by the player
is calculated in the first game.

[0049] On the other hand, Fig. 5 shows an example
screen structure displayed In the second game. The
second game is played to determine whether or not the
number of medals earned by the player in the first game
should be paid out. The screen displays: a car to be op-
erated by the player; a course on which the car runs; a
braking point that indicates a position where the player
should apply the brakes; and the wind conditions that
affect the braking point. The difficulty level of the second
game is determined according to this braking point and
a tolerance range for the braking point. If the player ap-
plies the brakes when the player's car is located on the
braking point (or within the tolerance range), the car
stops directly on the stop line. However, if the player ap-
plies the brakes when the car is not located on the brak-
ing point (or within the tolerance range), the car stops
at a position outside the stop line. When the car stops
directly on the stop line, medals are paid out to the play-
er.

[0050] The first game according to this embodiment
adopts the so-called "multi-bet format (various bets for-
mat)" in which the unit betting amount for the game is
not fixed. The player can arbitrarily choose, under cer-
tain limitations, any unit betting amount (the total value
of coins or the number of medals to be inserted at the
start of a game) for the game. Moreover, it is possible
to arbitrarily choose the medium for payment of the bet-
ting amount. For example, it is possible to start one
game with just a "100 yen" coin, or to start one game
with "30 medals" that consist of a coin (a 100 yen coin
= 10 medals) plus medals (20 medals).

[Logic Flow of the Entire Game]

[0051] The logic flow of the entire game is described
below with reference to Fig. 6. The processing of Fig. 6
is controlled by the main control means 201 and is
broadly divided into a first game mode, a second game
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mode, and a continuance determination mode,

[0052] Once the power of the electronic game appa-
ratus is turned on, the main control means 201 executes
various kinds of initial settings. For example, the main
control means 201 sets a fixed payout rate based on a
value input by an administrator of the electronic game
apparatus (STEP 601). After the initial settings are input,
the display shows an initial screen which prompts the
start of the game. Subsequently, as the player inputs the
betting amount necessary for one game by using coins
or medals, the coin/medal inserting means 210 detects
the insertion of the coins or medals, and the betting
amount processing means 211 accepts the insertion
(STEP 602). Since this embodiment adopts the multi-
bet format, the player can insert any desired amount of
coins or medals. The betting amount processing means
211 converts the inserted amount into the initial number
of bets according to the conversion table. For example,
a 100 yen coin is converted into 10 medals and, there-
fore, the initial number of bets is 10.

[0053] When the player inputs the instructions to start
the game (STEP 603), the main control means 201
causes the item location setting means 205 to execute
the item location processing and then causes the first
game control means 202 to start the first game, and then
proceeds to the first game mode. The processing for the
first game mode will be described later. When the car
operated by the player completes running the course
under specified conditions (for example, within the time
limit), the first game control means 202 executes the
processing to calculate the number of medals earned
by the player through the run and displays the results
on the screen. The first game mode is thereby terminat-
ed.

[0054] When the player instructs the game apparatus
to start the second game (STEP 605), the main control
means 201 causes the difficulty level setting means 206
to execute the difficulty level setting processing and then
causes the second game control means 203 to start the
second game, and then proceeds to the second game
mode (STEP 606). The processing for the second game
mode will be described later. When the second game
control means 203 determines that the player has won
the second game, it notifies the betting amount process-
ing means 211 of a command to pay out the medals
earned in the first game. Accordingly, the number of
earned medals is paid out to the player. However, if the
player has lost the game, the command for this payout
order will not be sent.

[0055] When the second game is over, the main con-
trol means 201 causes the continuance determining
means 207 to execute the continuance processing
(STEP 607). The details of the continuance determina-
tion processing will be described later. The main control
means 201 determines whether or not to continue the
game according to the determination results of the con-
tinuance determining means 207. If the player pays the
betting amount for continuing the game that is decided
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by the continuance determining means 207, the main
control means 201 determines that the game should be
continued (STEP 608) and then restarts the second
game. If the second game control means 203 deter-
mines that the player has won the second game, it no-
tifies the betting amount processing means 211 of the
command to pay out the medals earned in the first
game.

[Data Structure of Each Table]

[0056] The data structure of each table is described
below with reference to Figs. 7 and 8. Fig. 7 shows an
example data structure of the item location selection ta-
ble. Fig. 8 shows an example data structure of the diffi-
culty level table.

[0057] As shown in Fig. 7, the item location selection
table 213 is used to select one item location table among
a group of item location tables, and stores the race
course, the type of the inserted medium, and the item
location tables, all of which are correlated to each other.
The race course is the type of course selected by the
player, and the difficulty level varies from one course to
another. For example, the difficulty level increases al-
phabetically, that is, the difficulty level for course B is
higher than that for course A, and the difficulty level for
course C is higher than that for course B. The type of
the inserted medium is the type(s) of a medium or a com-
bination of media (medals, coins, or a combination of
medals and coins) inserted by the player as the betting
amount for one game The item location tables not
shown in Fig. 7 are used to specify the number and lo-
cations of the items to be located. The quantity of items
to be located increases in the different item location ta-
bles by two times, three times, four times, and so on, as
many as a base quantity of the items in a first item lo-
cation table. The item location table is specified by a
combination of the race course and the type of the In-
serted medium. Since the quantity of items to be located
is determined by a multiple factor in the relevant item
location table, the item location table is a condition table
for setting the number of medals that can be earned by
the player in the first game. The processing to select the
item location table is executed so that the table with
more items will be selected depending on the difficulty
level of the course, or that the table with more items will
be selected when coins are inserted rather than medals.
[0058] Concerning Embodiment 1, the above-de-
scribed tables are used to decide the locations of ltems.
However, the item location setting is not limited to the
above-described setting. For example, any standard
other than the race course may be adopted. It is also
possible to make the number of items proportional to the
number of inserted bets.

[0059] The difficulty level table to be used in the sec-
ond game is now described. As shown in Fig. 8, the dif-
ficulty level table 214 consists of a plurality of tables.
Specifically, the difficulty level table 214 consists of a
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difference table, a winning factors table, a braking toler-
ance range table, and a wind speed table.

[0060] The difference table of Fig. 8(A) is used to de-
cide a desired winning factor table name according to a
difference in data between the fixed payout rate and the
current payout rate, and this difference table stores the
difference data and the winning factor tables, which are
correlated to each other.

[0061] The winning factor tables of Fig. 8(B) are used
to decide a desired braking tolerance range table name
in accordance with the ratio of the player's earned medal
quantity to the initial number of bets (the winning factor
= the number of earned medals + the initial number of
bets). Each winning factor table stores winning factor
data about the ratio of the player's number of earned
medals to the initial number of bets, as well as the brak-
ing tolerance range table names, and the winning factor
and the braking tolerance range tables are correlated to
each other. Different winning factor tables are prepared
for different values of the difference between the fixed
payout rate and the current payout rate.

[0062] The braking tolerance range tables of Fig. 8(C)
are used to decide the level of a braking tolerance ac-
cording to the payout rate difference. Each braking tol-
erance range table stores data about the payout rate
difference and the probability of the level selection,
which are correlated to each other. The braking toler-
ance level is set from level O to level 9. As the level is
raised from 0 to 9, the brake tolerance range is set to
expand (so that the difficulty level will become lower).
For example, the tolerance range at level 0 is 10 sec-
onds, while the tolerance rage at level 9 is 80 seconds.
The probability is set such that a lower payout rate dif-
ference data will result in the selection of a lower diffi-
culty level, while a greater payout rate difference data
will result in the selection of a higher difficulty level.
[0063] The wind speed table of Fig. 8(D) is used to
decide a wind speed level based on the winning factor
data, and stores the winning factor data and the level
selection probability, which are correlated to each other.
The wind speed level determines the braking point po-
sition. The higher the wind level is. the more frequently
the wind speed is changed and, therefore, the braking
point position is often changed. The wind speed level is
set from level 0 to level 4. As the level is raised from O
to 4, the wind speed is set to become faster (so that the
difficulty level will become higher). The probability is set
such that a lower winning factor data will result in the
selection of a lower difficulty level, while a higher win-
ning factor data will result in the selection of a higher
difficulty level.

[ltem Location Setting Processing]

[0064] The logic flow of the payout rate setting
processing is described with reference to Fig. 9. Fig. 9
is a flowchart that shows the logic flow of processing by
the item location setting means. The processing to lo-
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cate items is, in other words, the processing to set the
number of medals that can be earned (the earnable
number of medals) with regard to the amount of the bet.
Itis also possible to say that the processing sets a medal
payout rate with regard to the number of bets. Concern-
ing this embodiment, the number of medals which can
be earned corresponds to the number of items to be lo-
cated, but the number of medals which can be earned
may be also set by other methods.

[0065] The item location setting means 205 starts to
operate when the instructions to start the first game is
input. The item location setting means 205 first obtains
the type of the course selected by the player from a
course storage region of the RAM 103 (STEP 901). It
also obtains the type of the inserted medium from a me-
dium storage region of the RAM 103 (STEP 902). It then
obtains, from the item location selection table 213 of Fig.
7, the item location table name that corresponds to the
obtained course type and the obtained medium type
(STEP 903). The item location setting means 205 stores
the obtained item location table name in a payout rate
storage region of the RAM 103,

[0066] The following explanation is given, assuming
that the player selects course C and the inserted medi-
um is coins. Referring to Fig. 7, the multiple factor of the
number of items that Is specified by the Item location
table Is 9, in this case. The initial number of bets is 10.

[Logic Flow of the First Game]

[0067] The logic flow of the first game is described be-
low with reference to Fig. 10. Fig. 10 is a flowchart that
shows the logic flow of processing by the first game con-
trol means 202.

[0068] When the item location setting processing ter-
minates, which is the processing to set the earnable
number of medals with respect to the number of bets,
the first game control means 202 starts to operate. The
first game control means 202 first sets the content of the
first game according to the item location table (STEP
1001). Specifically, it calculates the quantity of items to
be located by multiplying the winning factor specified in
the item location table by the initial number of bets. It is
also possible to consider other parameters as neces-
sary. Regarding the aforementioned example, the initial
number of bets is 10 and the winning factor is 9. There-
fore, the number of medals which can be earned is 90.
[0069] Subsequently, the first game control means
202 sets the number of items to be displayed according
to the number of medals which can be earned. For ex-
ample, the setting is made to establish the following re-
lationship: 1 item = 0.01 medal. Since the number of
medals which can be earned is 90, the number of items
is set to 9000.

[0070] The first game control means 202 then reads
the first game data 215 and displays a game screen (in-
cluding the car, course, items, and background) on the
display based on the first game data 215 (STEP 1003).
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As the player manipulates the steering wheel or other
operational means, the operational information is input
(STEP 1004). The first game control means 202 con-
ducts the specified arithmetic processing to determine
whether or not an item has been earned on the basis of
the input operational information (STEP 1005).

[0071] If the first game control means 202 determines
that the player has acquired an item ("Yes" in STEP
1005), it calculates the player's earned medal quantity
(STEP 1006). In other words, the first game control
means 202 converts the item into the medal quantity and
adds it to the already earned medal quantity. For exam-
ple, oneitemis converted to 0.001 medal. The first game
control means 202 displays the calculated value
(number of medals) on the screen and stores it as the
number of earned medals in an number of earned med-
als region of the RAM (STEP 1007).

[0072] When the player's car completes the run of the
course or when the time limit is over, the first game con-
trol means 202 determines whether or not the first game
Is over (STEP 1008). If the first game Is over, the first
game control means 202 displays the total number of
medals earned by the player on the screen (STEP
1009). For example, assuming that the player has ac-
quired 5000 items out of 9000 items located throughout
the course, the number of earned medals Is set to 50 as
a result.

[Logic Flow of the Difficulty Level Setting Processing]

[0073] The level of the difficulty level setting process-
ing is described below with reference to Fig. 11. Fig. 11
Is a flowchart that describes the logic flow of processing
by the difficulty level setting means.

[0074] When the player inputs the instructions to carry
out the second game, the difficulty level setting means
206 starts to operate. The difficulty level setting means
206 first calculates a difference between the fixed pay-
out rate stored in a fixed payout rate region of the RAM
and the current payout rate (STEP 1101). The current
payout rate is calculated at that time by dividing the total
inserted number of bets by the total number of payout
medals. Subsequently, the difficulty level setting means
206 selects, from the payout table, the winning factor
table name corresponding to the calculated difference
(STEP 1102). For example, assuming that the fixed pay-
out rate is 90% and the current payout rate is calculated
as 95%, a difference between these rates is -5% and,
therefore, the scale factor table "C" is selected by refer-
ring to the difference table of Fig 8(A).

[0075] The difficulty level setting means 206 then cal-
culates a ratio (winning factor) for the number of earned
medals stored in the earned medal storage of the RAM
to the initial number of bets (STEP 1103). Subsequently,
the difficulty level setting means 206 selects, from the
selected winning factor table of Fig. 8(B), the braking
tolerance table name corresponding to the calculated
winning factor (STEP 1104). Regarding the aforemen-
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tioned example, the initial number of bets is 10 and the
number of earned medals is 50. Accordingly, the ratio
of the number of earned medals to the initial number of
bets is 5. Therefore, the braking tolerance table "d" is
selected.

[0076] The difficulty level setting means 206 extracts
the braking tolerance table "d" from among a group of
braking tolerance tables of Fig. 8(C) and selects the
braking level corresponding to the payout rate differ-
ence according to the probability specified by the select-
ed braking tolerance table (STEP 1105). Moreover, the
difficulty level setting means 206 selects, from the wind
speed table of Fig. 8(D), the wind speed level corre-
sponding to the winning factor according to the proba-
bility specified by the wind speed table (STEP 1106).
[0077] The difficulty level setting means 206 stores
the selected braking level in a braking level region of the
RAM, and the selected wind speed level in a wind speed
region of the RAM (STEP 1107).

[Logic Flow of Second Game]

[0078] The logic flow of the second game is described
below with reference to Fig. 12. Fig. 12 is a flowchart
that describes the logic flow of processing by the second
game control means 203.

[0079] When the difficulty level setting means 206 ter-
minates the difficulty level setting processing, the sec-
ond game control means 203 starts to operate. The sec-
ond game control means 203 first sets a tolerance range
with regard to a successful braking position based on
the braking level (STEP 1201). It also sets the success-
ful braking position based on the wind speed level
(STEP 1202). The successful braking position is set as
time information on a time axis to display specified
frames on the screen. One frame is displayed, for ex-
ample, every 1/60th of a second (1 INT) and, therefore,
it is possible to set the successful braking position as
specified INT information. The tolerance range with re-
spect to the successful braking position specifies a time
lag regarding the successful braking position and is
thereby specified as time information as shown in Fig.
8(c).

[0080] Subsequently, the second game control
means 203 reads data for the second game and dis-
plays game screens (including the car, course, braking
point, and wind speed) on the display based on the re-
ceived data (STEP 1203). As the player applies the
brakes, the braking information is input (STEP 1204).
Based on this input braking information, the second
game control means 203 determines whether or not the
player has applied the brakes at the set successful brak-
ing position (STEP 1205). The second game control
means 203 determines that the player has applied the
brakes at the set successful braking position in either of
the following cases: (a) where the INT information when
accepting the interrupt by the player's brake input cor-
responds with the INT information at the successful
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braking position; or (b) where the INT information when
accepting the interrupt by the player's brake input does
not correspond with the INT information at the success-
ful braking position, butis included in the INT information
within the tolerance range time for the successful brak-
ing position. When the second game control means 203
determines that the player has applied the brakes at the
set successful braking position, it sends a medal payout
command to the betting amount processing means 211
according to the data stored in the earned medal region
of the RAM (STEP 1206). Consequently, the game is
over (STEP 1207) However, when the second game
control means 203 determines that the player has not
applied the brakes at the set successful braking posi-
tion, the operation proceeds to the continuance deter-
mination processing (STEP 1208)

[Continuance Determination Mode]

[0081] The logic flow of processing in the continuance
determination mode is described below with reference
to Fig. 13. Fig. 13 is a flowchart that explains the
processing by the continuance determining means 207.
[0082] The continuance determining means 207
starts to operate when the second game control means
203 determines that the player has not applied the
brakes at the set successful braking position. The con-
tinuance determining means 207 first determines
whether or not the initial number of bets stored in the
RAM is less than the number of earned medals quantity
(STEP 1301). If the initial number of bets is less than
the number of earned medals ("Yes" in STEP 1301), the
number of bets for continuing the game is set to a value
equal to the initial number bets (STEP 1303). The con-
tinuance determining means 207 then displays the
number of bets for continuing the game on the display
(STEP 1304). Regarding the aforementioned example,
the initial number of bets is 10 and, therefore, the
number of bets for continuing the game is also set to 10.
Concerning Embodiment 1, the number of bets for con-
tinuing the game is set to equal to the initial number of
bets because of the following reason: since the difficulty
level of the second game is decided according to the
ratio of the number of earned medals to the initial
number of bets (or the number of bets required for con-
tinuing the second game), there is a high possibility that
any change in the inserted number of bets may also re-
sultin a change in the difficulty level of the second game
(see the winning factor tables of Fig. 8(B), the braking
tolerance range tables of Fig. 8(C), and the wind speed
table of Fig. 8(D)). For example, the difficulty level for
the lost second game is decided based on the ratio (5.
five times) of the number of earned medals (50) to the
initial number of bets (10). If the player has inserted only
5 bets to continue the game, the ratio of the number of
earned medals (50) to the inserted number of bets (5)
is 10 and therefore, there is a possibility that the difficulty
level may increase. Moreover, if the player has inserted
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20 bets to continue the game, the ratio of the number of
earned medals (50) to the inserted number of bets (20)
is 2.5 and, therefore, there is a high possibility that the
difficulty level may decrease. However, in order to main-
tain a balance between the two games, it is desirable
that the difficulty level of the lost game be equal to the
difficulty level of the game to be retried. Accordingly, the
number of bets for continuing the game is not decided
at the player's discretion. Instead, the same number of
bets as the initial number of bets is required in order to
continue the game.

[0083] Whenthe continuance determining means 207
detects via the betting amount processing means 211
that the medium in the displayed quantity has been in-
serted ("Yes" in STEP 1305), it sets a continuance flag
"ON" (STEP 1306). The continuance flag indicates
whether or not the continuance processing can be exe-
cuted. If the continuance processing is to be executed,
the continuance flag is set "ON." However, if the contin-
uance processing is not to be executed, the continuance
flag is set "OFF."

[0084] Iftheinitial number of bets is equal to or greater
than the number of earned medals, the continuance de-
termining means 207 determines not to continue the
game and sets the continuance flag "OFF" (STEP
1307). The above-described control step is conducted
not to continue the game when the initial number of bets
is equal to or greater than the number of earned medals,
because of the following reason: since the number of
bets for continuing the game is set to a value equal to
the initial number of bets, if the game were continued
under this condition and even if the player were to win
the game, the player would only be able to acquire med-
als in a smaller quantity than the number of bets for con-
tinuing the game. In other words, the player would suffer
a loss as a result. For example, if the game were con-
tinued under the condition when the initial number of
bets is 10 and the number of earned medals is 5, the
number of bets for continuing the game is 10 and, there-
fore, the player will acquire only 5 medals even if he/she
wins the game. However, it is easy to predict that the
player who has lost the second game would not recog-
nize the above-described possible loss, but would be
driven by an impulse to retry the game. Itis also possible
that a player might retry the game by an erroneous op-
eration. Accordingly, in a situation disadvantageous to
the player, the game apparatus is set to terminate the
game before the player makes any choice.

[0085] According to Embodiment 1 as described
above, the number of bets for continuing the game is
set to a value equal to the initial number of bets, so that
the player can play the retried second game under con-
ditions similar to those of the lost second game. There-
fore, it is possible to give the player an opportunity to
retry the second game without disturbing the balance
between the two games.

[0086] Moreover, according to Embodiment 1, the
game is not continued when the initial number of bets is
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equal to or greater than the number of earned medals.
Therefore, it is possible to protect the player from suf-
fering a loss accidentally or by misoperation.

[Embodiment 2]

[0087] Embodiment 2 is characterized in that the
number of bets for continuing the game is set according
to the number of earned medals in the first game. It is
possible to adopt various standards, as necessary, for
calculating the number of bets for continuing the game
according to the number of earned medals in the first
game. However, the following description is given about
a case in which a calculation table for calculating the
number of bets for continuing a game is used, and a
case in which a certain factors is used. The structure of
Embodiment 2 can be combined with that of Embodi-
ment 1 as appropriate.

[0088] The logic flow of processing in the continuance
determination mode according to Embodiment 2 is de-
scribed below with reference to Fig. 14. Fig. 14 is a flow-
chart that explains the processing by the continuance
determining means 207 according to Embodiment 2.
[0089] The continuance determining means 207 se-
lects calculation standards under specified conditions
(STEP 1401). The specified conditions include the fol-
lowing: either of the standards may be selected with a
fixed probability; or the standard may be selected ran-
domly. When standard A is selected, the continuance
determining means 207 obtains, from the calculation ta-
ble, the number of bets for continuing the game that cor-
responds to the number of earned medals (STEP 1402).
This calculation table stores the number of earned med-
als and the number of bets for continuing the game,
which are correlated to each other. The correlation be-
tween the number of earned medals and the number of
bets for continuing the game is established such that a
larger number of earned medals will result in a larger
number of bets for continuing the game, while a smaller
number of earned medals will result in a smaller number
of bets for continuing the game.

[0090] However, when standard B is selected, the
number of bets for continuing the game is calculated by
multiplying the number of earned medals by a specified
value, forexample, 50%. (STEP 140) If the specified val-
ue is fixed, a larger number of earned medals will result
in a larger number of bets for continuing the game, and
a smaller number of earned medals will resultin a small-
er number of bets for continuing the game. For example,
it the initial number of bets is 10 and the number of
earned medals is 100, the number of bets for continuing
the game is 50 (100 X 0.5 = 50), which is greater than
the initial number of bets. However, If the initial number
of bets is 20 and the number of earned medals is 10,
the number of bets for continuing the game is 5 (10 X
0.5 = 5), which is less than the initial number of bets.
[0091] The continuance determining means 207 sets
the number of bets for continuing the game to the cal-
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culated value. (STEP 1404)

[0092] Subsequently, the continuance determining
means 207 selects whether or not the difficulty level of
the second game should be maintained to retry the
game, that is, whether or not the difficulty level should
be changed according to the number of bets for contin-
uing the game (STEP 1405) When it is selected to main-
tain the difficulty level, the continuance determining
means 207 sets a difficulty level maintenance flag "ON".
The difficulty level maintenance flag indicates whether
or not it is possible to execute the difficulty level setting
processing. When the difficulty level setting processing
should not be executed, the difficultly level maintenance
flag is set "ON". (STEP 1406) When the difficulty level
setting processing should be executed, the difficulty lev-
el maintenance flag is set "OFF" (STEP 1407). The se-
lection of whether or not the difficulty level should be
maintained is conducted under specified conditions. As
the specified conditions, the selection may be made ac-
cording to a fixed probability, or the selection may be
made randomly.

[0093] As described above, when the number of
earned medals is high, the number of bets for continuing
the game becomes greater than the initial number of
bets. However, when the number of earned medals is
low, the number of bets for continuing the game be-
comes less than the Initial number of bets. In the former
case, it is possible to further increase the player's ex-
citement at the time of retrying the game by causing the
player to bear the risk according to the number of earned
medals in the first game. In the latter case, since the
player can retry the game with a smaller number of bets,
it is possible to grant a bonus to the player.

[0094] Whenitis decided to maintain the difficulty lev-
el of the lost second game, that is, to set the same dif-
ficulty level for the retried second game as that of the
lost second game, it is possible to maintain the balance
between the two games. However, when it is decided
not to maintain the difficulty level of the lost second
game, the difficulty level is set according to the number
of bets for continuing the game. There is a high possi-
bility that: if the number of bets for continuing the game
increases, the difficulty level may also become higher;
and if the number of bets for continuing the game de-
creases, the difficulty level may also become lower. Ac-
cordingly, when retrying the game, the player can select,
at his/her discretion, whether the same difficulty level as
that of the lost second game should be applied or the
difficulty level should be changed.

[Embodiment 3]

[0095] Embodiment 3 is characterized in that the mul-
ti-bet format is also adopted for the number of bets for
continuing a game, so that the player can select his/her
desired number of bets for continuing the game. The
structure of Embodiment 3 can be combined with that
of Embodiments 1 and 2 as appropriate.
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[0096] The logic flow of processing in the continuance
determination mode according to Embodiment 3 is de-
scribed below with reference to Fig. 15. Fig. 15 is a flow-
chart that explains the processing by the continuance
determining means 207 according to Embodiment 3.
[0097] The continuance determining means 207 de-
termines whether or not the initial number of bets is less
than the number of earned medals (STEP 1501). If the
continuance determining means 207 determines that
the initial number of bets is less than the number of
earned medals, it sets the first number of bets for con-
tinuing the game to a value higher than the initial number
of bets (STEP 1502). However, if the continuance de-
termining means 207 determines that the initial number
of bets is equal to or larger than the number of earned
medals, it sets the first number of bets for continuing the
game at a value less than the initial number of bets
(STEP 1503). Then, the continuance determining
means 207 sets a second number of bets for continuing
the game at a value equal to the initial number of bets
(STEP 1504).

[0098] Subsequently, the continuance determining
means 207 displays the first number of bets for contin-
uing the game and the second number of bets for con-
tinuing the game, respectively (STEP 1505). If the play-
er selects either of the number of bets, the number of
bets information selected by the player is then input
(STEP 1506). The continuance determining means 207
sets the number of bets for continuing the game to the
input number of bets (STEP 1507).

[0099] According to Embodiment 3 described above,
the player can select, at his/her own discretion, the
number of bets for continuing the game and, therefore,
the player can have a wider range of options when re-
trying the game, The first number of bets for continuing
the game is greater or less than the initial number of
bets. If the difficulty level is changed accordingly, the
player has to select either the "high-risk/high-return" op-
tion or the "low-risk/tow-return" option. Therefore, it is
possible to make the game process more entertaining.

[Other Embodiments]
[0100]

(1) The above-described embodiments employ the
structure in which the number of icons (medals) is
decided according to the payout rate. However, if
the structure in which the number of earned medals
of the first game is decided depending on the result
of the game (that is, whether the player has won or
lost the game) is used, it is possible to calculate the
number of earned medals by multiplying the initial
number of bets by the payout rate. Concerning the
second game, the above description is given about
the case in which the number of earned medals
earned in the first game is paid out. However, if the
player has won the second game, it is possible to
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pay out the number of medals calculated by multi-
plying the number of earned medals in the first
game by a certain winning factor. Therefore, it is
possible to further entice the player's eagerness to
play the second game.

(2) Concerning the above-described embodiments,
the first game and the second game have been de-
scribed. However, the game structure is not limited
to the structure that consists of a first and a second
game. The game structure can be divided into any
number of stages; for example, a second game fol-
lowed by a third game, until nth game. It is possible
to adopt the following setting: if the player has lost
the Xth game, he/she may retry (or continue) the Xth
game by inserting a specified amount at that mo-
ment. Accordingly, itis possible to provide the game
process that can appeal the player more.

(3) Although the number of times of continuing the
game is limited to once in the above-described em-
bodiments, the limited number of times of continu-
ing the game may be changed according to the cir-
cumstances. Accordingly, it is possible to avoid any
inconvenience that may arise by setting an unlimit-
ed number of times for continuing the game, and to
grant a bonus to the player.

(4) Concerning the above-described embodiments,
the number of medals earned by the player is paid
out in game medals. However, if the player inserts
coins and receives coins for the payout, it is possi-
ble to replace the expression "the number of earned
medals" in the above descriptions with the expres-
sion "the earned amount (of money/coins)."

[0101] According to this invention, it is possible to
bring about changes in the process of the player in-
creasing his/her bets, thereby making it possible to pro-
vide an electronic game apparatus that appeals to play-
ers.

Claims
1. An electronic game apparatus comprising of:

aninserting means for inserting money orgame
medals;

a betting amount processing means for con-
verting the inserted money or game medals into
an initial number of medals as a betting amount
necessary for playing the first electronic game;
a first information processing means which is
caused by the insertion of the money or game
medals to execute a first electronic game pro-
gram, and which determines the number of
medals earned by a player based on the results
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of a first electronic game;

a second information processing means for ex-
ecuting a second electronic game program af-
ter the termination of the first electronic game,
and then for determining whether or not the
game medals in the number of earned medals
determined by the first information processing
means should be paid out, based on the results
of a second electronic game; and

a retrying means for setting a betting amount
necessary for playing the second electronic
game if the second information processing
means determines not to pay out the number
of earned game medals and if it is determined
to execute the second electronic game pro-
gram again.

The electronic game apparatus according to claim
1, further comprising a storage means for storing
the initial number of medals converted by the bet-
ting amount processing means,

wherein the retrying means sets the betting
amount necessary for playing the second electronic
game to a betting amount equal to the initial number
of medals stored in the storage means.

The electronic game apparatus according to claim
1 or 2, wherein the betting amount processing
means accepts the betting amount necessary for
playing the first electronic game in the format that
enables the player to select the betting amount.

The electronic game apparatus according to any of
claims 1 to 3, further comprising an earnable medal
number setting means for deciding, according to the
results of the player's selecting operation, a param-
eter that indicates the number of medals that can
be earned by the player in the first electronic game,

wherein the first information processing
means executes the first electronic game program
by referring to the parameter that indicates the
number of medals which can be earned.

The electronic game apparatus according to any of
claims 1 to 3, further comprising:

a display means for displaying display objects
that are target objects for earning medals in the
first electronic game; and

a display object setting means for deciding, ac-
cording to the results of the player's selecting
operation, a parameter that indicates the
number of display objects;

wherein the first information processing
means displays the display objects on the display
means according to the parameter that indicates
the number of the display objects, and converts the
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displayed display objects into the number of medals
earned by the player according to the player's ma-
nipulation in relation to the displayed objects.

The electronic game apparatus according to claim
5, wherein the earnable medal number setting
means sets the parameter so that the player can
acquire more medals when the inserting means ac-
cepts the insertion of a coin than when it accepts
the insertion of a medal.

The electronic game apparatus according to claim
5, wherein the display object setting means sets the
parameter so that the player can acquire more dis-
play objects when the inserting means accepts the
insertion of a coin than when it accepts the insertion
of a medal.

The electronic game apparatus according to any of
claims 1 to 5, further comprising a difficulty level set-
ting means for setting, based on the number of
earned medals, a parameter that indicates a diffi-
culty level for the second electronic game.

The electronic game apparatus according to any of
claims 1 to 8, wherein when the second information
processing means decides not to pay out the
number of earned game medals and if the initial
number of medals stored in the storage means is
greater than the number of earned medals, the re-
trying means controls the second information
processing means not to execute the second elec-
tronic game program.

The electronic game apparatus according to any of
claims 1 to 8, wherein when the second information
processing means decides not to pay out the
number of earned game medals, the retrying means
makes the following setting:

if the initial number of medals is less than the
number of earned medals, the retrying means
sets a betting amount necessary for playing the
second electronic game higher than a betting
amount equal to the initial number of medals;
and

if the initial number of medals is greater than
the number of earned medals, the retrying
means sets the betting amount necessary for
playing the second electronic game lower than
the betting amount equal to the initial number
of medals.

11. An electronic game apparatus comprising:

a control means for controlling the progress of
a game that consists of a first game, which de-
termines an earned amount from a bet, and a
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second game which determines the payment of
money for the earned amount;

a first storage means for storing the bets given
by the player;

a rate setting means for setting a rate of the
earned amount to the bets according to the re-
sults of the player's selecting operation before
the start of the first game;

a setting condition determining means for de-
termining setting conditions for the first game
according to the rate;

a calculation means for calculating the amount
earned by the player in the first game according
to the setting conditions;

a second storage means for storing the calcu-
lated earned amount,

a difficulty level determining means for deter-
mining a difficulty level in the second game
based on the calculated earned amount; and
a determination means for determining whether
or not the earned amount should be paid in
money in the second game according to the de-
termined difficulty level;

wherein when the determination means de-
termines not to pay the earned amount in the sec-
ond game, the control means displays the bets
stored in the first storage means as bets for the sec-
ond game and restarts the second game by accept-
ing money equivalent to the displayed bets for the
second game; and when the determination means
determines to pay out the earned amount in the re-
started second game, the control means pays out
money for the earned amount stored in the second
storage means.

The electronic game apparatus according to claim
11, wherein the setting condition determining
means determines the earned amount according to
the rate as a possible amount to be earned by the
player, and

the calculation means calculates the earned
amount payable to the player out of the determined
possible amount to be earned, according to the re-
sults of the player's selecting operation.

The electronic game apparatus according to claim
11, wherein when the number of bets stored in the
first storage means Is greater than the earned
amount stored in the second storage means, the
control means does not perform the retrying
processing for the second game.
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