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57 ABSTRACT

A video game system that offers sense of realism and
excitement is provided. This video game system comprises
a player information storage unit 371 that stores player
information including information regarding virtual money
used in the game, a real money conversion unit 161m that
performs conversion between virtual money and real money,
a virtual money conversion unit 161# that performs conver-
sion between virtual money and prescribed pseudo-values, a
virtual money accumulation unit 3615 that increases the
amount of virtual money stored in the player information
storage unit via calculation using the real money conversion
unit, and a game result integration unit 161p that converts
the amount of increase or decrease in pseudo-values that
occurs each time the game is executed into virtual money,
adds the increase or decrease to or subtracts from the
player’s current virtual money amount, and updates the
player information stored in the player information storage
unit 371 accordingly.
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VIDEO GAME SYSTEM, VIDEO GAME
APPARATUS AND VIDEO GAME EXECUTION
CONTROL METHOD

BACKGROUND OF THE INVENTION
[0001] 1. Field of the Invention

[0002] The present invention pertains to a technology that
can execute a game that can be played by a plurality of
players and in which prescribed pseudo-values are trans-
ferred.

[0003] 2. Description of the Related Art

[0004] Various types of games that can be played by a
plurality of players and in which prescribed pseudo-values
are transferred have been proposed or are currently in use in
the conventional art. In these types of games, as a motivation
for the player to play the game, the game results are
generally expressed in terms of pseudo-values. In a shooting
game, ‘pseudo-values’ refers to the number of points earned
based on the number of enemy characters that have been
defeated, while in a board game or mah-jongg game, it refers
to the player’s performance results in the game, and these
points or results have values during the game. For example,
using pseudo-values (earned points) earned via a game
protagonist, the player can buy supplies, equipment, items or
the like during the game. In addition, the name of the player
who earned the largest number of points in a game is usually
recorded together with the number of points earned.

[0005] However, the game pseudo-values described above
have meaning only within the game space in the time
duration from a time a player (or players) begins to a time
a player ends playing the game. In other words, they can be
used only within the game space in which they are earned in
the limited time period, and pseudo-values earned in the
game cannot be exchanged with other items having value
that can be used outside the game space. Furthermore, due
to legal restrictions such as the so-called Immoral Busi-
nesses Act, the transfer of cash (actual money) among
players based on wins and losses in a game in which the
game results are expressed in terms of winning and losing is
prohibited as a form of gambling. Consequently, because the
risks and rewards of winning and losing are measured in
terms of pseudo-values that can only be used in the game
space, the game feels unrealistic, and fails to generate
tension.

SUMMARY OF THE INVENTION

[0006] With the foregoing in view, an object of the present
invention is to provide a video game system that creates
feelings of realism and tension when the game is played.

[0007] In view thereof, the invention relates to a video
game system that has game execution means that allows a
player to play a prescribed game via game screens, and that
receives and transfers prescribed pseudo-values based on the
game results, wherein the system includes storage means
that stores, for each player registered using a personal card,
player information that includes information regarding vir-
tual money used in the game, first conversion means that
performs conversion between the virtual money and real
money using a prescribed conversion rate, second conver-
sion means that performs conversion between the virtual
money and the prescribed pseudo-values using a prescribed
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conversion rate, virtual money accumulation means that
adds virtual money to the storage area for the player infor-
mation for the individual player whose player information
was stored in the storage means via a personal card, based
on the calculation performed by the first conversion means,
and game result integration means that converts the amount
of increase or decrease in the prescribed pseudo-values that
occurs each time the game is executed by the game execu-
tion means into virtual money using the second conversion
means, performs addition or subtraction of the amount of
increase or decrease to or from the amount of the player’s
current virtual money stored in the storage means, and
updates the player information in the storage means.

[0008] According to the above invention, player informa-
tion is stored in the storage means for each player registered
using a personal card, conversion is carried out between the
virtual money and actual money by the first conversion
means using a prescribed conversion rate, and conversion is
carried out between the virtual money and the prescribed
pseudo-values by the second conversion means using a
prescribed conversion rate. Furthermore, virtual money is
added by the virtual money accumulation means to the
player information area for the individual player whose
player information was stored in the storage means via a
personal card, based on the calculation performed by the first
conversion means. The game result integration means con-
verts the amount of increase or decrease in the prescribed
pseudo-values that occurs each time the game is executed by
the game execution means into virtual money using the
second conversion means, performs addition or subtraction
of the amount of increase or decrease to or from the amount
of the player’s current virtual money stored in the storage
means, and updates the player information in the storage
means.

[0009] Consequently, in this video game system, when the
player plays a game, there is no conversion between real
money, comprising a currency or the like that is used in the
real world, and the prescribed pseudo-values used in the
game. Rather, because the pseudo-values that are generated
based on the game results are transferred in the form of
virtual money that has an exchange rate within the game
space, the problem endemic to games that handle prescribed
pseudo-values, i.e., the gambling aspect, is eliminated.
Moreover, because the virtual money has an exchange rate
relative to the pseudo-values in the game space, a game can
be provided that generates tension for the player due to the
fact that the virtual money is earned or is confiscated based
on the game results.

[0010] These and other objects, features, and advantages
of the present invention will become more apparent upon
reading the following detailed description along with the
accompanying drawings.

BRIEF DESCRIPTION OF THE DRAWINGS

[0011] FIG. 1 is a schematic drawing showing a video
game system pertaining to the present invention;

[0012] FIG.2 is a perspective view of the external appear-
ance of one embodiment of a client terminal device;

[0013] FIG. 3 is a hardware construction drawing show-
ing one embodiment of a client terminal device;

[0014] FIG. 4 is an example of a function block diagram
of the controller of a client terminal device;
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[0015] FIG. 5 is a perspective view of the external appear-
ance of one embodiment of an arcade-based server device;

[0016] FIG. 6 is a hardware construction drawing show-
ing one embodiment of an arcade-based server device;

[0017] FIG. 7 is a hardware construction drawing show-
ing one embodiment of a management server device;

[0018] FIG. 8 is an example of a function block diagram
that includes the management server device of the video
game system pertaining to the present invention;

[0019] FIG. 9 is an example of a flow chart to explain the
basic sequence of the mah-jongg game executed on the
video game system pertaining to the present invention;

[0020] FIG. 10 is a detailed flow chart that shows an
example of the player authentication routine executed by the
client terminal device;

[0021] FIG. 11 is an example of a screen drawing of a
name input screen;

[0022] FIG. 12 is an example of a screen drawing of a
fingerprint input screen;

[0023] FIG. 13 is an example of a screen drawing of a
password screen,

[0024] FIG. 14 is an example of a screen drawing of a
name plate display screen;

[0025] FIG. 15 is an example of a flow chart showing an
example of the player game entry routine executed by the
client terminal device;

[0026] FIG. 16 is an example of a screen drawing of a
game mode selection screen;

[0027] FIG. 17 is an example of a screen drawing of a
game mode selection screen;

[0028] FIG. 18 is an example of a screen drawing of a
table selection screen;

[0029] FIG. 19 is an example of a screen drawing of a
counter conversion screen;

[0030] FIG. 20 is an example of a screen drawing of a
counter conversion screen;

[0031] FIG. 21 is a flow chart showing one example of the
routine executed when a game is executed by the client
terminal device;

[0032] FIG. 22 is an example of an opponent display

screen,

[0033] FIG. 23 is an example of a screen drawing of a
game play screen;

[0034] FIG. 24 is an example of a screen drawing of a
game play screen;

[0035] FIG. 25 is an example of a screen drawing of a
finish order display screen;

[0036] FIG. 26 is an example of a screen drawing of an
item display screen;

[0037] FIG. 27 is an example of a screen drawing of a
general personal information display screen;

[0038] FIG. 28 is an example of a screen drawing of a
winning hand distribution screen;
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[0039] FIG. 29 is an example of a screen drawing of a
game record display screen;

[0040] FIG. 30 is an example of a screen drawing of a
dragon chips screen;

[0041] FIG. 31 is a flow chart showing one example of the
routine executed during game result integration by the client
terminal device; and

[0042] FIG. 32 is an example of a screen drawing of a
counter return display screen.

DESCRIPTION OF THE PREFERRED
EMBODIMENTS

[0043] The preferred embodiments of the video game
system pertaining to the present invention will be described
below with reference to the drawings.

[0044] FIG. 1 shows a schematic construction of the video
game system pertaining to the present invention. In this
embodiment, the video game system comprises client ter-
minal devices 1 that are each equipped with a monitor and
have associated identification information, arcade-based
server devices 2 that are connected to the client terminal
devices 1 in a data-communicable fashion that manage the
game that is played by a plurality of players using the client
terminal devices 1, and a management server device 3 that
is connected to the plurality of arcade-based server devices
2 such that data communication can take place therebe-
tween.

[0045] The client terminal devices 1 execute games
through the player’s execution of prescribed operations
based on game screens displayed on the monitor. The
identification information assigned to each client terminal
device 1 includes identification information pertaining to the
arcade-based server device 2 to which the client terminal
device 1 is connected (or identification pertaining to the
arcade in which the client terminal device is installed), as
well as identification information pertaining to the client
terminal device 1 within the arcade in which the client
terminal device 1 is installed. For example, where the
identification information for the arcade A is ‘A’, and the
identification information for the client terminal device 1
within the arcade A is ‘4’, the identification information for
that client terminal device 1 is ‘A4°.

[0046] Four (or eight) client terminal devices 1 are con-
nected to each arcade-based server device 2 in a data-
communicable fashion. Each arcade-based server device 2
manages the games executed on the client terminal devices
1 to which it is connected in a data-communicable fashion,
and is also connected to the management server device 3,
such that it transmits and receives information between the
client terminal devices 1 and the management server device
3.

[0047] The management server device 3 is connected to
the plurality of arcade-based server devices 2 in a data-
communicable fashion. It stores player information includ-
ing player fingerprint characteristic data needed for finger-
print verification described below, as well as the amount of
virtual money possessed by each player, in association with
the player’s user ID, and also transmits and receives data to
and from each client terminal device 1 via the applicable
arcade-based server device 2.
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[0048] In the video game system pertaining to the present
invention, the client terminal devices 1 may have all of the
functions of the management server device 3.

[0049] FIG.2 is a perspective view of the external appear-
ance of one embodiment of the client terminal device 1. In
the description below, a commercial video game apparatus
that incorporates a monitor is used as an example of the
client terminal device 1 for purposes of explanation, but the
present invention is not limited to this example, and may be
applied in the same fashion to a home video game terminal
device comprising a home video game machine connected to
a household television, or to a personal computer that
functions as a video game terminal device via the execution
of a video game program.

[0050] Moreover, in this embodiment, the game played
using the client terminal device 1 pertaining to the present
invention is a mah-jongg game, wherein the player who
operates a client terminal device 1 plays against at least one
of (i) players using other client terminal devices 1 or (ii)
virtual players implemented by the CPU of the player’s own
apparatus. When the player is competing against players
using other client terminal devices 1, data is transmitted and
received among the client terminal devices 1 via network
communication units 18 described below.

[0051] The client terminal device 1 includes a monitor 11
that displays the game screens, a touch panel 1la that
determines, based on the addresses of the buttons that
prompt selections or the like that are shown on the game
screens of the monitor 11 and the location at which pressure
was applied by the player, which of the buttons was pressed,
a speaker 12 that outputs sound, a card reader 13 that reads
information such as a user ID stored in a personal card, a
fingerprint verification unit 14 that extracts characteristic
data needed for personal authentication based on fingerprint
information from a CCD camera 14a described below, and
a coin receiving unit 15 that receives coins inserted by the
player. The characteristic data extracted by the fingerprint
verification unit 14 is stored in the management server
device 3 via the network communication unit 18 described
below, the arcade-based server device 2 and the network.

[0052] The monitor 11 is a thin liquid crystal display, for
example, that displays images. The speaker 12 outputs
prescribed messages or BGMs. The fingerprint verification
unit 14 includes a CCD camera 14a that performs imaging
of the player’s fingerprints. A different type of digital
imaging device (such as a CMOS camera) may be used in
place of the CCD camera 14a. The coin receiving unit 15
includes a coin ejection outlet 151 from which invalid
inserted coins are ejected.

[0053] While not shown in the drawings, the personal card
is a magnetic card or IC card that stores personal information
such as a user ID, and the card reader 13 enables information
to be read from the personal card housed therein.

[0054] A controller 16 (see FIG. 3) comprising a micro-
computer or the like that inputs detection signals from the
various components and outputs control signals to the vari-
ous components is located at an appropriate location in the
client terminal device 1.

[0055] FIG. 3 is a hardware construction drawing show-
ing one embodiment of the client terminal device 1. The
controller 16 controls the overall operation of the client
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terminal device 1, and includes a central processing unit
(CPU) 161, a RAM 162 that temporarily stores information
during the execution of processing, and a ROM 163 in which
prescribed image information as well as game programs and
the like described below are stored beforehand.

[0056] An external I/O controller 171 is located between
the controller 16 and the detection units including the card
reader 13, the touch panel 11a and the CCD camera 14a
(equivalent to the fingerprinting means). It converts detec-
tion signals into digital signals for processing, as well as
converts instruction information into control signals, outputs
the digital signals or control signals to the controller 16 or
to the various detection units, and conducts this signal
processing and I/O processing using time division, for
example. The external device controller 172 outputs control
signals to the various detection units and inputs detection
signals from the various detection units during their respec-
tive time division periods.

[0057] The image draw processor 111 displays necessary
images on the monitor 11 in accordance with image display
instructions from the controller 16, and includes a video
RAM. The sound generator 121 outputs to the speaker 12
prescribed messages or BGMs in accordance with instruc-
tions from the controller 16.

[0058] The touch panel 11a is a thin rectangular member
that (i) comprises touch-sensitive elements composed of a
linear transparent material that are aligned horizontally and
vertically according to a prescribed pitch, and (ii) is covered
by a transparent cover, and is affixed to the screen surface of
the monitor 11. The touch panel 1la may comprise a
public-domain technology. For example, a construction may
be used in which pressure-sensitive conductive ink, such as
an ink comprising thermoplastic resin in which conductive
particles and non-conductive particles are dispersed
together, is printed at corresponding positions on the facing
sides of two opposing flexible rectangular film substrates,
and the film substrates are then glued together. In addition,
insulated lead wires leading from each pressure-sensitive
conductive ink member protrude outside each film substrate.
A prescribed voltage is applied to the lead wires for one film
substrate, and a voltage detection circuit is connected to the
lead wires for the other film substrate in such a manner that
each lead wire can be recognized. The contact surfaces of the
touch-sensitive conductive ink members of the glued-to-
gether film substrates have minute protrusions and indenta-
tions (caused by printing and by the presence of minute
particles), and when pressure is applied to the film substrate
surface by the player’s finger (or by a pressure pen or the
like), the effective relative areas of contact of the ink
member surfaces changes, i.e., the resistance on the contact
surfaces changes, and the voltage appearing on the side of
the other set of lead wires can be detected in an analog
fashion. In this way, the position at which pressure is applied
can be detected. Consequently, it can be determined, based
on the addresses of the buttons that prompt selections or the
like that are shown on the game screens of the monitor 11
and the location at which pressure was applied by the player,
which of the buttons was pressed.

[0059] Mah-jongg tile characters, background images,
images for the various screens and the like are stored in the
ROM 163. The mah-jongg tile characters and the like
comprise an appropriate number of constituent polygons
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such that they can be drawn in a three-dimensional fashion,
and the image draw processor 111 performs, based on image
draw instructions from the CPU 161, processing for calcu-
lation to convert positions in a three-dimensional space into
positions in a pseudo-three-dimensional space and light
source calculation, as well as processing for the writing of
the image data to be drawn to the video RAM based on these
calculation results, i.e. processing for the writing (pasting)
of texture data to the area of the video RAM specified using
polygons, for example.

[0060] The relationship between the operation of the CPU
161 and the operation of the image draw processor 111 will
now be described. The CPU 161 reads out from the ROM
163 images, sounds, control program data and game pro-
gram data based on the operating system (OS) stored in the
ROM 163, which may comprise either an internal ROM or
part of an external, detachable apparatus. All or part of the
read-out images, sounds, control program data and the like
are saved in the RAM 162. Processing is then performed by
the CPU 161 based on the control program and various data
(image data such as polygons and texture for displayed
objects and other character images, as well as sound data)
stored on the RAM 162, as well as on detection signals from
the detection units. In other words, based on detection
signals and the like, the CPU 161 generates appropriate
commands for the tasks of image draw and sound output.
The image draw processor 111 performs calculation to
determine the viewpoint, the positions of characters in a
three-dimensional space (the same naturally applies in the
case of a two-dimensional space) relative to this viewpoint
and the light source, as well as processing for the generation
and processing of sound data. Next, the CPU 161 executes,
based on the results of the calculations above, processing to
write to the video RAM the image data to be drawn. The
image data written to the video RAM is supplied to the
monitor 11 (after it is supplied to a D/A converter via an
interface and converted into analog image signals), and is
displayed as images on the screen thereof. At the same time,
the sound data output from the sound generator 121 is output
as sounds from the speaker 12 (after it is supplied to a D/A
converter via an interface and converted into analog sound
signals and amplified).

[0061] The image draw commands comprise image draw
commands to draw three-dimensional images using poly-
gons and image draw commands to draw normal two-
dimensional images. These polygons are multi-sided two-
dimensional images, and in this embodiment, triangular or
rectangular shapes are used. The image draw commands to
draw three-dimensional images using polygons comprise
polygon vertex address data, texture address data indicating
the storage address of the texture data to be pasted to the
polygon, color palette address data indicating the storage
address of the color palette data indicating the color of the
texture data, and brightness data indicating the brightness of
the texture, all of which are read out from the ROM 163. One
character (or object) comprises a number of polygons. The
CPU 161 stores the three-dimensional space coordinate data
for each polygon in the RAM 162. Where characters or the
like are to be moved on the screen of the monitor 11, the
processing described below is executed.

[0062] The CPU 161 sequentially seeks three-dimensional
coordinate data for each polygon after movement and rota-
tion thereof based on the three-dimensional coordinate data
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for the vertices of each polygon, as well as the data for the
amount of movement and rotation of each polygon, all of
which data is temporarily stored in the RAM 162. Of the
three-dimensional coordinate data for each polygon sought
in this fashion, the horizontal and vertical coordinate data is
supplied to the image draw processor 111 as RAM 162
display area address data, i.e., as polygon vertex address
data. The image draw processor 111 writes texture data
indicated by the previously-assigned texture address data to
the triangle or rectangle display area indicated by three or
four items of polygon vertex address data. In this way,
characters (or objects) comprising a number of polygons to
which texture data has been pasted are displayed on the
display screen of the monitor 11.

[0063] Among the various types of data stored in the ROM
163, data that can be stored on a detachable recording
medium can be read using a driver of a hard disk drive, an
optical disk drive, a flexible disk drive, a silicon disk drive,
a cassette reader or the like, and in this case, the recording
medium may comprise, for example, a hard disk, optical
disk, flexible disk, CD, DVD, semiconductor memory or the
like.

[0064] The network communication unit 18 enables the
transmission and receipt of various types of event informa-
tion generated during the playing of the mah-jongg game to
and from the arcade-based server device 2 (or the manage-
ment server device 3) over a network.

[0065] The personal authentication method implemented
by the video game device 1 will now be described. Personal
authentication confirms that the player who is recognized by
the client terminal device 1 (or the management server
device 3 not shown in the drawing that is connected via the
network communication unit 18 and the network) is in fact
the same player who is actually playing. Where a player
wishes to play on the client terminal device 1 for the first
time, the card reader 13 reads out user ID data from the
personal card inserted therein, the CCD camera 144 of the
fingerprint verification unit 14 images the player’s finger-
print, and characteristic data necessary for personal authen-
tication is extracted using the fingerprint information from
the CCD camera 14a.

[0066] The user ID data and characteristic data are then
transmitted via the network communication unit 18 and the
network to the arcade-based server 2 to which the client
terminal device 1 is connected, and are then transmitted
from the arcade-based server 2 over a network such as the
Internet to the management server device 3, and are stored
therein. The player is thereby registered with the manage-
ment server device 3. Where a player already registered with
the management server device 3 wishes to play on the client
terminal device 1, the card reader 13 reads out user ID data
from the personal card inserted therein, the CCD camera 14a
of the fingerprint verification unit 14 images the player’s
fingerprint, and characteristic data necessary for personal
authentication is extracted using the fingerprint information
from the CCD camera 14a. The user ID data and charac-
teristic data are then transmitted to the management server
device 3 via the network communication unit 18, the net-
work and the arcade-based server 2, and the player authen-
tication unit 361la of the management server device 3
determines whether or not the characteristic data corre-
sponding to the user ID stored therein is identical to the
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transmitted characteristic data. If the determination is affir-
mative, play is permitted, while if the determination is
negative, play is denied (for example, an error message is
displayed on the monitor 11 of the client terminal device 1
and the user is prompted to re-attempt fingerprint verifica-
tion).

[0067] FIG. 4 is a function block diagram pertaining to the
controller 16 of the client terminal device 1. The CPU 161
of the controller 16 includes a game execution unit 161A that
runs the mah-jongg game based on operation instructions
from the player, a real money conversion unit 161m (equiva-
lent to the first conversion means), a pseudo-values conver-
sion unit 161# (equivalent to the second conversion unit), a
game fee settlement unit 1610 (equivalent to the game fee
settlement means), and a game result integration unit 161p
(equivalent to the game result integration means).

[0068] The game execution unit 161A includes an item
assigning unit 161a that virtually assigns a prescribed num-
ber of items to players who satisfy prescribed conditions, a
game mode selection unit 161¢ that, when a game is begun,
displays a plurality of options for the type (mode) of game
and receives selection input from the player, a performance
determination unit 1615 that, when a game ends, determines
the order in which the players finished in that game, an item
transfer unit 161d that, based on the results of the determi-
nation by the performance determination unit 1615 and the
number of deals selected by the game mode selection unit
161c, transfers among players a prescribed number of items
from among the items virtually possessed by the players, a
rank determination unit 161f that determines a rank indicat-
ing the level of a player’s skill at mah-jongg based on the
number of items virtually possessed by the player, a param-
eter calculation unit 161g that calculates parameters indi-
cating the characteristics of each player’s games based on
the history data stored in the history storage unit 162b
described below, a descriptor assigning unit 161/ that
assigns a descriptor applicable during games to each player
based on the calculated parameters, and an opponent display
unit 161k that displays on a game screen at least the rank or
the descriptor of each opponent.

[0069] The RAM 162 of the controller 16 includes a rank
storage unit 1624 that associates a number of items and a
rank with each player and stores them in memory, a history
storage unit 162b that stores past game history data for each
player, and a descriptor storage unit 162¢ that associates the
descriptor assigned by the descriptor assigning unit 161/
with each player and stores it in memory.

[0070] Furthermore, the RAM 162 of the controller 16
stores data regarding the current amount of virtual money
possessed by the player permitted to join a game, associates
the virtual money amount calculated based on the game fee
and the game result with the player, and stores this amount.
These items of data are updatably stored in the RAM 162 in
accordance with the progress of the game through the
transmission and receipt thereof to and from the manage-
ment server device 3 via the network communication unit
18, the arcade-based server 2 and the network.

[0071] The real money conversion unit 161m performs
conversion of the coins received via the coin receiving unit
15 and virtual money using a prescribed exchange rate. The
prescribed exchange rate here is a rate used in order to
perform conversion between virtual money and real money.
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In this embodiment, 10,000 virtual money units is equivalent
to one coin, but this exchange rate is arbitrary, and the
exchange rate may be set such that 10,000 virtual money
units is equivalent to two coins. This conversion rate data is
stored beforehand in a prescribed storage area of the RAM
162 or the like, and when game execution is begun by the
game execution unit 161A (in this embodiment, when the
game begins), this conversion rate data is read out and
conversion from real money into virtual money is performed
by the real money conversion unit 161m.

[0072] The pseudo-values conversion unit 161x performs
conversion between the prescribed pseudo-values used in
the mah-jongg game (in this embodiment, such values
comprise counters) and virtual money, using a prescribed
exchange rate. The prescribed exchange rate here is a rate
that is used to perform conversion between the pseudo-
values used in the game space and virtual money. In this
embodiment, 25,000 virtual money units is equivalent to
25,000 points comprising counters or pseudo-values, but
this exchange rate is also arbitrary, and may be set such that
25,000 counters represented by points is equivalent to 100,
000 virtual money units. This conversion rate data is stored
beforehand in a prescribed storage area of the RAM 162 or
the like, and when game execution is finished (in this
embodiment, after the game is completed), this conversion
rate data is read out and conversion into virtual money or
into counters represented by points is performed by the
pseudo-values conversion unit 161#.

[0073] The game fee settlement unit 161o converts the
game fee to be paid each time the game is executed by the
game execution unit 161A into a prescribed amount of
virtual money using the pseudo-values conversion unit
161, subtracts the amount of virtual money obtained as a
result of the conversion and representing the game fee
required for the player to join a game from the current
amount of virtual money possessed by the player, which is
stored in the player information storage unit 371 of the
management server device 3, and updates the player infor-
mation stored in the player information storage unit 371. The
game fee here is the fee that is virtually paid within the game
space using virtual money when the player plays a game,
and may be considered, for example, a facility fee for using
the facility where the player plays the virtual game.

[0074] The game result integration unit 161p converts the
amount of increase or decrease in counters represented by
points (pseudo-values) that occurs each time the game is
executed by the game execution unit 161A into virtual
money using the pseudo-values conversion unit 161#, per-
forms addition or subtraction of the amount of increase or
decrease in the counters represented by points that occurred
during the game played by the player, now represented in the
form of virtual money, to or from the amount of the player’s
current virtual money stored prior to the commencement of
the game in the player information storage means 371, and
updates the player information stored in the player informa-
tion storage unit 371 accordingly.

[0075] The item assigning unit 16la virtually assigns
items (‘dragon chips’ in this embodiment) to players who
satisty prescribed conditions, increases or reduces the num-
ber of points virtually possessed by the players, and asso-
ciates with each player and stores in the rank storage unit
162a the number of items and points corresponding to each
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player. The method by which the number of points is
increased or decreased and the conditions for the assignment
of items will now be described specifically. During the
game, when a player wins, the number of points virtually
possessed by the player is increased by a prescribed number,
and when the player loses on ‘furikomi’, i.e., on his own
discard, the number of virtually possessed points is reduced
by a prescribed amount. For example, where the player wins,
the number of points obtained for winning is increased by 20
points for every 1000 points possessed. Where the player
loses on his own discard, the number of points possessed by
the player is reduced by 10 points for every 1000 points in
his score. Where the number of points is 1000 or higher,
three items, i.e., dragon chips, are virtually assigned.

[0076] When the game comprising the number of deals
selected by the game mode selection unit 161c has been
completed, the performance determination unit 1615 deter-
mines the order of the players’ finish, with the first-place
finisher being the player who virtually possesses, as
counters, the largest number of points. However, the number
of points possessed as counters by each player when the
game begins (referred to as the ‘starting points’) is identical.
For example, the starting points figure is 15,000 points in a
‘One deal’ game, 20,000 points in an ‘One round’ game, and
25,000 in a ‘Two rounds’ game.

[0077] When a game begins, the game mode selection unit
161c¢ displays a game mode selection screen 540 or 550 (sce
FIGS. 16 and 17) and a table selection screen 560 (see FIG.
18), receives selection input from the player, and determines
the game mode and the number of deals in the game.
Specifically, the game mode selection unit 161¢ determines
one from among the modes of ‘One-player game’ (played
against the CPU), ‘Match game’ (played in the arcade) or
‘Online game’ displayed on the game mode selection screen
540 or 550, and then determines the number of deals to be
played from among ‘One deal’, ‘One round’ and ‘Two
rounds’. In other words, the game mode selection unit 161c¢
determines the number of deals from among ‘1’ (one deal),
‘4’ (one round) or ‘8’ (two rounds), via the selection of a
table through receipt of player selection input from the table
selection screen 560, and selects the opponents. However,
the tables selectable by the player are preset in accordance
with the rank of the player. In this embodiment, there are
tables at which players who are at or above ‘1° degree
master’ rank play (this type of game is called a ‘master level
game”) as well as tables at which players who are at or below
‘Grade 1’ rank play (this type of game is called a ‘novice
level game”). If the player is at or above ‘1°" degree master’
rank, he is permitted to select a master level game table,
while if the player is at or below Grade 1 rank, he is
permitted to select a novice level game table. The game
mode selection unit 161c associates the identification infor-
mation for the client terminal devices 1 being played by the
opponents selected in this way, and stores the
players’names, ranks and descriptors and the table name in
the RAM 162. Here, the table name is a name assigned to
each table, and consists of a name by which the number of
deals can be determined, such as ‘Two-Round Game A’, for
example.

[0078] After the order of finish of the players in the game
is determined by the performance determination unit 1615,
the item transfer unit 161d transfers among the players a
prescribed number of items from among the items virtually
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possessed by the players, based on the results of the deter-
mination by the performance determination unit 1615 and
the number of deals selected by the game mode selection
unit 161c. Specifically, in a ‘One deal’ game, dragon chips
are not transferred, in a ‘One round’ game, one dragon chip
is transferred from the fourth-place finisher to the first-place
finisher, and in a ‘Two rounds’ game, two dragon chips are
transferred from the fourth-place finisher to the first-place
finisher and one dragon chip is transferred from the third-
place finisher to the second-place finisher. In addition, where
a virtual tournament or the like is held, the number of dragon
chips transferred can be increased beyond the numbers
described above, thereby whetting the player’s desire to
participate in the tournament. Furthermore, the item transfer
unit 161d stores the number of dragon chips in rank storage
means 162a described below on a continuously updated
basis.

[0079] The rank determination unit 161f determines a rank
indicating the level of the player’s skill at mah-jongg based
on the number of items virtually possessed by the player.
The method used to determine this rank will now be
described in specific terms below.

[0080] A player is assigned a rank of Grade 10 when he
plays the game for the first time. The rank becomes Grade
9 when the player’s number of points is between 100 and
199, for example. As the player’s point total rises (or falls)
his rank is increased (or decreased) accordingly, such that
where the player possesses between 900 and 999 points, he
becomes a Grade 1 player, for example. Once the player
reaches 1000 points, he becomes a 1** degree master.

[0081] As described above, the item assigning unit 161a
virtually assigns three items, i.e., dragon chips, to a player
who attains 1000 points. Thereafter, the number of dragon
chips virtually possessed by each player fluctuates depend-
ing on the transfers among the players of their dragon chips
by the item transfer unit 161d based on the results of the
determinations by the performance determination unit 1615
and the number of deals selected by the game mode selection
unit 161¢, and is stored on a continuously updated basis in
the rank storage means 162a described below. For example,
a player who has five or more but fewer than 10 dragon chips
is deemed a 2™ degree master. As the player’s number of
dragon chips rises (or falls), his rank is increased (or
decreased) accordingly, and a player who possesses 46 or
more dragon chips is deemed an 8" degree master. Where a
player who has attained 1* degree master rank has no dragon
chips (or a negative number thereof) as a result of game play,
he is demoted to Grade 1 rank.

[0082] In other words, the rank determination unit 161f
determines the appropriate rank with reference to level
tables that associate a given number of points or items with
a rank and are stored in table format, based on the number
of points determined by the item assigning unit 161a and the
number of items determined by the item assigning unit 161a
and the item transfer unit 161d.

[0083] When a player is determined by the rank determi-
nation unit 161f to be at 1°* degree master rank, the param-
eter calculation unit 161g calculates parameters indicating
the characteristics of the player’s games based on the history
data stored in the history storage unit 1625 described below.
These parameters include the ‘win ratio’, ‘furikomi ratio’,
‘average number of dora tiles held on win’ and ‘average
number of exponentials held on win’.
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(Win ratio)=(Cumulative number of deals won)/(Cu-
mulative number of deals played)

(Furikomi ratio)=(Cumulative number of furikomi
losses)/(Cumulative number of deals played)

(Average number of dora tiles held on win)=(Cumu-
lative number of dora tiles held when winning a
deal)/(Cumulative number of deals won)

(Average number of exponentials held on win)=(Cu-

mulative number of exponentials when winning a

deal)/(Cumulative number of deals won)
[0084] The cumulative number of deals won, cumulative
number of furikomi losses, cumulative number of deals
played, cumulative number of dora tiles held when winning
a deal, cumulative number of exponentials when winning a
deal and cumulative number of deals won, which are used in
the formulae described above, are associated with each
player and are stored in the history storage unit 162b
described below.

[0085] When a player is determined by the rank determi-
nation unit 161f to be at 1* degree master rank, a descriptor
applicable during games is virtually assigned to the player
and associated with the player’s name by the descriptor
assigning unit 161/ based on the parameters calculated by
the parameter calculation unit 161g, and is stored in the
descriptor storage unit 162c.

[0086] The method by which a descriptor is assigned will
now be described in detail. A level is set in association with
a numerical value for each parameter. For example, where
the win ratio is 0.31, the win ratio level is 6, while where the
‘furikomi’ ratio is 0.125, the ‘furikomi’ ratio level is 7. The
descriptor assigning unit 161/ first determines the levels
regarding win ratio, ‘furikomi’ ratio, average number of
‘dora’ tiles and average number of exponentials based on a
level determination table not shown. The descriptor corre-
sponding to the highest-level parameter is then assigned.
Where the win ratio level is the highest, the player is
determined to be a ‘quick win’ type of player and is assigned
the descriptor of ‘phoenix’. Where the ‘furikomi’ ratio level
is the highest, the player is determined to be a ‘defense-first’
type player and is assigned the descriptor of ‘turtle’. Where
the average number of ‘dora’ tiles level is highest, the player
is determined to be a luck-dependent type player and is
assigned the descriptor of ‘dragon’. Where the average
number of exponentials level is highest, the player is deter-
mined to be an attack-minded player and is assigned the
descriptor of ‘tiger’. Each descriptor indicates the name of
a character that conveys an image of the player’s charac-
teristic game style (such as a ‘quick win’ approach).

[0087] The opponent display unit 161k reads out the rank
and descriptor of each opponent from the opponent data
stored in the RAM 162, and displays them on a game screen
in association with the opponent’s name. In other words, it
displays on a game screen the name, rank and descriptor of
each of the four competitors, including the player.

[0088] The rank storage unit 162a associates with each
player’s name the number of items, which is assigned by the
item assigning unit 161a and changed by the item transfer
unit 161d, as well as the rank determined by the rank
determination unit 161f, and stores these values in memory.

[0089] The history storage unit 162b stores as past game
history data for each player the cumulative number of wins,
i.e., the cumulative number of deals won by the player, the
cumulative number of ‘furikomi’, i.e., the cumulative num-
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ber of times the player has lost on his own discard, the
cumulative number of deals played, the cumulative number
of ‘dora’ tiles, i.e., the cumulative number of ‘dora’ tiles
contained in the player’s hand when the player has won, the
cumulative number of exponentials, i.e. the cumulative
number of ‘fan’ contained in the player’s hand when the
player has won, and the cumulative number of wins, i.e. the
cumulative number of wins that have occurred.

[0090] The descriptor storage unit 162¢ associates with
each player’s name and stores the parameter values calcu-
lated by the parameter calculation unit 161g and the descrip-
tor that is assigned to the player by the descriptor assigning
unit 161/.

[0091] The arcade-based server device 2 used in the video
game system pertaining to the present invention will now be
explained.

[0092] FIG. 5 is a perspective view of the external appear-
ance of one embodiment of the arcade-based server device
2 pertaining to the present invention. The arcade-based
server device 2 includes a monitor 21 that displays game
screens and the like, a speaker 22 that outputs sounds, and
a personal card vending machine 25 that receives coins
inserted by players and sells personal cards.

[0093] In order to make images large and easy to see for
the players, the monitor 21 is equipped with two cathode ray
tubes, for example. The two cathode ray tubes are arranged
such that the longer edges of their roughly rectangular image
display areas that display their respective images are aligned
with each other, and image signal control is performed such
that the two image display areas display a single image.

[0094] The speaker 22 outputs prescribed messages and
BGMs. The personal card vending machine 25 includes a
coin receiving unit 24 that receives coins inserted by the
player and a card expulsion outlet 23 that expels the personal
card. The coin receiving unit 24 also includes a coin ejection
outlet (not shown in the drawings) that ejects inserted coins
that are counterfeit, defective or otherwise unusable.

[0095] A controller 26 (see FIG. 6 discussed below)
comprising a microcomputer or the like that inputs detection
signals from and outputs control signals to the various
system components is located at an appropriate location
within the arcade-based server device 2.

[0096] The hardware construction of an embodiment of
the arcade-based server device 2 will now be described.
FIG. 6 is a hardware construction drawing showing one
embodiment of the arcade-based server device 2. The con-
troller 26 controls the overall operation of the arcade-based
server device 2, and includes a central processing unit (CPU)
261, a RAM 262 that temporarily stores information during
the execution of processing, and a ROM 263 in which
prescribed image information and other data are stored in
advance.

[0097] The image draw processor 211 displays necessary
images on the monitor 21 in accordance with image display
instructions from the controller 26, and includes a video
RAM. The sound generator 221 outputs to the speaker 22
prescribed messages or BGMs in accordance with instruc-
tions from the controller 26.

[0098] Among the various types of data stored in the ROM
263, data that can be stored on a detachable recording
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medium can be read using a driver of a hard disk drive, an
optical disk drive, a flexible disk drive, a silicon disk drive,
a cassette reader or the like, and in this case, the recording
medium may comprise, for example, a hard disk, optical
disk, flexible disk, CD, DVD, semiconductor memory or the
like.

[0099] The network communication unit 28 enables the
transmission and receipt of various types of data to and from
the management server device 3 over a network such as
World Wide Web (WWW) or the like. An interface unit 1a
enables transmission of data between the plurality of (for
example, four) client terminal devices 1 connected to the
arcade-based server 2 and the management server device 3.

[0100] The hardware construction of an embodiment of
the management server device 3 will now be described.
FIG. 7 is a hardware construction drawing of an embodi-
ment of the management server device 3. The management
server device 3 includes a controller 36, an external storage
apparatus 37 and a network communication unit 38. The
controller 36 controls the overall operation of the manage-
ment server device 3, and includes a central processing unit
(CPU) 361, a RAM 362 that temporarily stores information
during the execution of processing, and a ROM 363 in which
prescribed image information and other data are stored in
advance.

[0101] Among the various types of data stored in the ROM
363, data that can be stored on a detachable recording
medium can be read using a driver of a hard disk drive, an
optical disk drive, a flexible disk drive, a silicon disk drive,
a cassette reader or the like, and in this case, the recording
medium may comprise, for example, a hard disk, optical
disk, flexible disk, CD, DVD, semiconductor memory or the
like.

[0102] The network communication unit 38 enables the
transmission and receipt of various types of data to and from
the arcade-based server device 2 and the client terminal
devices 1 over a network such as WWW.

[0103] FIG. 8 is an example of a function block diagram
of the video game system pertaining to the present invention,
including the management server device 3. The reference
numbers of the various components used in FIG. 8 corre-
spond to those used in the function block diagrams for the
client terminal device 1, the arcade-based server device 2
and the management server device 3 described above.

[0104] As shown in FIG. 8, the CPU 361 of the controller
36 described with reference to FIG. 7 includes a player
authentication unit 361a (equivalent to the authentication
means) that determines whether or not the player is permit-
ted to join a game by performing authentication to determine
whether or not the player received from a client terminal
device 1 is a registered player, as well as a virtual money
accumulation unit 3615 (equivalent to the virtual money
accumulation means) that adds the amount of virtual money
calculated by the real money conversion unit 161m of the
client terminal device 1 to the player information storage
area for the player, which is stored in the player information
storage unit 371 described below.

[0105] The player authentication unit 361le¢ determines
whether or not a player is permitted to join a game by
performing authentication to determine whether or not a
player received from a client terminal device 1 via the
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arcade-based server device 2, the network and the network
communication unit 38 is a registered player. This player
authentication unit 361a, using the user ID data on the
personal card received via the card reader 13 of the client
terminal device 1 and the player fingerprint information
extracted from the CCD camera 14a (equivalent to the
fingerprinting means) of the fingerprint verification unit 14
of the client terminal device 1, receives characteristic data
needed for individual player authentication together with
user ID data from the client terminal device 1 via the
arcade-based server device 2, the network and the network
communication unit 38. The player authentication unit 361a
then determines whether or not the characteristic data thus
received matches the characteristic data for a player that
corresponds to the user ID and is stored in the player
information storage unit 371 in advance, and where this
determination is affirmative, play is permitted (i.e., the
player is permitted to join a game), and where the determi-
nation is negative, play is refused.

[0106] The storage device 37 comprising a hard disk drive
device or the like includes a player information storage unit
371 (equivalent to the storage means) that stores player
information including personal data for each player, as
shown in FIG. 8. The player information storage unit 371
associates with each player and stores user ID data used to
identify the personal card possessed by the player, the
characteristic data needed to authenticate the individual
player using the player’s fingerprint information extracted
from the CCD camera 14 of the fingerprint verification unit
14, virtual money data and the like. It is also acceptable if,
other than the characteristic data described above, a pass-
word or player retina information is stored in the player
information storage unit 371 as information needed for
individual player authentication.

[0107] The current amount of virtual money earned, the
cumulative amount of virtual money earned for each player,
the cumulative number of coins inserted, and data regarding
the amount of virtual money accumulated is stored for each
player as virtual money data in the player information
storage unit 371. In addition, as personal information for
each player, each player’s personal user ID, the date of each
player’s registration and the date of each player’s most
recent system access, as well as the player’s name (the name
input when the player registered) and character data, which
comprises information needed to perform authentication, are
stored in the player information storage unit 371.

[0108] The basic sequence of the mah-jongg game
executed in the video game system pertaining to the present
invention will now be described. FIG. 9 is an example of a
flow chart describing the basic sequence of the mah-jongg
game executed in the video game system pertaining to the
present invention.

[0109] First, a player who has bought a personal card from
the arcade-based server device 2 carries out individual
player authentication via the personal card in order to play
the mah-jongg game using the client terminal device 1 (step
ST1). Where the player is authenticated as a registered
player and permitted to join a mah-jongg game, (or where
the player has registered if it is the player’s first time to join
a game), the player selects a desired game mode and enters
a game (step ST2). When this is done, the player pays in
virtual money a game fee (a facility fee and counter rental
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fee) to join the game. The mah-jongg game corresponding to
the game mode selected by the player is then played (step
ST3). The amount of virtual money possessed by each
player is increased or decreased in accordance with the point
counters possessed by the player when the game results are
known, and is stored for each player (step ST4). Where the
player wishes to play another mah-jongg game (YES in step
ST5), step ST2 is returned to and the above processes are
repeated. Where the player does not wish to play another
mah-jongg game (NO is step STS), the series of processes
executed by the video game system with respect to that
player is ended.

[0110] The player authentication routine executed by the
client terminal device 1 in the above mah-jongg game will
now be described. FIG. 10 is a detailed flow chart showing
one example of the player authentication routine executed
by the client terminal device 1, and FIGS. 11 through 15 are
examples of screen drawings showing the sequence of the
player authentication processes shown in FIG. 10. The
player authentication routine shown in FIG. 10 comprises
the processes executed in step ST1 shown in FIG. 9.

[0111] First, when a personal card purchased by the player
via the arcade-based server 2 is received by the card reader
13 (step ST101), the user ID stored on the received personal
card is transmitted to the management server 3 via the
network communication unit 18 of the arcade-based server
device 2 connected to the client terminal device 1, the
arcade-based server device 2 and the network (step ST103).
When this is done, it is determined by the player authenti-
cation unit 361a of the management server device 3, based
on the personal data stored in the player information storage
unit 371, whether or not the user ID stored on the personal
card is registered (step ST105), and data indicating that the
user ID is registered or not registered is returned to the client
terminal device 1 via the network, the arcade-based server
device 2 and the network communication unit 18.

[0112] Where data indicating that the user ID is not
registered is received from the management server device 3
(YES in step ST105), a name input screen (see FIG. 11) is
displayed on the monitor 11 (step ST107). When name input
is received from the player via the touch panel 1la, a
fingerprint data input screen (see FIG. 12), which is one
example of an authentication data input screen, is displayed
on the monitor 11 (step ST109).

[0113] The player’s fingerprint is then imaged through the
placement of the player’s finger on the imaging area of the
CCD camera 14a of the fingerprint verification unit 14 by
the player who sees the fingerprint data input notification
screen shown in FIG. 12, and the characteristic data needed
for personal authentication is extracted using the fingerprint
information obtained from the CCD camera 144 and input
by the fingerprint verification unit 14 as verification data
(step ST111). The user ID stored on the personal card and the
characteristic data extracted by the fingerprint verification
unit 14 are sent to the management server device 3 to which
the client terminal device 1 is connected via the network
communication unit 18, the arcade-based server device 2
and the network (step ST113), and a name plate screen,
which includes the name input by the player (see FIG. 14),
is displayed on the monitor 11 (step ST115).

[0114] In step ST113, the user ID, the name data and the
characteristic data extracted by the fingerprint verification
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unit 14, all of which are transmitted via the network com-
munication unit 18, the arcade-based server device 2 and the
network, are stored in the player information storage unit
371 of the management server 3, and are used in the
subsequent player authentication processes.

[0115] Where data indicating that the user ID is registered
is received from the management server device 3 (NO in
step ST105), the fingerprint data input screen (see FIG. 12)
is displayed on the monitor 11 (step ST117).

[0116] The player’s fingerprint is then imaged through the
placement of the player’s finger on the imaging area of the
CCD camera 14a of the fingerprint verification unit 14 by
the player who sees the fingerprint data input notification
screen shown in FIG. 12, the characteristic data needed for
personal authentication is extracted using the fingerprint
information obtained from the CCD camera 144 and input
by the fingerprint verification unit 14 as verification data
(step ST119), and the user ID stored on the personal card and
the characteristic data extracted by the fingerprint verifica-
tion unit 14 are sent to the management server device 3 via
the network communication unit 18, the arcade-based server
device 2 and the network (step ST121).

[0117] The characteristic data extracted by the fingerprint
verification unit 14 and transmitted to the management
server device 3 and the player’s characteristic data stored
beforehand in the player information storage unit 371 are
compared by the player authentication unit 361a of the
management server device 3, and where it is determined
from such comparison that these data sets match, data
indicating that the player is permitted to join a game is
received from the management server device 3 via the
network, the arcade-based server device 2 and the network
communication unit 18 (YES in step ST123). The sequence
then advances to step ST115, and the name plate screen (see
FIG. 14), which includes the name input by the player, is
displayed on the monitor 11 by the game execution unit
161 A. Where data indicating that the player is not permitted
to join a game is received from the management server
device 3 via the network, the arcade-based server device 2
and the network communication unit 18 (NO in step ST123),
an error screen not shown in the drawings is displayed on the
monitor 11 (step ST125) , the sequence returns to step
ST117, and the above processes are repeated.

[0118] Consequently, because only the characteristic data
needed for personal authentication is extracted from the
fingerprint information by the fingerprint verification unit
14, abuse or outside disclosure of the player’s fingerprint,
which is highly valuable personal information, can be pre-
vented.

[0119] FIG. 11 is an example of a screen drawing of the
name input screen displayed on the monitor 11 in step ST107
shown in the flow chart of FIG. 10. The name input screen
500 includes a name input area 501 for input of the player’s
name, an input letter list display area 502 that displays a list
of characters that can be input into the name input area 501,
a ‘Delete’ button 503 that is pressed when the letters input
into the name input screen 501 are to be deleted, and an
‘Accept’ button 504 that is pressed when the input letters are
to be chosen as the player’s name. In the name input screen
500 on the monitor 11 screen, the player inputs his name by
using the input letter list display area 502, the ‘Delete’ button
503 and the ‘Accept’ button 504 in sequence.
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[0120] FIG. 12 is an example of a screen drawing of the
fingerprint data input notification screen displayed on the
monitor 11 in steps ST109 and ST117 shown in the flow
chart of FIG. 10. A guidance image 511 to indicate the
position of the CCD camera 14a that images the player’s
fingerprint via placement of the player’s finger thereon is
displayed in the center of the fingerprint data input notifi-
cation screen 510. By confirming on the fingerprint data
input notification screen 510 that input of fingerprint infor-
mation will be performed via placement of the player’s
finger in the shaded area 512 and indicated by the arrow 513
in the guidance area 511, the player can easily perform
fingerprint input by placing his finger in the imaging area of
the CCD camera 14a of the fingerprint verification unit 14
in the client terminal device.

[0121] Other than the authentication method in which
fingerprint data is used, a method in which a password or the
like is used may also be adopted. FIG. 13 is an example of
ascreen drawing of a password input screen that is displayed
on the monitor 11 in steps ST109 and ST117 shown in the
flow chart of FIG. 10. The password input screen 520
includes a password input area 521 into which, where the
player is playing for the first time, a desired number is input
when the password is registered, and where the player is
already registered, the number comprising the registered
password is input, as well as an input number display area
522 that displays numbers to be input into the password
input area 521 and an ‘OK’ button 523 that is pressed when
the input number is correct. The player performs password
input by entering the password using the input number
display area 522 and pressing the ‘OK’ button 523 of the
password input screen 520 on the monitor 11.

[0122] While the descriptions above used a fingerprint and
a password as examples, the present invention is not limited
to these implementations, and any information that suffi-
ciently authenticates the prospective player may be used.
For example, the prospective player may be authenticated
using retina information.

[0123] FIG. 14 is an example of a screen drawing of the
name plate display screen that is displayed on the monitor 11
in step ST115 shown in the flow chart of FIG. 10. The name
plate display screen 530 includes a name plate display area
531 that displays a list of players having the same rank as the
player, as well as a rank display area 532 that displays the
rank or grade of the player operating the client terminal
device 1.

[0124] The routine pertaining to game entry that is
executed by the player using the client terminal device 1
when the above mah-jongg game is played will now be
described. FIG. 15 is a flow chart showing an example of the
routine pertaining to game entry that is executed by the
player using the client terminal device 1 when the above
mah-jongg game is played, and FIGS. 16-20 are drawings
showing examples of screens that are displayed in sequence
during the execution of the routine pertaining to game entry
that is executed by the player and shown in FIG. 15. The
routine pertaining to game entry that is executed by the
player and shown in FIG. 15 comprises the processes
executed in step ST2 shown in FIG. 9.

[0125] First, the game mode selection screen (see FIGS.
16 and 17) is displayed, selection input to select from
among a plurality of game modes is received from the

Apr. 24, 2003

player, and a game mode of either ‘One-player game’
(played against the CPU), ‘Match game’ (played in the
arcade) or ‘Online game’ is chosen by the game mode
selection unit 161¢ (step ST201).

[0126] The table selection screen (see FIG. 18) used to
select from among ‘One deal’, ‘One round’ and ‘“Two
rounds’, which indicate the number of deals in the game, is
displayed within the mode selected in step ST201 (in this
embodiment, the ‘Match game’ (played in the arcade) mode
was chosen), selection input to select one of the plurality of
tables is received from the player, and the game mode
selection unit 161c determines which among ‘One deal’,
‘One round’ and ‘Two rounds’ is to be played and selects the
opponents (step ST203).

[0127] Counter conversion screens (see FIGS. 19 and 20)
are then displayed in sequence by the game fee settlement
unit 1610 in accordance with the chosen table (step ST205),
and it is determined whether or not the player possesses an
amount of virtual money corresponding to the facility fee
and the counter rental fee for the number of deals selected
in step ST205 (step ST207).

[0128] In step ST207, the pseudo-values conversion unit
161x converts the facility fee and counter rental fee for the
number of deals selected into virtual money, and the amount
of virtual money obtained as a result of the conversion is
sent to the management server device 3 via the network
communication unit 18, the arcade-based server device 2
and the network. The amount of virtual money possessed by
the player that is stored in the player information storage unit
371 of the management server device 3 is then compared
with the amount of virtual money thus received, it is
determined whether or not the amount of virtual money
needed for the player to join the game selected by the player
remains in the player’s account, and the result is sent back
via the network, the arcade-based server device 2 and the
network communication unit 18. Where a sufficient amount
of virtual money exists (YES in step ST207), the sequence
advances to step ST215. On the other hand, if an amount of
virtual money adequate to cover the facility fee and counter
rental fee for the number of deals selected does not exist
(NO in step ST207), the amount by which the existing
amount of virtual money is inadequate is sent back from the
management server device 3 via the network, the arcade-
based server device 2 and the network communication unit
18, and an addition request screen not shown in the drawings
is displayed on the monitor 11 (step ST209).

[0129] Additional coins are then received via the coin
receiving unit 15 from the player based on the addition
request screen not shown in the drawings (step ST211), the
real money conversion unit 161m converts the additional
inserted coins into virtual money (step ST213), and data
regarding the amount of virtual money obtained after con-
version is sent to the management server device 3 via the
network, the arcade-based server device 2 and the network
communication unit 18. The virtual money accumulation
unit 3615 of the management server device 3 then adds the
post-conversion amount of virtual money to the current
amount of virtual money possessed by the player and
updates the virtual money data stored in the player infor-
mation storage unit 371.

[0130] The game fee settlement unit 1610 then subtracts
the amount of virtual money corresponding to the game fee
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converted by the real money conversion unit 161m from the
newly calculated amount of virtual money. The resulting
amount of virtual money is sent to the management server
device 3 via the network communication unit 18, the arcade-
based server device 2 and the network, and the virtual
money data for that player that is stored in the player
information storage unit 371 is updated (step ST215),
whereupon the routine pertaining to game entry ends.

[0131] FIG. 16 is an example of a screen drawing of the
game mode selection screen displayed on the monitor 11 in
step ST201 shown in the flow chart of FIG. 15. The game
mode selection screen 540 displays at the upper right of the
screen the player information 541 contained in the client
terminal device 1 on which the game entry routine was
performed. It also displays in roughly the center of the
screen the game mode titles 542 indicating ‘One-player
game’, ‘Match game’ or ‘Online game’, guidance areas 543
in which each game mode is explained, and ‘Choose’
buttons 544 that are pressed when the player chooses a game
mode. In addition, arcade-specific information 545 that
includes the names and ranks of the players who have
already joined the various game modes in the arcade are
displayed at the bottom of the screen. The player informa-
tion 541 includes the terminal number 541a of the client
terminal device 1, the player nickname 541b, and the
descriptor and rank 541c of the player. The arcade-specific
information 545 includes the terminal number 5414 of each
client terminal device 1 being used, the player nickname
541b, and the descriptor and rank 541c¢ of the player, as well
as an information display area 5454 in which messages
pertaining to the point counters possessed by the player or
recruiting players are displayed.

[0132] While arcade-specific information 545 is displayed
at the bottom of the game mode selection screen shown in
FIG. 16, various types of display independent of the game
mode selection screen shown in FIG. 16 may also be
implemented. For example, instead of the arcade-specific
information 545 described above, an entry limit display area
551 shown in FIG. 17 may be used, which indicates a
limited amount of time within which the game mode to be
played within the arcade must be selected. FIG. 17 is an
example of a screen drawing of the game mode selection
screen displayed on the monitor 11 in step ST201 in the flow
chart shown in FIG. 15.

[0133] FIG. 18 is an example of a screen drawing of the
table selection screen displayed on the monitor 11 in step
ST203 in the flow chart shown in FIG. 15. The table
selection screen 560 includes table names 561 that indicate
‘One deal’, ‘One round’ or ‘Two rounds’, ‘Join/Create’
buttons 562 that are pressed when the player wishes to join
a table, and opponent information 563 such as the names and
ranks of the opponents who are already playing at each table.
Such information is displayed for each table in two rows in
the center of the screen. In addition, a remaining virtual
money amount display area 564 that indicates the amount of
virtual money possessed by the player who is currently
selecting a table is displayed at the bottom of the screen.
Here, players are currently being recruited for two tables: the
second table from the left in the top row having a table name
561 of ‘One-round Game A’, and the table at the left edge of
the bottom row having the table name 561 of ‘Two-round
Game A’. When the ‘Join/Create’ button 562 for the former
table is pressed, a one-round game is selected, while when
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the ‘Join/Create’ button 562 for the latter table is pressed, a
two-round game is selected. If the ‘Join/Create’ button 562
for the table at the left edge of the top row having the table
name 561 of ‘Create New Table’ is pressed, the player
creates a table for a new ‘One round’ game, for which other
players can be recruited. In this case, a one-round game is
selected.

[0134] FIG. 19 is an example of a screen drawing of the
counter conversion screen displayed on the monitor 11 in the
step ST205 shown in the flow chart of FIG. 15. The counter
conversion screen 570 includes a possessed virtual money
display area 571 which is located in the left-center part of the
screen and displays the amount of virtual money possessed
by the player, a facility fee display area 572 that is located
in the right-center part of the screen and displays the facility
fee for the table selected using the game mode selection unit
161c¢ as an amount of virtual money, and a player informa-
tion display area 573 which is displayed at the bottom of the
screen and displays information regarding the player who is
operating the client terminal device 1. The player informa-
tion display area 573 includes the player’s name/descriptor/
rank 5734, the player’s virtual money balance 573b, and a
conversion rate display area 573c that displays the rate by
which the player’s amount of virtual money is increased in
response to the insertion of the coin.

[0135] FIG. 20 is an example of a screen drawing of the
counter conversion screen displayed on the monitor 11 in
step ST205 shown in the flow chart of FIG. 15. Displayed
at the left-center part of the counter conversion screen 580
is a possessed virtual money display area 581 that displays
the amount of virtual money possessed by the player, while
displayed at the right-center part of the screen is a counter
rental fee display area 582 that displays as virtual money the
counter rental fee corresponding to the table selected via the
game mode selection unit 161c.

[0136] The routine performed in connection with the game
executed via the client terminal device 1 during the mah-
jongg game described above will now be described. FIG. 21
is a flow chart showing an example of the routine performed
in connection with the game executed via the client terminal
device 1, and FIGS. 22-25 are examples of screen drawings
of screens displayed in sequence during the processing
performed in connection with the game shown in FIG. 21.
The routine performed in connection with the game shown
in FIG. 21 comprises the processes executed in step ST3
shown in FIG. 9.

[0137] First, an opponent display screen (see FIG. 22) that
displays the opponents at the table selected in the step ST203
described above is displayed by the opponent display unit
161%, and after a prescribed amount of time has elapsed (or
when a prescribed operation has been performed by the
player), a rank display screen not shown in the drawings that
indicates the player’s current rank and other information is
displayed (step ST301). The round and the dealer are then
determined (step ST303), the game is begun in step ST305,
and game play screens are displayed (see FIGS. 23 and 24).
When the game ends, each player’s points represented by
point counters is calculated in step ST307, each player’s
order of finish is determined by the performance determi-
nation unit 161, and a finish order display screen is
displayed (see FIG. 25).

[0138] The number of points is then increased or
decreased by the item assigning unit 1614, the items virtu-
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ally possessed by the players are transferred by the item
transfer unit 161d among the players based on the results of
the determination by the performance determination unit
161b and the number of deals selected by the game mode
selection unit 161¢ (step ST309), and an item display screen
(see FIG. 26) is displayed. The rank determination unit 161f
then determines a rank indicating the level of the player’s
skill at mah-jongg based on the number of items and points
virtually possessed by the player, and determines whether or
not the player’s rank will be increased to 1% degree master
(step ST311). If the player’s rank will not be increased to 1%
degree master, the item display screen (see FIG. 26) that
shows the current number of items and the point counters
represented by points earned is displayed, and the routine
ends.

[0139] 1If the player’s rank will be increased to 1* degree
master, the parameters indicating the characteristics of the
player’s games are calculated by the parameter calculation
unit 161g (step ST313). A descriptor applicable during
games is then virtually assigned by the descriptor assigning
unit 161/ in step ST305 to the player based on the param-
eters calculated by the parameter calculation unit 161g (step
ST315). After the item display screen (see FIG. 26) is
displayed for a prescribed period of time, a rank promotion
screen not shown in the drawings is displayed, whereupon
the routine ends. Either before the game (until the execution
of step ST303) or after the game (during or after the
execution of step ST307), the personal information screens
shown in FIGS. 27-30 can be displayed by pressing a
prescribed button in any game screen.

[0140] FIG. 22 is a screen drawing of the opponent
display screen shown in step ST301 of the flow chart shown
in FIG. 21. Displayed in the opponent display screen 590 is
player information 591 that includes a nickname 5914 and a
descriptor and rank 5915 regarding each of four competitors
including the player. The player information 591 at the
bottom of the screen is the player information for the player
using the client terminal device 1, the player information
591 at the top of the screen is player information for the
player sitting opposite this player (TOIMEN: the opponent
who sits across from the player in a virtual sense and plays
two turns before the player), the player information 591 at
the left of the screen is player information for the opponent
who plays just before the player (KAMICHA: the opponent
who sits to the left of the player in a virtual sense and plays
one turn before the player), and the player information 591
at the right of the screen is player information for the
opponent who plays just after the player (SHIMOCHA: the
opponent who sits to the right of the player in a virtual sense
and plays one turn after the player). A personal data button
PDB is displayed in roughly the center of the right edge of
the screen and is pressed in order to display the player’s
personal information, while a counter confirmation button
BNB is displayed below the personal data button PDB and
is pressed in order to display the point counters possessed by
all four game competitors including the player. Because the
descriptor and the rank of each opponent can be seen via the
opponent display screen 590, the skill level and game style
of each opponent can be learned and the player can enjoy the
task of determining his own game style (plotting strategy)
based on his opponents. For example, where an opponent
has a high rank (indicating that he is a strong player) and a
descriptor of ‘phoenix’ (indicating that he tends to go for a
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quick win), the player can design a strategy to compete with
the opponent by speeding up the development of his own
hand.

[0141] FIGS. 27-30 are screen drawings of the player
personal information screens displayed by pressing a pre-
scribed button (personal data button PDB described below)
in a game screen before the game is played (until the
execution of step ST303 in the flow chart shown in FIG. 21)
or after the game is completed (during or after the execution
of step ST307 in the flow chart shown in FIG. 21). The
personal information screens include a general personal
information screen 640, which is a screen that comprehen-
sively presents the player’s personal information, a winning
hand distribution screen 650 that shows the distribution of
the player’s wining hands, a game record screen 660 that
indicates results achieved by the player in past games, and
a dragon chips screen 670 that indicates the number of
dragon chips or the like possessed by the player. FIGS.
27-30 are screen drawings of the general personal informa-
tion screen 640, the winning hand distribution screen 650,
the game record screen 660 and the dragon chips screen 670,
respectively.

[0142] Displayed in each of the general personal informa-
tion screen 640, the winning hand distribution screen 650,
the game record screen 660 and the dragon chips screen 670
are a personal data button PDB that is located in roughly the
center of the right edge of the screen and is pressed in order
to display the player’s personal information, a counter
confirmation button BNB that is located below the personal
data button PDB and is pressed in order to display the point
counters possessed by all four game competitors including
the player, a total information button TIB that is located to
the left of the personal data button PDB and is pressed in
order to display the general personal information screen,
which is a screen that comprehensively presents personal
information regarding the player, a winning hand distribu-
tion button RDB that is pressed in order to display the
winning hand distribution screen, which is a screen that
indicates the distribution of the player’s winning hands, a
game record button FRB that is pressed in order to display
the game record screen, which is a screen that indicates the
results attained by the player in past games, a dragon chips
button HDB that is pressed in order to display the dragon
chips screen, which is a screen that indicates the number of
dragon chips and the like possessed by the player, and a
‘Back’ button BB that is pressed in order to return to the
original screen.

[0143] Displayed in the general personal information
screen 640 shown in FIG. 27 are a player nickname 641
located at the upper left of the screen, a display area 642 that
is located at the upper right of the screen and indicates the
player’s current amount of virtual money and points earned
in the past, a radar chart 643 that is located at the bottom left
of the screen and shows the level of each of the four
parameters (win ratio, ‘furikomi’ ratio, average number of
‘dora’ tiles and average number of exponentials) indicating
the player’s characteristics. In addition, various types of data
that indicate the player’s past game results are displayed in
the bottom center of the screen.

[0144] Displayed in table form in the winning hand dis-
tribution screen 650 shown in FIG. 28 are hand names 651
comprising the names used to describe the various winning
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hands, number of hands 652 comprising the number of times
that the corresponding hand has represented the player’s
winning hand, and hand probability 653 that is a percentage
obtained by dividing the number of hands 652 by the number
of times the player won with that hand.

[0145] Displayed in the game record screen 660 shown in
FIG. 29 are the results for the player’s most recent 15
games, which are displayed in table form at the top of the
screen, and a line chart 666 that is located at the bottom of
the screen and shows the player’s relative ranking in each of
those 15 games. The game results include such information
as the game number 661 that indicates how many games
prior to the current game the past game was played, the type
of game 662 that indicates whether the past game was a ‘One
round’ game, an ‘One round’ game or a “Two rounds’ game,
and game results 663 that indicate the results of that game.

[0146] Displayed in the dragon chips screen 670 shown in
FIG. 30 are various types of data 671 that include (i) the
cumulative number of gemstones earned, which represents
the total number of dragon chips earned by the player in past
games, and (ii) the cumulative number of lost gemstones,
which represents the total number of dragon chips lost by the
player in past games, a character image 672 that corresponds
to the descriptor that indicates the player’s characteristics,
and a number of chips required image 673 that indicates the
number of dragon chips required for the player to rise to the
next higher rank.

[0147] The data required in order to display the images
shown in FIGS. 27-30 is stored in the RAM 162 shown in
FIG. 3 on an updatable basis.

[0148] FIG. 23 is a screen drawing of the game play
screen displayed in step S305 in the flow chart shown in
FIG. 21. Displayed at the bottom of the game play screen
600 are a ‘Reach’ button 600B that is pressed in order to
declare a reach, a ‘Chi’ button 600C that is pressed in order
to declare a ‘chi’, a ‘Pon’ button 600D that is pressed in
order to declare a ‘pon’, a ‘Kan’ button 600E that is pressed
in order to declare a ‘kan’, a ‘Win’ button 600F that is used
to declare that one has won the hand, a ‘Proceed’ button
600G that is pressed in order to continue the deal, and a
declare change button 600H that is pressed in order to select
whether or not the player is to make a declaration in
response to the discarded tiles of other players. Displayed at
the right of the screen is a counter confirmation button BNB
that is pressed in order to check the point counters possessed
by the players.

[0149] Where all players at the table have selected ‘Don’t
declare in response to other player’s discard’ using the
declare change button 600H, when a player discards a tile,
a tile can be immediately drawn by the next player. Where
the player has selected ‘Declare in response to other player’s
discard’ by using the declare change button 600H, when
another player discards a tile regarding which the player
could make a declaration, that discarded tile flashes to
indicate that the player can make a declaration regarding that
tile, and the next player cannot draw a tile until the current
player either (1) makes a declaration using the ‘Chi’ button
600C, the ‘Pon’ button 600D or the ‘Kan’ button 600E or (2)
continues the deal by pressing the ‘Proceed’ button 600G, or
a prescribed period of time (such as five seconds) elapses.

[0150] In addition, the player’s hand tiles 601 are dis-
played at the bottom of the game play screen 600 such that
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the types of tiles are visible, while the opponents’ hand tiles
603 are displayed at the top and the sides of the screen such
that the types of tiles are not visible. A dead wall 604 that
includes a ‘dora’ display tile is also displayed in the game
play screen 600, with discard tiles 602 placed around the
dead wall 604, and a round wind display mark 605 that
indicates whether the round is ‘1** round’ or ‘2™ round’ is
displayed at the upper left area of the dead wall 604.

[0151] FIG. 24 is a screen drawing showing the counter
confirmation screen that is displayed when the counter
confirmation button BNB in the game play screen 600 is
pressed. Displayed in the counter confirmation screen 610
are all the components of the game play screen 610 as well
as point display areas 615 that include, for each of the four
players, the player’s nickname 6154, descriptor and rank
615b, and number of points possessed 615¢c. The counter
confirmation screen 610 (i.e., the point display areas 615) is
displayed when the counter confirmation button BNB is
pressed. It disappears after a prescribed period of time (for
example, five seconds) has elapsed, and reverts to the game
play screen 600.

[0152] FIG. 25 is a screen drawing of the finish order
display screen displayed in step ST309 in the flow chart
shown in FIG. 21. Displayed in the finish order display
screen 620 are finish place display areas 621 including a
finish place 6214 and a final point total 6215 for each player.

[0153] FIG. 26 is a screen drawing of the item display
screen displayed in steps ST311 and ST315 in the flow chart
shown in FIG. 21. Displayed in the item display screen 630
are a performance display area 631 that indicates the play-
er’s performance in the present game, and a required number
of chips image 632 that indicates the number of chips
required for the player to be promoted to the rank immedi-
ately above his current rank.

[0154] The routine performed in connection with the game
result integration executed by the client terminal device 1
during the above mah-jongg game will now be described.
FIG. 31 is a flow chart showing an example of the routine
performed in connection with the game result integration
executed by the client terminal device, and FIG. 32 is a
drawing showing an example of a counter return screen
displayed during execution of the game result integration
routine shown in FIG. 31. The game result integration
routine shown in FIG. 31 comprises the processes executed
in step ST4 shown in FIG. 9.

[0155] First, the counter conversion screen (see FIG. 32)
by which the rented counters that were rented when the
player shown in FIG. 31 began the game are returned is
displayed by the game result integration unit 161p (step
ST401), the point counters possessed as a result of the game
is converted into virtual money by the pseudo-values con-
version unit 161x (step ST403), the amount of increase or
decrease in the player’s virtual money corresponding to the
point counters possessed by the player after the game,
obtained as a result of conversion by the pseudo-values
conversion unit 161x, as well as the amount of virtual money
corresponding to the counters rented by the player before the
game, are calculated and reflected in the player’s virtual
money balance by the game result integration unit 161p
(step ST405), the virtual money data obtained as a result of
the calculation is sent to the management server device 3 via
the network communication unit 18, the arcade-based server
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device 2 and the network, and the player’s virtual money
data stored in the player information storage unit 371 is
updated (step ST407), whereby game result integration
routine is completed.

[0156] FIG. 32 is an example of a screen drawing of the
counter return screen displayed on the monitor 11 in step
ST401 shown in the flow chart of FIG. 31. Displayed in the
counter return screen 680 are a possessed virtual money
display area 682 which is located at the left-center part of the
screen and displays the amount of virtual money possessed
by the player, a counter fee display area 681 that is located
at the right-center part of the screen and displays in virtual
money the counter rental fee calculated by the game result
integration unit, and a player information display area 683
that is located at the bottom of the screen and displays
information regarding the player who is operating the client
terminal device 1.

[0157] The present invention can have the following varia-
tions.

[0158] (1) In this embodiment, counters or the like were
used as pseudo-values in the mah-jongg game and were
converted into virtual money before being used, but other
than points earned in a mah-jongg game, tokens earned in a
pachinko game or in a video slot machine game, or various
items earned in a role-playing game or the like can also be
used as pseudo-values and converted into virtual money.

[0159] (2) In this embodiment, the client terminal devices
1, the arcade-based server device 2 and the management
server device 3 were connected over a network and the video
game system pertaining to the present invention was realized
through the transmission and receipt of various types of data,
but the video game system pertaining to the present inven-
tion is not limited to this construction, and may be applied
in a construction in which a plurality of client terminal
devices (equivalent to video game apparatuses) 1 are con-
nected to the management server device 3 over a network,
and various types of data are transmitted and received
therebetween. In this case, the present invention can be
implemented by having the network communication unit 18
of each client terminal device 1 be connected to the network
communication unit 38 of the management server device 3
over a network such that data communication can take place
therebetween.

[0160] (3) In this embodiment, the management server
device 3 included a player information storage unit 371
(equivalent to the storage means), a player authentication
unit 361a (equivalent to the authentication means) and a
virtual money accumulation unit 3615 (equivalent to the
virtual money accumulation means), but where a game is not
played with a client terminal device 1 located in a different
arcade over a network, the three functions described above
can be included in the client terminal device 1, or the
arcade-based server device 2 can operate as a management
server that includes these three functions. This would allow
the person managing the video game system pertaining to
the present embodiment to select the type of system in
accordance with the scale or structure of the business.

[0161] (4) In the description of this embodiment, the item
assigning unit 161a, game mode selection unit 1615, per-
formance determination unit 161c, item transfer unit 1614,
rank determination unit 161f, parameter calculation unit
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161g, descriptor assigning unit 1614 and opponent display
unit 161% were all contained in the CPU 161 of the client
terminal device 1, but one or more of the item assigning unit
161a, game mode selection unit 1615, performance deter-
mination unit 161c, item transfer unit 1614, rank determi-
nation unit 161f, parameter calculation unit 161g, descriptor
assigning unit 161/ and opponent display unit 161k may be
located on the management server device 3 (or the arcade-
based server device 2) connected over the network. Where
all of the item assigning unit 161a, game mode selection unit
161b, performance determination unit 161c, item transfer
unit 1614, rank determination unit 161f, parameter calcula-
tion unit 161g, descriptor assigning unit 161/ and opponent
display unit 161k are located on the management server
device 3, an online game can be easily played among client
terminal devices 1 that can be connected to each other via
the management server device 3.

[0162] (5) In the description of this embodiment, the rank
storage unit 1624, history storage unit 162b and descriptor
storage unit 162¢ were all contained in the RAM 162, but
one or more of the rank storage unit 1624, history storage
unit 162b and descriptor storage unit 162¢ may be located on
the management server device 3 (or the arcade-based server
device 2) that is connected over the network. Where all of
the rank storage unit 1624, history storage unit 162b and
descriptor storage unit 162¢ are located on the management
server device 3 (or the arcade-based server device 2),
information can be managed in a unified fashion.

[0163] (6) In this embodiment, the user ID from the
personal card, the characteristic data needed for personal
authentication using the player’s fingerprint information
corresponding to the user ID, and the current, updated
amount of virtual money possessed by the player following
calculation by the virtual money accumulation unit 3615, the
game fee settlement unit 1610 or the game result integration
unit 161p were stored in the player information storage unit
371 of the management server device 3 as player informa-
tion, but other various types of data may also be stored in the
player information storage unit 371 as well.

[0164] (7) In this embodiment, conversion was performed
by the real money conversion unit 161m and the pseudo-
values conversion unit 161n using prescribed conversion
rates, but these conversion rates may be changed or updated
from time to time. For example, the conversion rate may be
changed depending on the rank of the player playing the
game, or depending on the type of game.

[0165] (8) The player information stored in the player
information storage unit 371 of the management server
device 3 is not limited to the examples described in the
above embodiment, and may include as virtual money data
for each player the cumulative amount of virtual money
earned, the cumulative number of coins inserted, and the
amount of money accumulated.

[0166] Furthermore, the date of player registration and the
most recent game play date may be stored in the player
information storage unit 371 for each player as player
personal data. In addition, such data as the total number of
deals played, the total number of wins, the total number of
‘furikomi’, the total number of JIHAI wins, the total number
of ‘reach’ wins, the cumulative number of exponentials in
winning hands, a winning hand exponential list, the total
number of winning hands, a list of titles earned, one-deal
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game data, one-round game data, two-round game data and
game history data can also be stored in the player informa-
tion storage unit 371 as player data. By having such data
available for reference by the player, the player can use the
data in developing a game strategy, or in order to recruit
other players.

[0167] Moreover, the number of games played in each
mode, the number of times the player finished in a particular
place (1* place through 4™ place), the number of wins (wins
or ‘ready’ status), the number of losses (‘furikomi’ or
FUTEN), the number of ‘furikomi’ losses, the number of
TOBASHI, the number of TOBASARE, and the like may be
stored as game record data in the player information storage
unit 371.

[0168] Furthermore, the mode in which the game was
played, the game results in the chosen game mode, the
increase or decrease in points resulting therefrom, the time
of play, the number of winning hands, the rank of the player
when the game was won, the recorded time of the win and
the like may also be stored as player information in game
record data in the player information storage unit 371.

[0169] (9) In this embodiment, a magnetic card, IC card or
other card on which a user ID and other personal information
are recorded is used as a personal card, but an IC card on
which individual player virtual money data and player
information, for example, can be updatably recorded may
also be used.

[0170] Insummary, the present invention relates to a video
game system that has game execution means that allows a
player to play a prescribed game via game screens, and that
transfers prescribed pseudo-values based on the game
results, wherein the system includes storage means that
stores, for each player registered using a personal card,
player information that includes information regarding vir-
tual money used in the game, first conversion means that
performs conversion between the virtual money and real
money using a prescribed conversion rate, second conver-
sion means that performs conversion between the virtual
money and the prescribed pseudo-values using a prescribed
conversion rate, virtual money accumulation means that
adds virtual money to the storage area for the player infor-
mation for the individual player whose player information
was stored in the storage means via a personal card, based
on the calculation performed by the first conversion means,
and game result integration means that converts the amount
of increase or decrease in the prescribed pseudo-values that
occurs each time the game is executed by the game execu-
tion means into virtual money using the second conversion
means, performs addition or subtraction of the amount of
increase or decrease to or from the amount of the player’s
current virtual money stored in the storage means, and
updates the player information in the storage means.

[0171] According to the above invention, player informa-
tion is stored in the storage means for each player registered
using a personal card, conversion is carried out between the
virtual money and actual money by the first conversion
means using a prescribed conversion rate, and conversion is
carried out between the virtual money and the prescribed
pseudo-values by the second conversion means using a
prescribed conversion rate. Furthermore, virtual money is
added by the virtual money accumulation means to the
player information area for the individual player whose
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player information was stored in the storage means via a
personal card, based on the calculation performed by the first
conversion means. The game result integration means con-
verts the amount of increase or decrease in the prescribed
pseudo-values that occurs each time the game is executed by
the game execution means into virtual money using the
second conversion means, performs addition or subtraction
of the amount of increase or decrease to or from the amount
of the player’s current virtual money stored in the storage
means, and updates the player information in the storage
means.

[0172] Consequently, in this video game system, when the
player plays a game, there is no conversion between real
money, comprising a currency or the like that is used in the
real world, and the prescribed pseudo-values used in the
game. Rather, because the pseudo-values that are generated
based on the game results are transferred in the form of
virtual money that has an exchange rate within the game
space, the problem endemic to games that handle prescribed
pseudo-values, i.e., the gambling aspect, is eliminated.
Moreover, because the virtual money has an exchange rate
relative to the pseudo-values in the game space, a game can
be provided that generates tension for the player due to the
fact that the virtual money is earned or is confiscated based
on the game results.

[0173] Inaddition, the aforementioned video game system
may include game fee settlement means that converts the
game fee charged each time the game is executed by the
game execution means into virtual money using the second
conversion means, subtracts the virtual money amount
obtained as a result of the conversion from the player’s
current amount of virtual money stored in the storage means,
and updates the player information in the storage means.

[0174] According to the invention with the above features,
a game fee settlement means converts the game fee charged
each time the game is executed by the game execution
means into virtual money using the second conversion
means, subtracts the virtual money amount obtained as a
result of the conversion from the player’s current amount of
virtual money stored in the storage means, and updates the
player information in the storage means.

[0175] Consequently, the game fee charged when the
game is played does not involve a conversion between real
money, comprising a currency or the like that is used in the
real world, and the prescribed pseudo-values used in the
game. Rather, the payment from the player is made in the
form of virtual money having an exchange rate within the
game space, and the amount of virtual money possessed by
the player is updated accordingly. Therefore, the adminis-
trator of the video game system can receive a constant
revenue in accordance with the player’s game play condi-
tions. Furthermore, because the player’s virtual money is
accumulated if the player keeps winning, the player can
continue to play the game without having to pay real money
as a game fee.

[0176] Furthermore, the games handled by the video game
system include a mah-jongg game that treats the points of
point counters as prescribed pseudo-values.

[0177] According to the above features, the games
handled by the video game system include a mah-jongg
game that treats the points of point counters as pseudo-
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values. Therefore, because the points of point counters
obtained based on the game results are not directly con-
verted into real money, but can be converted as prescribed
pseudo-values into virtual money, in a mah-jongg game,
which can easily be played as a gambling game, the gam-
bling aspect is eliminated by converting the pseudo-values
represented as the counters that may be obtained in the game
space into virtual money that can be used within the game
space.

[0178] The system may further include authentication
means that determines whether or not a player is permitted
to join a game by performing authentication to determine
whether or not a player who has been received into the
system via a personal card is a registered player.

[0179] According to the invention with the above features,
in the video game system, a determination regarding
whether or not a player is permitted to join a game is carried
out by performing authentication to determine whether or
not a player who has been received into the system via a
personal card is a registered player.

[0180] Therefore, because authentication to determine
whether or not a player is permitted to join a game is
performed based on information that identifies the player
and is contained on a personal card, the burden of specifying
a given player using the player identification data that is
recorded in the personal card and authenticating the player
based on the huge amount of player information already
stored is reduced. Furthermore, by performing authentica-
tion based on the personal card, authentication regarding
whether or not a player is a properly registered player is
carried out twice, effectively prohibiting improper use of the
system.

[0181] Moreover, because the double-checking carried out
via authentication of both the personal card and the player
himself determines whether or not the player is permitted to
join a game, a reliable game which non-registered players
cannot join can be provided.

[0182] Yet moreover, the invention may include finger-
printing means that obtains fingerprints, wherein the storage
means receives at the time of registration fingerprint data for
the player to be registered and stores it in the storage area for
the player information corresponding to that player, and the
authentication means obtains the player fingerprint data in
connection with the reception of the personal card and
compares it with the fingerprint data stored in the corre-
sponding player information storage area.

[0183] According to the above invention, the player’s
fingerprint is obtained by the fingerprinting means, the
fingerprint data of the player to be registered is received at
the time of registration by the storage means and stored in
the storage area for the player information corresponding to
that player, and the player fingerprint data is obtained by the
authentication means in connection with the reception of the
personal card and compared with the fingerprint data stored
in the corresponding player information storage area.

[0184] Therefore, because authentication is performed
using information regarding whether or not each player’s
fingerprint matches that of a registered player, there is no
problem of improper disclosure of information, unlike the
situation when a password or other identification number is
used.
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[0185] In addition, the present invention also relates to a
video game apparatus that has game execution means that
allows a player to play a prescribed game via game screens,
and that transfers prescribed pseudo-values based on the
game results, wherein the apparatus includes storage means
that stores, for each player registered using a personal card,
player information that includes information regarding vir-
tual money used in the game, first conversion means that
performs conversion between the virtual money and real
money using a prescribed conversion rate, second conver-
sion means that performs conversion between the virtual
money and the prescribed pseudo-values using a prescribed
conversion rate, virtual money accumulation means that
adds virtual money to the storage area for the player infor-
mation for the individual player whose player information
was stored in the storage means via a personal card, based
on the calculation performed by the first conversion means,
and game result integration means that converts the amount
of increase or decrease in the prescribed pseudo-values that
occurs each time the game is played by the game execution
means into virtual money using the second conversion
means, performs addition or subtraction of the amount of
increase or decrease to or from the amount of the player’s
current virtual money stored in the storage means, and
updates the player information in the storage means.

[0186] According to the invention in the above form, in
the video game apparatus, player information is stored in the
storage means for each player registered using a personal
card, conversion is carried out between the virtual money
and actual money by the first conversion means using a
prescribed conversion rate, and conversion is carried out
between the virtual money and the prescribed pseudo-values
by the second conversion means using a prescribed conver-
sion rate. Furthermore, virtual money is added by the virtual
money accumulation means to the player information area
for the individual player, whose player information was
stored in the storage means via a personal card, based on the
calculation performed by the first conversion means. The
game result integration means converts the amount of
increase or decrease in the prescribed pseudo-values that
occurs each time the game is executed by the game execu-
tion means into virtual money using the second conversion
means, performs addition or subtraction of the amount of
increase or decrease to or from the amount of the player’s
current virtual money stored in the storage means, and
updates the player information in the storage means.

[0187] Consequently, in this video game apparatus, when
the player plays a game, there is no conversion between real
money, comprising a currency or the like that is used in the
real world, and the prescribed pseudo-values used in the
game. Rather, because the pseudo-values that are generated
based on the game results are transferred via virtual money
that has an exchange rate within the game space, the
problem endemic to games that handle prescribed pseudo-
values, i.e., the gambling aspect, is eliminated. Moreover,
because the virtual money has an exchange rate relative to
the pseudo-values in the game space, a game can be pro-
vided that generates tension for the player due to the fact that
the virtual money is earned or is confiscated based on the
game results.

[0188] The present invention further relates to a video
game execution control method that has a game execution
step that allows a player to play a prescribed game via game
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screens and that uses a video game apparatus that transfers
prescribed pseudo-values based on the game results,
wherein the method includes a storage step in which the
video game apparatus stores player information that includes
information regarding virtual money used in the game for
each player registered using a personal card, a first conver-
sion step in which conversion between the virtual money
and real money is performed using a prescribed conversion
rate, a second conversion step in which conversion between
the virtual money and the prescribed pseudo-values is per-
formed using a prescribed conversion rate, a virtual money
accumulation step in which virtual money is added to the
storage area for the player information for the individual
player whose player information was stored in the storage
means via a personal card, based on the calculation per-
formed in the first conversion step, and a game result
integration step in which the amount of increase or decrease
in the prescribed pseudo-values that occurs each time the
game is executed via the game execution step is converted
into virtual money using the second conversion step, addi-
tion or subtraction of the amount of increase or decrease is
performed to or from the amount of the player’s current
virtual money stored in the storage means, and the player
information stored in the storage step is updated.

[0189] According to the invention in the above form, in
the video game apparatus, player information is stored in the
storage means for each player registered using a personal
card, conversion is carried out between the virtual money
and actual money by the first conversion means using a
prescribed conversion rate, and conversion is carried out
between the virtual money and the prescribed pseudo-values
by the second conversion means using a prescribed conver-
sion rate. Furthermore, virtual money is added by the virtual
money accumulation means to the player information area
for the individual player whose player information is stored
in the storage means via a personal card, based on the
calculation performed by the first conversion means. The
game result integration means converts the amount of
increase or decrease in the prescribed pseudo-values that
occurs each time the game is played via the game execution
means into virtual money using the second conversion
means, performs addition or subtraction of the amount of
increase or decrease to or from the amount of the player’s
current virtual money stored in the storage means, and
updates the player information in the storage means.

[0190] Consequently, in this video game apparatus, when
the player plays a game, there is no conversion between real
money, comprising a currency or the like that is used in the
real world, and the prescribed pseudo-values used in the
game. Rather, because the pseudo-values that are generated
based on the game results are transferred via virtual money
that has an exchange rate within the game space, the
problem endemic to games that handle prescribed pseudo-
values, i.e., the gambling aspect, is eliminated. Moreover,
because the virtual money has an exchange rate relative to
the pseudo-values in the game space, a game can be pro-
vided that generates tension for the player due to the fact that
the virtual money is earned or is confiscated based on the
game results. Moreover, because the virtual money has an
exchange rate relative to the pseudo-values in the game
space, the administrator of the video game system can
receive a constant revenue in accordance with the player’s
game play conditions. Furthermore, because the player’s
virtual money is accumulated if the player keeps winning,

Apr. 24, 2003

the player can continue to play the game without having to
pay real money as a game fee.

[0191] Furthermore, the present invention relates also to a
video game control method that uses a plurality of video
game apparatuses and a management server that is con-
nected to the a plurality of video game apparatuses such that
data communication can take place therebetween, allows a
player to play a prescribed game via game screens, and
transfers prescribed pseudo-values among the video game
apparatuses in accordance with the game results, wherein the
method includes a storage step in which player information
that includes information regarding virtual money used in
the game is stored for each player registered using a personal
card, a first conversion step in which conversion between the
virtual money and real money is performed using a pre-
scribed conversion rate, a second conversion step in which
conversion between the virtual money and the prescribed
pseudo-values is performed using a prescribed conversion
rate, a virtual money accumulation step in which virtual
money is added to the storage area for the player information
for the individual player whose player information was
stored in the storage means via a personal card, based on the
calculation performed in the first conversion step, and a
game result integration step in which the amount of increase
or decrease in the prescribed pseudo-values that occurs each
time the game is executed is converted into virtual money
using the second conversion step, addition or subtraction of
the amount of increase or decrease is performed to or from
the amount of the player’s current virtual money stored in
the storage means, and the player information stored in the
storage step is updated, and wherein at least one of the
storage step, the first conversion step, the second conversion
step, the virtual money accumulation step and the game
result integration step is executed by the management server,
and the remaining steps are executed by the video game
apparatus.

[0192] According to the invention in the above form, in
the plurality video game apparatuses and the management
server that is connected to the plurality of video game
apparatuses such that data communication can take place
therebetween, player information is stored for each player
registered using a personal card in the storage step, conver-
sion is performed between the virtual money and real money
using a prescribed conversion rate in the first conversion
step, and conversion is performed between the virtual
money and the prescribed pseudo-values using a prescribed
conversion rate in the second conversion step. Furthermore,
in the virtual money accumulation step, virtual money is
added to the storage area for the player information for the
individual player whose player information was stored in the
storage step via a personal card, based on the calculation
performed in the first conversion step. In the game result
integration step, the amount of increase or decrease in the
prescribed pseudo-values that occurs each time the game is
executed is converted into virtual money using the second
conversion step, addition or subtraction of the amount of
increase or decrease is performed to or from the amount of
the player’s current virtual money stored in the storage
means, and the player information stored in the storage step
is updated. Moreover, because the virtual money has an
exchange rate relative to the pseudo-values in the game
space, the administrator of the video game system can
receive a constant revenue in accordance with the player’s
game play conditions. Furthermore, because the player’s
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virtual money is accumulated if the player keeps winning,
the player can continue to play the game without having to
pay real money as a game fee.

[0193] The plurality of video game apparatuses and the
management server that is connected to the plurality of
video game apparatuses such that data communication can
take place therebetween are composed of the storage step,
the first conversion step, the second conversion step, the
virtual money accumulation step, and the game result inte-
gration step. At least one of the storage step, the first
conversion step, the second conversion step, the virtual
money accumulation step, and the game result integration
step is executed by the management server, and the remain-
ing steps are executed by the video game apparatus.

[0194] Therefore, in the plurality of video game appara-
tuses and the management server that is connected to the
plurality of video game apparatuses such that data commu-
nication can take place therebetween, the administrator of
the video game can develop software in accordance with
such factors as the type of game, the intended use of each
terminal device and the scale of the business. Furthermore,
because the functions executed by the computer are shared
by the video game apparatus and the management server,
there is greater flexibility in software development.

[0195] This application is based on Japanese patent appli-
cation serial no. 2001-321250, filed in Japan Patent Office on
Oct. 18, 2001, the contents of which are hereby incorporated
by reference.

[0196] Although the present invention has been fully
described by way of example with reference to the accom-
panying drawings, it is to be understood that various changes
and modifications will be apparent to those skilled in the art.
Therefore, unless otherwise such changes and modifications
depart from the scope of the present invention hereinafter
defined, they should be construed as being included therein.

What is claimed is:

1. A video game system that has game execution means
that allows a player to play a prescribed game via a game
screen and that receives and transfers prescribed pseudo-
values based on the game result, said video game system
comprising:

storage means for storing player information that includes
information regarding virtual money used in the game
for each player registered using a personal card,

first conversion means for performing a conversion
between the virtual money and real money using a
prescribed conversion rate;

second conversion means for performing a conversion
between the virtual money and the prescribed pseudo-
values using a prescribed conversion rate;

virtual money accumulation means for adding virtual
money to the storage area for the player information for
the player whose player information was stored in the
storage means via a personal card, based on the calcu-
lation performed by said first conversion means; and

game result integration means for converting the amount
of increase or decrease in the prescribed pseudo-values
that occurs each time the game is executed by said
game execution means into virtual money using said
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second conversion means, performs addition or sub-
traction of the amount of increase or decrease to or
from the amount of the player’s current virtual money
stored in the storage means, and updating the player
information in said storage means.

2. The video game system according to claim 1, further
comprising game fee settlement means for converting the
game fee charged each time the game is executed by said
game execution means into virtual money using said second
conversion means, subtracting the virtual money amount
obtained as a result of said conversion from the player’s
current amount of virtual money stored in said storage
means, and updating the player information in said storage
means.

3. The video game system according to claim 1, wherein
said game includes a mah-jongg game that treats points of
point counters as said prescribed pseudo-values.

4. The video game system according to claim 1, further
comprising authentication means that determines whether or
not a player is permitted to join a game by performing
authentication to determine whether or not a player who has
been received into the system via said personal card is a
registered player.

5. The video game system according to claim 4, further
comprising fingerprinting means for acquiring fingerprints,
wherein said storage means receives at the time of registra-
tion the fingerprint data of the player to be registered and
stores it in the storage area for the player information
corresponding to that player, and said authentication means
obtains the player fingerprint data in connection with the
reception of the personal card and compares it with the
fingerprint data stored in the corresponding player informa-
tion storage area.

6. A video game apparatus that has game execution means
that allows a player to play a prescribed game via game
screens and that receives and transfers prescribed pseudo-
values based on the game results, said video game apparatus
comprising:

storage means that stores player information that includes
information regarding virtual money used in the game
for each player registered using a personal card;

first conversion means that performs conversion between
the virtual money and real money using a prescribed
conversion rate;

second conversion means that performs conversion
between the virtual money and the prescribed pseudo-
values using a prescribed conversion rate;

virtual money accumulation means that adds virtual
money to the storage area for the player information for
the player whose player information was stored in the
storage means via a personal card, based on the calcu-
lation performed by said first conversion means; and

game result integration means that converts the amount of
increase or decrease in the prescribed pseudo-values
that occurs each time the game is executed by said
game execution means into virtual money using said
second conversion means, performs addition or sub-
traction of the amount of increase or decrease to or
from the player’s current amount of virtual money
stored in the storage means, and updates the player
information in said storage means.
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7. The video game apparatus according to claim 6, further
comprising game fee settlement means for converting the
game fee charged each time the game is executed by said
game execution means into virtual money using said second
conversion means, subtracting the virtual money amount
obtained as a result of said conversion from the player’s
current amount of virtual money stored in said storage
means, and updating the player information in said storage
means.

8. The video game apparatus according to claim 6,
wherein said game includes a mah-jongg game that treats
points of point counters as said prescribed pseudo-values.

9. The video game apparatus according to claim 6, further
comprising authentication means that determines whether or
not a player is permitted to join a game by performing
authentication to determine whether or not a player who has
been received into the system via said personal card is a
registered player.

10. The video game apparatus according to claim 9,
further comprising fingerprinting means for acquiring fin-
gerprints, wherein said storage means receives at the time of
registration the fingerprint data of the player to be registered
and stores it in the storage area for the player information
corresponding to that player, and said authentication means
obtains the player fingerprint data in connection with the
reception of the personal card and compares it with the
fingerprint data stored in the corresponding player informa-
tion storage area.

11. A video game execution control method executed by
a video game apparatus that transfers/receives prescribed
pseudo-values based on the game results, and that allows a
player to play a prescribed game via a game screen, said
method comprising:

a storage step in which said video game apparatus stores
player information that includes information regarding
virtual money used in said game for each player
registered using a personal card;

a first conversion step in which said video game apparatus
performs conversion between said virtual money and
real money using a prescribed conversion rate;

a second conversion step in which said video game
apparatus performs conversion between said virtual
money and said prescribed pseudo-values using a pre-
scribed conversion rate;

a virtual money accumulation step in which said video
game apparatus adds virtual money to the storage area
for the player information for the individual player
whose player information was stored in said storage
means via a personal card, based on the calculation
performed in said first conversion step; and
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a game result integration step in which said video game
apparatus converts the amount of increase or decrease
in said prescribed pseudo-values that occurs each time
the game is executed via said game execution step into
virtual money using said second conversion step, per-
forms addition or subtraction of said amount of
increase or decrease to or from the player’s current
amount of virtual money stored in said storage means,
and updates the player information stored in said stor-
age step.

12. A video game control method that uses a plurality of
video game apparatuses and a management server that is
connected to the plurality of video game apparatuses such
that data communication can take place therebetween,
allows a player to play a prescribed game via game screens,
and receives/transfers prescribed pseudo-values among the
video game apparatuses in accordance with the game results,
said method comprising:

a storage step in which said video game apparatus stores
player information that includes information regarding
virtual money used in said game for each player
registered using a personal card;

a first conversion step for performing conversion between
said virtual money and real money using a prescribed
conversion rate;

a second conversion step for performing conversion
between said virtual money and said prescribed
pseudo-values using a prescribed conversion rate;

a virtual money accumulation step for adding virtual
money to the storage area for the player information for
the player whose player information was stored in said
storage means via a personal card, based on the calcu-
lation performed in said first conversion step; and

a game result integration step for converting the amount
of increase or decrease in said prescribed pseudo-
values that occurs each time the game is executed via
said game execution step into virtual money using said
second conversion step, performing addition or sub-
traction of said amount of increase or decrease to or
from the player’s current amount of virtual money
stored in said storage means, and updating the player
information stored in said storage step,

wherein at least one of said storage steps, said first
conversion step, said second conversion step, said
virtual money accumulation step and said game result
integration step is executed by said management server,
and the remaining steps are executed by said video
game apparatuses.

#* #* #* #* #*
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