[ Name of Docunent] DESCRIPTION [Title of Invention] ARTICLE SELLI NG DEVI CE

-[ Techni cal Field] [0001] The present invention generally relates to
.selling machines that sell articles, and nore particularly relates to an

article selling device that sells an article used for a ganme by a pl ayer.
[ Background Art] [0002] PTL 1 suggests a gane machine with a card
di spensing function. |If a custoner designates a bul k purchase, this gane
machi ne col l ects a charge for a plurality of rounds of the gane, and causes
a card di spenser to di spense cards by the nunber corresponding to the
col | ect edNehear gé PorumbetdanBERRBAPTAENgame i s executed. [0003]
{Title of Invention] ARTICLE SELLING DEVICE
[Technical Field] |
[0001]
The present invention generally relates to selling
machines that sell articles, and more particularly relates
tb an article selling device that sells an article used for
a game by a player.
[Background Art]
[0002]
PTL 1 suggests a game machine with a card dispensing
function. If a customer designates a bulk purchase, this
game machine collects a charge for a plurality of rounds of
the game, and causes a card dispenser to dispense cards by
the number corresponding to the collected charge for the
game when the game is executed.
{00031
In contrast, NPL 1 suggests a card game system that
realizes a match-up card game. More specifically, NPL 1
provides description as follows.
"4.,2 Purchase Only Card
A game is not played but only a card 1s purchased. One
card is dispensed every time when a 100-yen coin is inserted.

At this time, a point of an experience value is accumulated

in a 'happiness box,' and all stored points of the



In contrast, NPL 1 suggests a card gane systemthat realizes a match-up
card gane. Morre specifically, NPL 1 provides description as follows. "4.2
Purchase Only Card A gane is not played but only a card is purchased.
One card is dispensed every tinme when a 100-yen coin is inserted. At this
time, a point of an experience value is accunulated in a 'happiness box,'
and all stored points of the experience value are added to a type of
occupation selected at the next gane play. Al so, the experience value of a
type of occupation 'nerchant' is also increased every tine when a card is

purChase@prE?ehB@ LeYgL Lsei HGnEASEd. & {§bLab opcisididhatenicted erature]
[ 0004] PTL 1] Japanese Unexam ned Patent Application Publication No.
2008-173392the next game play. Also, the experience value of a type
of occupation 'merchant' is also increased every time when a
card is purchased, and the level is increased."
[Citation List]
[Patent Literature]
[0004]
[PTL 1] Japanese Unexamined Patent Application
Publication No. 2008-173392

[Non Patent Literature]

[0005]

[NPL 1] Author unknown, "Dragon Quest Monster Battle
Road,” [online], written date unknown, Wikipedia, [searched
on September 13, 2010], Internet (URL:
http://ja.wikipedia.org/wiki/Dragon Quest Monster Battle
Road)

[Summary of Invention]
[Technical Problem]

[0006]

PTL 1 describes that, when a bulk purchase is
designated, a discount is applied, and for example, 12 cards
are dispensed by a charge for 10 cards. However, PTL 1 does
not suggest an incentive such as for advantageous play of
the game.
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‘[ Non Patent Literature] [0005] [ NPL 1] Aut hor unknown, "Dragon Quest
Monster Battle Road," [online], witten date unknown, Wkipedia, [searched
on Septenber 13, 2010], Internet (URL: http://ja.w kipedia.org/w ki/Dragon
Quest _Monster Battle Road) [Sunmary of Invention] [Technical Problen
[ 0006] PTL 1 describes that, when a bul k purchase is designated, a
di scount-is applied, and for exanple, 12 cards are dispensed by a charge
for 10 cards. However, PTL 1 does not suggest an incentive such as for
advant ageous pl ay of the gane. [0007]
In NPL' 1, the point of the experience value is
accumulated in the happiness box only when the card is
purchased and the game is not played, and the point of the
experience value is merely added to the occupation selected
at the next game play. That is, in NPL 1, an advantage (an
incentive) provided when a card is purchased is not used for
the current game play, but can be used only for the next
game play. There may be a customer who desires to use the
advantage obtained by the purchase of a card immediately on
the spot, i.e., for the current game play. The related art
cannot satisfy the desire.
[0008]
Therefore, an object of the present invention is to
address at least one of this problem and other problems.
For example, an object of the present invention is to allow
a customer to use an advantage provided by purchase of an
article for a current game play. The other problems will be
understood through the entire description.
[Solution to Problem]
[0009]
To address the above-described problems, an article
selling device according to the present invention is an
article selling device having a game function that executes

a game when an article is purchased by a customer, the

machine including
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In NPL 1, the point of the experience value is accunulated in the happi ness
box only when the card is purchased and the gane is not played, and the
poi nt of the experience value is nmerely added to the occupation sel ected at
the next gane play. That is, in NPL 1, an advantage (an incentive) provided
when a card is purchased is not used for the current gane play, but can be
used only for the next gane play. There nay be a custonmer who desires to
use the advant age obtai ned by the purchase of a card i mrediately on the
spot, i.e., for the current gane play. The related art cannot satisfy the
desire. [0008] . ;cithei@fong wiiohjes rfusde presemlitvédtion is to
address at | east one of this problemand other problens. For exanple, an
obj ect og £leggesent invention is to allow a custonmer to use an advant age
provi ded By purchase of an article for a current game play. The other

pr obl oS Wi | | he, wndes Si@0st hougi ¢ Herwhtdeee@ies FFETN ©T Sbi uti on to
Probl en] [ 0009] To address the above-descri bed problens, an article
sel ling deuikege26€9bdi;ng to the present invention is an article selling
devi ce having a game function that executes a, game when aqﬁagﬁécle IS

pur chased by gncg§é©ﬁEﬂnithehaacﬁﬁﬁ@tﬁn%mu@¥BbC1%hh%???%l% housi ng uni t

t hat houses a plurality of . ' :
article housing unit if the payment of the consideration 1S

detected;

a count unit that counts the sum total of

considerations detected by the payment detection unit or the

number of articles ejected by the eject unit; and

a game parameter control unit that controls a game

parameter, which is used by the game function, to be a value

ed
more advantageous to the customer as a count value count

by the count unit is larger.

[Advantageous Effects of Invention]

[0010]

With the present invention, the game parameter, which

is used by the game function in the current game play, 1s

controlled to be the value more advantageous to the customer

as the count value for the sum total of the considerations

detected by the payment detection unit or the number of the

Accordingly,

articles ejected by the eject unit is larger.

the customer can use ar advantage given through the purchase

of the article, in the current game play.

[Brief Description of Drawings)



articles; a paynent detection unit that detects paynent of a consideration;
an eject unit that ejects an article housed in the article housing unit if

t he paynment of the consideration is detected; a count unit that counts the
sum total of considerations detected by the paynent detection unit or the

nunber of articles ejected by the eject unit; and a ganme paraneter control

unit that controls a gane

[0011]

[Fig. 11 Fig. 1 is a perspective view of an article
selling device.

[Fig. 2] Fig. 2 is a front view of an exhibition unit 2
in which game cards are exhibited in portrait orientation.

[Fig. 3] Fig. 3 is a front view of the exhibition unit 2
in which game cards are exhibited in landscape orientation.

[Fig. 4] Fig. 4 is a front view of the exhibition unit 2
in which game cards in portrait orientation and game cards
in landscape orientation are mixedly exhibited.

[Fig. 5] Fig. 5 is an illustration for explaining
intervals among a plurality of holes (holder receivers 11)
in the exhibition unit 2.

[Fig. 6] Fig. 6 is an enlarged view of the holder
receiver 11,

[Fig. 7] Fig. 7 is a top view of a card holder 10.

[Fig. 8] Fig. 8 is a section of the card holder 10 along
A-A' direction.

[Fig. 9] Fig. 9 is a section of the card holder 10 along
B-B' direction.

[Fig. 10] Fig. 10 is an illustration showing the card
holder 10 and a sample of a card mounted on a card mount
surface of the card holder 10.

[Fig. 11] Fig. 11 is an illustration showing the holder

receiver 11 and a head portion 32 inserted into the holder



paranmeter, which is used by the gane function, to be a val ue nore

advant ageous to the custoner as a count val ue counted by the count unit

| ar ger.

i nvention, the game parameter, which is used by the game function in the

current
cust oner

detected by the paynent detection unit or the nunber of the articles

ej ected

advant ageegeveart htough the purchase of the article, in the current game

[ Advant ageous Effects of Invention] [0010] Wth the present

is

gane play, is controlled to be the value nore advantageous to the

as the count value for the sumtotal of the considerations

by the eject unit is larger. Accordingly, the custoner can use an

play. [Brief Description of_Draw
[Fig.

12] Fig. 12 1is aggfllustration showing a state in
which a shaft 31 is fitted to a third opening portion 22.
[Fig. 13] Fig. 13 is a transverse section corresponding
to Figs. 11 and 12.
[Fig. 14] Fig. 14 is a transverse section corresponding

to Figs. 11 and 12.

[Fig. 15] Fig. 15 is an illustration showing a variety of

combinations, each combination including a sectional shape
of the shaft 31 of the card holder 10 and a shape of the
third opening portion 22 of the holder recelver 11.

[Fig. 16] Fig. 16 is an illustration showing
modifications of the holder receiver 11, the shaft 31, and
the head portion 32.

[Fig. 17] Fig. 17 is an illustration showing a control
unit of the article selling device.

[Fig. 18] Fig. 18 is a flowchart showing article selling

processing.

[Fig. 191 Fig. 19 is a flowchart showing game processing.

[Fig. 20] Fig. 20 is an illustration showing an example
of a game card arrangement field and a display screen.

[Fig. 211 Fig. 21 is a flowchart showing match-up
processing.

[Fig. 22] Fig. 22 is an illustration showing an example

of a battle display.



[0011] [Fig. 1] Fig. 1 is a perspective view of an article selling

devi ce. [Fig. 2] Fig. 2 is a front view of an exhibition unit 2 in which
ganme cards are exhibited in portrait orientation. [Fig. 3] Fig. 3is a
front view of the exhibition unit 2 in which gane cards are exhibited in

| andscape orientation. [Fig. 4 Fig. 4is a front view of the exhibition
unit 2 in which ganme cards in portrait orientation and gane cards in

| andscape orientation are m xedly exhi bited. [Fig. 5] Fig. 5is an

iIlustratliﬁf%orzgﬁplgiﬁlng |Qgegxaéiiaggggfioglgé?wﬁké gf hole hol der

1
receivers e ex |b| I on uni K3 aﬁ nl ar ged

vi ew of e 1. [Fi 7] Fi 7is ato VIeM/Of a card
e der 1%? sighdet pesaliueiohl- [Fig. 7] g. _ P

[Fig. 24] Fig. 24 is a flowchart showing an example of
defense processing.
[Fig. 25] Fig. 25 is an illustration showing a display

example of series information.
[Description of Embodiments]

[0012]

<Case Structure of Article selling device>

Fig. 1 is a perspective view of an article selling
device that sells an article. An article selling device 1
has an article selling function and a game function. That
is, the article selling device 1 is an article selling
device having the game function that executes a game when an
article is purchased by a customer. If the game function is
focused, the article selling device 1 may be called game
machine. In this case, it is assumed that an article to be
sold is a game card; however, the invention may be applied
to a case in which another article (a toy, such as a doll of
a miniature car) is an article to be sold.

[0013]

The exhibition unit 2 is a portion in which samples of
cards on sale are exhibited. A display device 3 displays a
guidance relating to sale of cards and a game screen. For

example, it is assumed that a game executed by the game



[Fig. 8 Fig. 8 is a section of the card holder 10 along A-A" direction.
[Fig. 9] Fig. 9 is a section of the card holder 10 along B-B direction.
[Fig. 10] Fig. 10 is an illustration showi ng the card holder 10 and a
| sanmpl e of a card nounted on a card nount surface of the card hol der 10.
© [Fig. 11] Fig. 11 is an illustration showing the hol der receiver 11 and a
head portion 32 inserted into the holder receiver 11. '
function is a game which matches a plurality of game
characters of different kinds (S-person, N-person, U-person)
against opponents and determines the outcome (win or loss).
It is also assumed that a customer who is a game player
presents own card to the game function of the article
selling device 1, and hence the customer can have a match-up
with a match-up opponent (a CPU or another customer). It is
further assumed that, in the game, the plurality of game
characters make a team, and the team makes a match-up

against an opponent team. Also, it 1is assumed that a design

of a game character is drawn on a first surface (the front

? surface) of each card, and a computer-readable code for

} identifying the game character (the game card) is drawn on a
second surface (the back surface). In this case, a sales
strategy may be employed, in which a card with a design
relating to the S-person is sold in a first series, a card
with a design relating to the N-person is sold in a second
series, and a card with a design relating to the U-person is
sold in a third series. The duration of a certain series is,
for example, one month. Samples of cards now on sale are
exhibited in the exhibition unit 2. Accordingly, there is

W an advantage that the customer can visually check cards on

sale. The material of a card is, for example, paper or

resin. Hereinafter, this card is called game card. By

arranging at least one game card on an operation panel



[Fig. 12] Fig.12 is an illustration showing a state in which a shaft 31 is
fitted to a third opening portion 22. [Fig. 13] Fig.13

surface, a defense formation and an attack formation in a
match-up game can be instructed to the CPU.

{00147

An IC card reader/writer device 4 is a device for
reading information from and writing information in an IC
card which is lent or sold to the customer. For example,
each IC card stores an image of a game character (an avatar)
selected by the customer, and a game parameter (an
experience value etc.) used by the game function.

[0015]

An audio output device 5 outputs voices and effect
sounds relating to a guidance about the sale of cards and
relating to the game.

[0016]

A code reader unit 6 functions as reading means for
reading a code provided at an operation member and position
detection means for detecting the position of the operation
membef with respect to the operation panel surface. For
example, the code reader unit 6 reads a code printed on the
back surface of a game card which is the operation member,
‘and recognizes the position where the game card is mounted.
The core reader unit 6 includes a top plate on which at
least one card is mounted and which has transparency to
light, and a reading unit that reads the code provided at

the game card. The top plate also functions as the
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k?galzransverse section corresponding to Figs
: IS a transverse section correspondi ng '

11 and 12. [Fig. 14]

operating plate surface on which at least one game' card,
being the operation member, is mounted by an operator.
f0017]

The display device 3 functions as a display unit that
displays an image of a game character corresponding to this
code. The code may be magnetic information. Alternatively,
the code may be transmitted with electromagnetic waves
(infrared rays) Or light. As described above, the code
reader unit 6 may be a reader/writer device for magnetic
information, or & communication device for electromagnetic
waves {infrared rays) Or light. The game card may be a
magnetic card or a non-contact IC card. According to the
present invention, a display position of an image of each
game character is associated with an arrangement position of
each corresponding game card on the operation panel surface.

[0018]

An operation unit 7 is an input device that inputs a
selection instruction of the customer relating to purchase
of a game card, and an instruction of the customer relating
to execution of the game. A coin slot 8 is a slot into
which purchase money or & consideration equivalent to a game
card is inserted. A card eject unit 9 has an eject slot
from which the purchased game card is ejected from a card
housing unit (an article housing unit) that houses a

plurality of game cards (articles).

_10_



to Figs. 11 and 12. [Fig. 15] Fig.15is an illustration showing a variety
of

[0019]

Fig. 2 is a front view of the exhibition unit 2 in
which game cards are exhibited in portrait orientation. The
exhibition unit 2 has a plurality of holder receivers 11
that function as attachment portions to which card holders
10 are attached. Each of the card holders 10 functions as a
holder portion that holds a sample of a game card. The
holder receiver 11 is formed by, for example, punching a
plate-shaped member forming the exhibition unit 2. In Fig.
2, the card holder 10 is also fixed in portrait orientation
so that the game card can be exhibited in portrait
orientation. Since the game card has a substantially
rectangular shape, two sides are long sides and the other
two sides are short sides from among the four sides.

[0020]

Fig. 3 is a front view of the exhibition unit 2 in
which game cards are exhibited in landscape orientation.
According to the present invention, the card holder 10 is
attached to the exhibition unit 2 in any of portrait
orientation and landscape orientation. Hence, the limit to
the orientation of the design drawn on the game card is
relieved.

[0021]

Fig. 4 is a front view of the exhibition unit 2 in

which game cards in portrait orientation and game cards in

- 11 -
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conbi nati ons, each conbination including a sectional shape of the shaft 31
of the card holder 10 and a shape of the third opening portion 22 of the

hol der receiver 11. [Fig. 16] Fig. 16 is an illustration show ng
nodi fications of the hol der receiver 11, the shaft 31, and the head portion
32. [Fig. 17] Fig. 17 is an illustration showing a control unit of the

arf:ple selling device. [Fig. 18] Fig. 18 is a flowhart show ng article
selling

landscape orientation are mixedly exhibited. According to
the present invention, it is one of advantages that the game
cards in portrait orientation and the game cards in
landscape orientation can be mixedly exhibited.

[0022]

Fig. 5 is an illustration for explaining intervals
among a plurality of holes (the holder receivers 11) in the
exhibition unit 2. The exhibition unit 2 shown in Fig. 5
has hole-shaped holder receivers lla to 11i for fixing the
card holders 10. When a matter common to the holder
receivers lla to 11i is explained, suffixes a to 1 are
omitted, and the holder receives 1lla to 11i are merely
called holder receivers 11.

[0023]

According to the present invention, the intervals of
the holder receivers lla to 11i are determined so that the
intervals when a plurality of game cards are exhibited in.
portrait orientation are equivalent and the intervals when a
plurality of game cards are exhibited in landscape
orientation are equivalent. Also, even when cards in
portrait orientation and cards in landscape orientation are
mixedly exhibited, the intervals of the holder receivers 1lla
to 11i are determined with a measure so that the cards are
arranged with equivalent intervals as possible. Since the

holder receivers 1lla to 11i are arranged with the intervals

- 12 -



pr ocessi ng. [Fig. 19] Fig. 19 is a flowhart show ng ganme processi hg.

according to the present invention, as shown in Fig. 4, the
appearance is hardly degraded even when the game cards in
portrait orientation and the game cards in landscape
orientation are mixed.

[0024]

In Fig. 5, a distance al from the left side of the
exhibition unit 2 to the holder receiver lla is equivalent
to a distance al0 from the right side of the exhibition unit
2 to the holder receiver 11i. Also, the distances al and
al0 are set to distances at which the lateral sides of the
card holders 10 do not contact the lateral sides of the
exhibition unit 2. The holder receivers 1lla to 11i each
have a horizontal width dl.

[0025]

As it is.clear from Figs. 2 and 3, some of the holder
receivers lla to 111 are first holes each of which is used
when the holder portion is attached to the attachment
portion so that the orientation of the card holder 10 (the
holder portion) is a first direction {(the vertical
direction) with respect to the exhibition unit 2, or second
holes each of which is used when the holder portion is
attached to the attachment portion so that the orientation
of the holder portion is a second direction (the horizontal
direction) that is different from the first direction by 90°

with respect to the exhibition unit 2. Referring to Figs. 2

- 13 -



[Fig. 20] Fig. 20 is an illustration showi ng an exanple
arrangenment field and a display screen. [Fig. 21]
showi ng mat ch-up processi ng.

_ of a game card
Fig. 21 is a flowhart

and 5, the first holes are the holder receives 1lla, 1llb, 11d,
1le, 11f, 11h, and 11i. Referring to Figs. 3 and 5, the
second holes are the holder receives lla, 1llc, lle, 11g, and
11i. As it is clear from these figures, the holder

receivers 1lla, lle, and 11i are common holes which are used
when the holder receivers are attached in any of portrait
orientation and landscape orientation.

[0026]

Referring to Fig. 5, the distance between the holder

receivers 1lla and 1lb is a2, the distance between the holdex

receivers
receivers
receivers
receivers
receivers

receilvers

11b
lic
11d
lle
11f

1llg

and

and

and

and

and

and

1l1lc
11d
lle
11f
11lg

11ih

is
is
is
is
is

is

holder receivers 11lh and

a3,
ad,
ab,
as6,
al,

ag,

111 is a9.

the

the

the

the

the

and

distance
distance
distance
distance

distance

between
between
between
between

between

the

the

the

the

the

the distance between

card holders in the exhibition unit 2 is left-right

symmetric in an aesthetic viewpoint.

established as follows:

and ab =

ab6.

[0027]

al

alo,

az =

Hence,

ag,

al3 =

ag,

ad

holder
holder
holder
holder
holder

the

The arrangement of the

eguations are

= a’l,

The intervals of the holder receivers used when all

card holders 10 are arranged in portrait orientation are

each equivalent to aZ.

- 14 -
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[Fig. 22] Fig. 22 is an illustration show ng an exanple of a battle

di spl ay. [Fig. 23] Fig. 23 is an illustration showi ng an exanpl e of
support production. [Fig. 24] Fig. 24 is a flowhart show ng an exanple
of defense processing. [Fig. 25] Fig. 25 is an illustration showi ng a

di spl ay exanple of series information. [Description of Enbodinents] [0012]
<Case Structure of Article selling device>

established as follows: a2 = a5 = a6 = a9, but alsc an
equation is established as follows: a3 + dl + a4 = a7 + dl1 +
a8 = aZ2. This interval is called first interval D1 (D1 =
az).

[0028]

Similarly, the intervals of the holder receivers used
when ail card holders 10 are arranged in landscape
orientation are each equivalent to a2 + dl + a3. Hence, an
eguation is established as follows: a2 + dl + a3 = a4 + dl +
abs = a6 + dl + a7 = a8 + dl + a9. This interval is called
second interval D2 (D2 = a2 + dl + a3). The ratio of the
first interval D1 to the second interval D2 is substantially
equivalent to an aspect ratio (a ratio of a length DS in the
short-side direction to a length DL in the long-side
direction) of a first surface (a game card mount surface) of
the card holder 10 or the sample of the game card (Fig. 7).
For example, if the aspect ratio of the sample of the game
card is 2:3, the ratio of the first interval D1 to the
second interval D2 is also 2:3.

[0029]

Fig. 6 is an enlarged view of the holder receiver to
which the shaft of the holder portion is fitted. In this
example, the holder receiver 11 has three opening portions.
A first opening portion 20 is a rectangular opening portion

with a horizontal length dl and a vertical length d2. The

- 15 -



Fig. 1 is a perspective view of an article selling device that sells an
article. An article selling device 1 has an article selling function and a
ganme function. That is, the article selling device 1 is an article selling
devi ce having the gane function that executes a gane when an article is
purchased by a custoner. If the gane function is focused, the article
selling device 1 may be called gane machine. In this case, it is assuned
that an article to be sold is a ganme card; however, the invention may be
applied to a case in which another article (a toy, such as a doll or a

m ni at urghape )of stlam Birstlerenime RYtioq HAL]S sinitpe WHM tion unit 2
is a portion in which sanples of_ cards on sale a&g exhibit%gkgi di spl ay
devi ce 3shippl afsa shepd depciel ol 3 | Hp§ ol SAWRICT AL hrfd fe screen.
For exanple, it is assuned that a gane executed by th ane,_function is a
gane whi 8hefat Zheshat prxrends yEoem g@?ﬁ’e Rk a%‘i%#asgeofoﬁiqgfnéarlé%tb%fnds
(S-person, N-person, U person). agaipnst o nent s. and er.m out cone
(win or B®sef.the §arq I%%l‘i%gu%@d t)Ra?e%‘?rg‘gs?%%]rnmodﬁl%ﬁng%ﬁ:natp%]gayer
presents own card t he game,function, of, the ti S i glevice 1, and
hence th%UE%E?BE%?iﬁﬁnl%Egﬁt%dn%f%%ﬁfﬁ%éé%r%%frmﬁcﬁhﬁ%zgg%%ﬂ%%t (a CPU or
another custoner).. It is further a that,, j 5t odheiglurality
of gane Eﬁ%?%é?é%ilnﬁﬁﬁéah?%aﬁfh%%%§€ﬂ§9tegﬁﬁ%%iég(gﬁiatcﬁﬁﬁp agai nst an
opponent ,team Also. it s a t des{ gn ofne g charaeder 1S
drawn on? ??r%trgﬁF?%é%i%fhéﬁgﬂgﬁ Qﬁ%?g%e) of each card, and fﬁd

comput etk egpabl eygapech o7y LAsEh byl norkbe. AR GPanasten fd hepgans car )

is drawn on second surtface ack surface). In this case, a sales

Strategy gpy;Be ooPhoyedilBrvbbchna Sakdiyhih snaosion ek alhafe Lol the
S-person‘is sold 1na first series, a card with a design relating to the

N-person.i g0k gl PrémSeReNdasRr E88fa880of €laE tnad h loadyle30 gnf righating to
the U-person is Sold in a third series. The duration of a certain series

is, for exaapheiqere1nDNt hheSnpPHEs oéceiveds hbvham salengtle @Xhibited in
the exhibition unit 2. Accordingly, there is an advantage that the custoner
can vi suahkyveheckatandsconisal e. Fite ambtegi al pbfiralthydofssides exanpl e,
paper or resin. Hereinafter, this card is called game card. By arranging at
| east onecganegcar dieniag ppenat Pbnopanke hslidéaceccaivef ehke $o®mation and
an attack formation in a match-up gane can be instructed to the CPU.
shape of a bottom side Eal located at the lowermost positlon
in the vertical direction is significant to allow the card
holder 10 to be attached in landscape orientation and
portrait orientation. 1In a state in which the exhibition
unit 2 is attached to the case of the article selling device
1 and the article selling device 1 is installed on a
horizontal surface, the bottom side Eal is a side that is
located at the lowermost position in the vertical direction
from among the plurality of sides.
[0030]
Fig. 7 is a top view of the card holder 10. The shape

of the upper surface of the card holder 10 is a

- 16 -



[ 0014] An 1 C card reader/witer device 4 is a device for reading
information fromand witing information in an I1C card which is lent or
sold to the custoner. For exanple, each IC card stores an i mge of a gane
character (an avatar) selected by the custoner, and a gane paraneter (an

experience value etc.) used by the gane function. [0015] An audi o

out put device 5 outputs voices and effect sounds relating to a gui dance
about the sale of cards and relating to the gane. [0016] A code
reader upj act kan LNg ns f readi.ng a_code provi ded at an
operatio%hkgg%éggg%%gpogﬁﬁﬁéﬁgggfeg |§ﬁ'negh§ &%Fddgggggi Sr?ﬁgeposition of

the oper%%kge egm?sa 'éhugﬁgpegﬁrkgcghsroggggkkggtpgﬂgk?§g5f8%eth50f

exanpl e, e code reader u 6 reads a co rinted on €’ back "surface of

a game casgdwhbgaeks1bhﬁa9p§£a§599tnengegupaegtrEseem%agsf pe position

where the game card 1s nounted. The core reader unit Includes a top plate

on whi chsappbeashqoBReCarddis AOEALEH §ﬁﬂp$@ECBoB€§oBr9359§r598¥i88ﬁ|ight’
and a readi ng Uﬂl? that reads the code provided at the game card. The top

pl ate al sDohynehbonsngssthe d0peraibngopl 8he surbacsuepawhi chngt | east one
gane card, being the operation nmenber, is nmounted by an operator. [0017]
supports a first end portion that is an edge along the long-
side direction of the sample of the card. 1In particular,
the first support portion 25 prevents the sample from
falling from the card holder 10 because of the gravity when
the sample of the card is exhibited in landscape orientation.

[0031]

A second support portion 26 is provided along the
short-side direction of the first surface, and supports a
second end portion that is an edge along the short-side
direction of the sample. In particular, the second support
portion 26 prevents the sample from falling from the card
holder 10 because of the gravity when the sample of the card
is exhibited in portrait orientation.

[0032]

In Fig., 7, a third support portion 27 is provided as an
option along the long-side direction of the first surface.
The third support portion 27 supports a third end portion
along the long-side direction of the sample of the card.
Also, although not shown, a fourth support portion may be

provided along the short-side direction of the first surface.

- 17 -




Lonlmiil.loD

The display device 3 functions as a display unit that displays an inage of
a gane character corresponding to this code. The code may be nagnetic
information. Alternatively, the code may be transmtted with

el ectromagneti ¢ waves (infrared rays) or light. As described above, the
code reader unit 6 nmay be a reader/witer device for magnetic information
or a communi cation device for el ectromagnetic waves (infrared rays) or
light. The gane card may be a magnetic card or a non-contact |IC card.
According to the present invention, a display position of an inmage of each
game chaflact Bouith asisRR Bt oWk 1PN PRI ¢ ERY Uy 1O PRt h
corresPondi ng ganme card on_the operation_panel surface. [0018] An

oper at i oalongttie shanttapde dveeelomatt i WpttIWPLR1 ection instruction of
the custoner relating to purchase of a gane card, and an instruction of the
custonmer rel atGhtPk o execution of the gane. A coin slot 8 is a slot into

shich purchase, money, o & SO RGN SO RLEIL 10 sonmecard 1
game ear g, L5 BLSE! oG Lrom 2 card bouss g U (o gl spisigo i D
2 o oo e L O ey g Ay st e A,
nofder TEGCLYSES: JLcLok LUDCLLOR 5 81 ZENgRninEuLhne L WPistun

hol der s ach o e car ol ders 10 functions as a hol der

portion kpat f*ﬂ%éssﬁ?géﬂgl BoPt18n UBTPaRAr he The: ROl deppseeopyeridd s

formed by, "for exanp u Ing a pl ate-shaped nenber formng the

exhi bitign ypit ﬁovhaeﬁigt 2net Beraanduhel 8eFrddei s1al sphébeeshppoportrait
orientation“so that the ganme card can be exhibited in portrait orientation.

Si nce FhgogﬂﬁengaégcﬂaﬁaaeSHHSLaDikalb&ctg@ﬁ@ngyh@peshapmattMQ,stMes are
| ong sides and the other two sides are short sides fromanong the four
sides. [092Q} support portion 25 and the third support portion 27
each have a support groove 33 for pinching and supporting
the card. The shaft 31 and the head portion 32 are provided
at the back surface S2 of the main body 30. That is, the
back surface (the second surface) of the main body 30 is
coupled with one end of the shaft 31, and the head portion
32 having a sectional shape with a larger area than the area
of the sectional shape of the shaft is coupled with the
other end of the shaft 31. The shaft protrudes from the
second surface located at the back side of the first surface.
{0034]
Fig. 9 is a section of the card holder 10 along B-B'
direction. In Fig. 9, the second support portion 26 has an

inverted L-like shape. That is, the second support portion

26 also has a support groove for supporting the card. As
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Fig. 3is afront view of the exhibition unit 2 in which gane cards are
exhibited in | andscape orientation. According to the present invention, the
card holder 10 is attached to the exhibition unit 2 in any of portrait
orientation and | andscape orientation. Hence, the limt to the orientation
of the design drawn on the ganme card is relieved. [0021] Fig. 4is a
front view of the exhibition unit 2 in which gane cards in portrait
orientation and game cards in |andscape orientation are m xedly exhibited.
According to the present invention, it is one of advantages that the gane
cards i nipBft 2§ 8nYr PéntBEi bATARd SURROGANPOEAAES PR &heéstapedori entation
can be m xedl y exhi bi ted, [OOZZL ) Fig. 5is an illustration for
explainiﬁﬁpPﬁ¥§r98F§18ﬁDH@SaaBI rafiiey SbRPRel 8 ERECRE| §8PPPEEei vers 11)
in the exhibition unit 2. Tie xhibitign_ynit 2 shown_in Fig. 5 has

hol e- shap&Y H8Pd2§ Fa¥efvEpP YlﬁﬁvﬁoaplF'ﬂékefﬁﬁFﬁéopﬁé E8P8%hol dérs 10.

Wh t to_the hold ivers Ila to 11i i | ai ned,
Ut 11 xes CHEoCROAr o LB PEERPCaRtoPRE ChBP UG- PebBPoeoFl a0 FI i are frer el y

| led h ' 1 02 . A ' to t (O ti
Che i nt or JATR=5f IERETho| dBF™PRcol VEPECREN Ll FTCaPECaBAePIPRRE o {hal the
i nt I | L& - d .bited i ai t,
or i ent at Pan 08 gani al enteShAPPRE [RFCPoll EofREh s EPart BRFthPRgde car s

are exhi Bhbedyba, | 2RESEaPe: 06LERLAL! 8RRl 8nCaHLYBhENR ; 85, pBYER When

cards in poriraif orientaiion s in | andscape oriéen on are

m xedly ﬁé?ﬁ?bheﬂaytHﬁvénﬁﬁévﬁhﬁ?gittB@oBQEg?raﬁﬁcﬁhggg cbha Eﬂahbktare

qeternined W th a heasure so tha t he cards are arrange mnph equl val ent
i nterval goasipsshll ene SEpGELthhguppbder pheeebMenayliatt Qaddi taLe arranged

with the intervals
support grooves. Alternatively, the first support portion
and the third support portion may not have the support
grooves, and the second support porticon and the fourth
support portion may have the support grooves.

[0035]

As it is clear from Figs. 8 and 9, when the shaft 31
and the head portion 32 are cut along a plane parallel to
the back surface or the front surface of the main body 30,
the sectional shapes (Fig. 10) are rectangular shapes. That
is, one side of the shaft 31 has a length bl, and the other
side of the shaft 31 has a length c¢l. If bl = cl, the
sectional shape of the shaft 31 is a sguare. One side of
the head portion 32 has a length b0, and the other side of
the head portion 32 has a length c0. If b0 = c0, the
sectional shape of the head portion 32 is a square.

[0036]
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according to the present invention, as shown in Fig. 4, the appearance is
hardly degraded even when the ganme cards in portrait orientation and the
ganme cards in | andscape orientation are m xed. [0024] In Fig. 5, a
distance al fromthe left side of the exhibition unit 2 to the hol der
receiver ha is equivalent to a distance al0O fromthe right side of the
exhibition unit 2 to the holder receiver |Ili. A so, the distances al and
al0 are set to distances at which the lateral sides of the card holders 10
do not contact the lateral sides of the exhibition unit 2. The h%lder
receivers |lgitp hlj jeach havesa haricromtal widthedicaqiodesper 19 aAs it is
clear fromFigs. 2 and 3, sone of the holder receivers |la to II%%are first

hol es eaghyofpahighpis esethaheard heowote@roporhs ot FS BRYACHEY 1371 he
attachnent portion so that the orientation of the card holder 10 (the

hol der pgetiga)chsdanbiast wbrecThoee (shéewef PR aFNRY ettt ohf Wit h respect
to the exhibition unit 2, or second hol es each of which %s s§dtMQen t he
hol der pakibeNoESthtt ashpliet of t Aegame aGARBNED pBFEi PR tRAt Y he

orientation of the holder portion is a second directign &égfoggrizontal

di recti ogpppbat psodiesepénther shp¥RedesFELPar BEPPOH LY Wth respect to
the exhibition unit 2. Referring to Figs. 2 and 5, the first holes are the
hol der receive803lh, 11b, II1d, Ile, IIf, Ilh, and iii. Referring to Figs. 3

and 5, the second holes are the holder receives lJa, | j&reld&r and
I1i. As it isFtgeatlfanpRhéseUsfEareed THE I d%llr‘gr%%%?‘?/’érs [Ta, Ile, and

I[1i are commbn hol es whi ch are used.when e. d I g68L¥er seakgvalkt ached
in any oftlpemdr &he &epehPREtdN a P&ﬁ&ggégelggkeﬁ?gtion. ©

11. It is found that the area of the first opening portion
20 of the holder receiver 11 is larger than the area of the
sectional shape of the head portion 32. Also, it is found
that the area of the third opening portion 22 is smaller
than the area of the sectional shape of the head portion 32.
The direction indicated by arrow in Fig. 11 is a
substantially vertical direction. Hence, by sliding the
card holder 10 in the arrow direction, the shaft 31 is
fitted to the third opening portion 22.

10038]

Fig. 12 is an illustration showing a state in which the
shaft 31 is fitted to the third opening portion 22.
Referring to this figure, it is found that the area of the
third opening portion 22 is larger than the area of the
sectional shape of the shaft 31. Since the shape of the
holder receiver 11 is determined to correspond to the

sectional shape of the shaft 31, the card holder 10 can be
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[ 0026] Referring to Fig. 5, the distance between the hol der receivers
Ila and Il b is a2, the distance between the holder receivers IIlb and Ilc is
a3, the distance between the holder receivers Ilc and I1d is a4, the

di stance between the holder receivers Il1d and Ile is a5, the distance

bet ween the holder receivers lie and IIf is a6, the distance between the
hol der receivers IIf and Il g is a7, the distance between the hol der
receivers Ilg and Il h is a8, and the di stance between the hol der receivers
11h and_gkabn? #9xedihgoathanaemert ekckhgecand hal dars oienphhe -gxhi bition
unit 2 is left-right symetric in an aesthetic viewpdint. Hence, equations
are est abkishedtasnf ghhowshdakapeab®ica®atiaf. aFibra8iods4is a7, and a5 =
a6. [0027] The intervals OF t he hol der receivers used when all card
hol ders éematemasrapg@deﬁntQOthéabbs@rbentabi@@t@&@ee@@mlgﬂgiuab@ab to a2.
That is, not only an equation is established as follows: a2 = a5 = a6 =
a9, but al sevangeghat gamei Fuesttdbin sieth ahd adomie B3t ¢l s tigd Famd, + dl
+ a8 = a2. This interval is called first interval DI (DL = a2). [0028]

Si m | ar| yethehent enehl gsibtathenhdkdeppiéedi vehse uaed wbédeal L0cand hol ders
10 are arranged in | andscape orientation are each equivalent to a2 + dl +
a3. Hencee ba sqiaetbdy hseldsbabthshbdldsrf okbewseral2l+sdl thaa3thead + dl +
ab = a6 + dl + a7 = a8 + dl + a9. This interval is called second interval
D2 (D2 =capd+hglderaly doyme nati 6adl.the first interval DI to the second
interval D2 is substantially equivalent to an aspect ratio (a ratio of a
length DS in tHe3%hort-side direction to a length DL in the |ong-side
direction) of _a first surface (a game card mount surface) of the card

hol der 10 or ¥ sahpldndfli mryfrcha diamyere =et&anmple, if the
aspect ratio of the sanple.of th ame_card js 2:3, the ratio of the first
intervalC?ﬁr?ﬁp?ﬂglgﬁcgadFFﬂ?er%ilgﬁé Fg-a|EBezh§§der receiver 11

may not be the simply punched hole, and the holder receiver
11 may have a bottom portion 40 that engages with an end
surface of the head portion 32. Since the bottom portion 40
is provided, the head portion 32 of the holder receiver 11
moves from the first opening portion 20 to the third opening
portion 22 while the head portion 32 of the holder receiver
11 slides on the bottom portion 40. Accordingly, the bottom
portion 40 functions as a guide for smooth movement of the
head portion 32. That is, the card holder 10 can be easily
attached to and detached from the holder receiver 11.

[0040]

Fig, 15 is an illustration showing a variety of
combinations, each combination including a sectional shape
of the shaft 31 of the card holder 10 and a shape of the

third opening portion 22 of the holder receiver 11.
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[ 0029] Fig. 6 is an enlarged view of the holder receiver to which the
shaft of the holder portionis fitted. In this exanple, the hol der receiver
11 has three opening portions. A first opening portion 20 is a rectangul ar
opening portion with a horizontal length dl and a vertical |length d2. The
shape of the first opening portion 20 is simlar to the shape of a head
portion 32 that is coupled to an end of a shaft 31 that extends fromthe
back surface of a nain body 30 of the card holder 10. A second opening

portion 21 has a substantially inverted. trapezoi dal sh%ge. Th ngfrted
t r apezoi MaFopaiRd e’ ERRSPEPRCYE. IV e P odett i T tTorf 221 9%

| angt e THESRHAREE oFhe HRP T HIT i beriy WOPti DI 2248 T Tar ] 0 he

body 30 BFETREHaHR FOMISEeHD CTre HOT KT (URh Ui e a T chgth doin |
bl ane. PIE? thatroragrer iy oo it TSR e iR PR 19 (oot e
he car dohor AR o0 B EEEa T aehet T | Bt ey T an S T ki por trai

ori ent at| O”thé”sﬁ‘?géa fl{ﬂe%{:‘@oﬁh&&é%ﬁ.ﬂ Ofhdiniiae fis1 ald@ched to the
se

case of the artrc Ing device 1 and the article selling device 1 is

nstall ed;gp 8ph0LEZOBLabs SEELALEy Lhe bobiomsl dnfal s eheidmital is
| ocated at the Towernost position in the vertical direction fromanong the

plurali tgﬁogfsi:g@scaLQ()ﬁQlder 10 kh@. cInisca top woevomfside Tard hol der
10. The shape of the upper surface of the card holder 10 is a

subst ant i gLhyeHest apgyl aswehapet pheitasd iwutiie suefaiten] alsecaldred the
upper surface or the first surface) of the card holder 10 has at |east two
support pephi gRSn§otheuppaersingytbe sades fofmisg Supphittipor tplbans is
provi ded al ong the long-side direction of the first surface, and supports a
first endipertthe hbatlersranetdge hlong the | ong-side direction of the
sanple of the card. In particular, the first support portion 25 prevents
the sanple frpp@4Bl1ing fromthe card hol der 10 because of the gravity when

the sanple of the card is exhibited in | andscape orientation.
For example, Fig. 15(a) shows a sectional shape of the

shaft 31 when the card holder 10 is in portrait orientation,
a sectional shape of the shaft 31 when the card holder 10 is
in landscape orientation, and a shape of the third opening
portion 22 of the holder receiver 11, in order from left.

0f course, these sectional shapes are sectional shapes of
the shaft 31 obtained by cutting the shaft 31 along planes
parallel to the second surface of the main body 30.
According to the present invention, since the card holder 10
should be able to be attached in any of portrait orientation
and landscape orientation, the sectional shape of the shaft
31 of the card holder 10 and the shape of the third opening

portion 22 of the holder receiver 1l have to satisfy a
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[ 0031] A second support portion 26 is provided al ong the short-side
direction of the first surface, and supports a second end portion that is
an edge along the short-side direction of the sanple. In particular, the
second support portion 26 prevents the sanple fromfalling fromthe card
hol der 10 because of the gravity when the sanple of the card is exhibited
in portrait orientation. [0032] In Fig. 7, a third support portion 27
is provided as an option along the |ong-side direction of the first

surface. cthe Al tdngYRRBRL POhE QB 21 oaHAPAREReAoNithd &Rd fROrLI 9 al ong
the long-side direction of the sanple of the card. Al so, although not

shown, ash@?%t Wheuppaet sparti gn ABY che Rhowi dedeakabe Lheaghent +side
direction of the first-surface. The fourth support portion supports a
fourth emdepaouinensak@aget Be sher bambde difr eeki gamel chkeg.sanple. [0033]

Fig. 8 is a section of the card holder 10 along A-A" direction. The card
hol der 10 has[o®ezpain body 30 as a primary portion. The main body 30 has a
card nount surface S1 that is the first surface on which the sanple is
nmount ed. The RefstriuppootFpoprtldialp tnd sbetidnal shpperdfpohéi on 27 are
provi ded at the card nmount surface Sl. These support portions each have an
L-1i ke sebeiftndl shapesqThat.i sThehéofirr sbreeppoptf pbet sqna2s ang bke third
support portion 27 each have a support groove 33 for pinching and

suppor t i Ajamferedr gndTheusdaflt 3ThgndardehhéddrpdPt cen BR attaphed ded at
the back surface S2 of the mmin body 30. That is, the back surface (the
second siiRf 8B¥) 0bf PPRETAAENCBeENTEO1PE epdplaadaicanconsiendasfionhasshaft

31, and the head portjon 32 having a sectional shape wWwth a |arger area
than t helaPga28f tiReSBBEEF0RAI tRRaPE Tl FRISNar EWe sSERD| Bl vtk ® t he ot her

end of the_shaft, 31. The shaft otrudes fromthe
Eb2 ?ormlng the sectgongi'sgape of the shaft 31 are similar

to the shape of the bottom side Eal of the third opening
portion 22 of the holder receiver 11 ({(the side which
contacts the side of the sectional shape of the shaft 31).
The side Ebl is parallel to the long-side direction of the
second surface of the main body 30, and the side Eb2 is
parallel to the short-side direction of the second surface
of the main body 30. That is, the certain condition is that,
in the sectional shape of the shaft obtained by cutting the
shaft in the plane parallel to the second surface, a first
shape in a direction parallel to the long-side direction of
the second surface and a second shape in a direction
parallel to the short-side direction of the second surface
are common shapes, and in the shape of the hole portion
functioning as the holder receiver, the shape of a portion

fitted to a portion with the first shape of the shaft or
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second surface |located at the back side of the first surface. [0034]

Fig. 9 is a section of the card holder 10 along B-B' direction. In Fig. 9,
t he second support portion 26 has an inverted L-1i ke shape. That is, the
second support portion 26 also has a support groove for supporting the
card. As long as any of the first support portion and the third support
portion has an L-1ike shape, the second support portion 26 may sinply have
an |-like sectional shape. In this case, the second support portion does

not have a support groove. Hence, fornation of t he ond support portion
can be sEhptedierl.a BOXHEOR outEh RPHPFRIOHDrINBIE | ﬁhﬁcﬁﬂﬁf? He first

support portion and the third support_porti t he support grooves,

and the SeedhnEiHbbY tSPb3HtA @1 h%f %H" padbcftt por%el%onrpcfmy not have

t he support grooves. Alternatively, the flrst support portion and the third
support %%???on nay not have the support grooves, and the second support

portion and t urth support portion nmay have the support grooves. [0035]
As it is cled n1Figs. 8 and 9, when the shaft 31 and the head portion

32 are cut alp | ane nparallel I r i o sur face
- ﬁd’%‘% S ek Ha ﬁh et he t?:?ng(g léfft?%% Qhduhe i enly.

of the main ectiona apes are rectangul ar shapes.

That is,,gne, si de, %e%gfﬁfég?fﬁhgl%f{)‘ﬂ i deanaih o Ardsl hecol heivesi de _of

t he shaf the sectional shape of the shaft

g%hgf gl Qﬂééﬁtﬁﬁ§§e§hdﬂoﬁfc&ufséeagh@06ét£wm3@1@@saﬂ-&m@g&Mnﬁ@ and the
portion 32 has a length cO If b0 = cO the

sectional,,shapg PbrtPenNeadnpersi inddr i Sh@psquakecotdIBPly, these
are similar to one another. As described above, the
condition to allow the card holder 10 to be attached in any
of portrait orientation and landscape orientation is that
the shapes of the two sides, which are two sides forming the
sectional shape of the shaft 31 and have 90°-different
normal directions, are similar to the shape of the bottom
side of the third opening portion 22 of the holder receiver
11.

[0044]

Fig. 15(b) shows a sectional shape of the shaft 31, the
sectional shape being an equilateral octagon. Two sides
with 90°-different normal directions from among the eight
sides forming the equilateral octagon each have a shape
similar to the bottom side of the third opening portion 22.
Accordingly, the condition to allow the card holder 10 to be

attached in any of portrait orientation and landscape

orientation is satisfied.
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Fig. 10 is an illustration show ng the card holder 10 and the sanple of the
card nounted on the card nount surface of the card hol der 10. Three sides
from anong the four sides of the sanple of a gane card 35 are supported by
t he support grooves of the above-descri bed support portions. [0037]

Fig. 11 is an illustration showi ng the hol der receiver 11 and the head
portion 32 inserted into the holder receiver 11. It is found that the area
of the first opening portion 20 of the holder receiver 11 is |arger than
the area of the sectional shape of the head portion 32. Also, it is found
that the areal®P4%he third opening portion 22 is smaller than the area of

t he secti onal shape of the head portion 32. The direction indicated by
arrow in Fig. F49- |%5é¢§u%%?%ﬁt?a¥?9t%%?%iC%Paﬂ?r%EtF%ﬁ shehite3lbytRei di ng
t he card hol der i n th arrom1d|rect|g the shaft 31 is fitted to the

t hird opéﬁFﬁéoBa t?bﬁPﬁz NCCEE isoscpilgs r3ghd &R1PPPdStr afSohtshéui ng a
state in %hlch he gg 31 IS tted to @he thlﬁg %genln portion 22.
Ref er ri n§ €85t AFSYf | ﬁr lgPFers SUﬁEO?ﬁﬁ €Ph&tq f-apgdet RiLP@ openi ng
portion L9 e area of ;the ectlo a t he shaft 31.
Si nce théggkggggof%bﬁ Pﬁglon 8IV£%OT1 § 88?@ h1§§8 té cBPrEEpond to
the sectLenabnshapg oh,t8e sBatl.31. &ESH%QEQOHO der,19qcan be - 20 -

} nd

stably fi ecelver of “por FAFE“6Prent ati on and
Iandscapgrgéhggggghon V'bratlon is sonetines applied to the case of the
article selling device

[0046]

Fig. 15{(d) shows a sectional shape of the shaft 31, the
sectional shape being a trapezoid. As it is clear from the
figure, two sides with 90°-different normal directions are
similar to the bottom side of the third opening portion 22.
Accordingly, the trapezoid also satisfies the condition to
allow the card holder 10 to be attached in any of portrait
orientation and landscape orientation.

[0047]

Fig. 15(e} shows a sectional shape of the shaft 31, the
sectional shape being obtained by offsetting a square by 45°.
In this case, the shape of the bottom side of the third
opening portion 22 has to be changed to correspond to the
sectional shape of the shaft 31. Referring to the figure,
the condition to allow the card holder 10 to be attached in
any of portrait orientation and landscape orientation is
that one of two edges forming the sectional shape of the

shaft 31 is overlaid on the other edge when the shaft 31 is
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1 having the game function when the custonmer enjoys the gane. Even when
such vibration is applied, the card holder 10 has to be reliably held by

t he hol der receiver 11 so that the card hol der 10 does not fall. [0039]
Figs. 13 and 14 are each a transverse section corresponding to Figs. 11 and
12. The hol der receiver 11 may not be the sinply punched hole, and the

hol der receiver 11 may have a bottom portion 40 that engages with an end
surface of the head portion 32. Since the bottom portion 40 is provided,
the head portion 32 of the holder receiver 11 noves fromthe firif openi ng
portion 2otége&h§ (grﬁiggpﬁ@@é\iélgnm&imt&t?imiw@ﬂwrhé%ﬁ Horti dhad2 of the
hol der reg€efver ﬁ slides on the bottom portion 40. Accordingl Ehe bottom
portion ﬁ? fupctionsoagiaigyi de fone sabbréd noveeed®n St 14 Head ' portion 32.
That is, The card holder 10 can be easily attached to and.d%gqgﬂﬁgsfronlthe
hol der r@ggi ¥BBhpdd. oE0046] sides (Bilges151ps98r TRt Ht iOrf Showi ng a
variety of conbinations, each conbination includlgg ZbSﬁggﬁoggée§hg§e of
the shaft,31s0f,ithe ear dhboktepelofahticabshhf® 8 Ehe°Thrvd openi ng portion
22 of the holder receiver 11. According to the present invention, the
shape of tgesicéie rBbbpehangcortrsdes £Be bottom side Eal when the card hol der
10 is attached in | andscape orientation, and the shape of a side Eb2 that
contacts the bottein side when the card holder 10 is attached in portrait
orientation are substantially simlar to_the_sha t ttom shde Eal .
The side Ebl and.thé ($) dehEK2 §r§e§F68§a%oF§?RS ?ﬁeeégcgﬁ%ﬁgl shape of the

shaft 31 of the card holder 10 and contact t.he .bothemsirfdenEahel ocated at
t he | owersmstiqusi tShaPd PR FertiEal d%ﬁbé&iéh ffom anong the plurality

of sides formng the fittjing pl.ane Pl of t deye reeeisvelesll. [0041]
For exarrpffisguﬁg.tmef')(%n@ﬁﬁp&ssgcck}a}]togcﬁe rsgﬁla e of the shaft 31 when the

card holder 10 is in portrait ori QR <@ z3eckignakrshapehef shhpeshaf t
31 when t hedgesd Hol Fdfé%%§eﬁﬁ %gkgggapgso?ientation, and a shape of the

third opening portion 22 of phe holdefodecsd véte khidd apedemd rom | eft.

of the bottom si

portion 22. In Fig. 15(f), while the shape of the bottom

side of the third opening portion 22 is simply linear, the

shape of the bottom side of the third opening portion 22 may

be a shape similar to a lower half portion of the cross .

shape. In this case, rattling of the card holder 10 with

respect to the holder receiver 11 can be likely reduced.

[0050]

Fig. 15(g) shows a sectional shape of the shaft 31, the

sectional shape being a substantial cross employing curves.

Two sides (edges) in 90°~different directions are gimilar to

the shape of the bottom side (bottom edge) of the third

opening portion »2. Hence, the card holder 10 can be

attached in any of portrait orientation and landscape

orientation.
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O course, these sectional shapes are sectional shapes of the shaft 31
obt ai ned by cutting the shaft 31 along planes parallel to the second
surface of the main body 30. According to the present invention, since the
card hol der 10 should be able to be attached in any of portrait orientation
and | andscape orientation, the sectional shape of the shaft 31 of the card
hol der 10 and the shape of the third opening portion 22 of the hol der
receiver 11 have to satisfy a certain condition. The sectional shape of

t he shaft 31 t@ogﬁfhape when the shaft 31 is cut in a direction parallel to
the nount surtface of the sanple of the gane card. [0042] Referring to
Fig. 15(a), t S I i e r
corners of thﬂgf%qﬁggr [emn%/h%?ﬁa%%égﬁqéaﬂgé%%%d%%ﬁr gé%% %01 d%k?éllo can
be attaCB@étﬁBnéMYsﬁép@ObéiﬁgtaO?hQBEEBan aphd E§8Q§CQ88g@é%eﬂha§bﬂn as

| ong as the shapes of the 90-different two sides Ebl and Eb2 form ng the
secti onalii shapenof dihecshahts 3tcasemsifgirl a6 tRet BRapbape ehet Betbeht om side
Eal of the third opening portion 22 of the hol der receiver 11 (the side

whi ch cosidet $bbheosi degef dhethecthondl opbaprgobotbeoshabt 3fdgncdhe side
Ebl is parallel to the long-side direction of the second surface of the
mai n bodygh80caaddhthdesi tle &2 bs patatheld in &he shopbrsirdétdi rection of
the second surface of the main body 30. That is, the certain condition is
that, inorhentatitonahdshapasofipthershatatbbhai ned by cutting the shaft in
the plane parallel to the second surface, a first shape in a direction
paral l el to tH&®3%ng-side direction of the second surface and a second
shape in a direction parallel to the short-side direction of the second
surface are CGOMARTIHRRS 2kATE i f Heshdpre? ehet vl wlgre t {edoggsinct i oni ng
as the hol der receiver, the shape of a portion fitted to a portion with the
first shep@moRMPRg 3hRteratityof e8ldesa(pePerbniaFPhnghEhgecond shape of

t he shaft is,subft ntially simlar to Rhe first shape and the second
sectional shape of the shaft 31 are similar to the shape of

the bottom side (bottom edge) of the third opening portion
22, the card holder 10 can be attached in any of portrait
orientation and landscape orientation. The residual sides
(edges) other than the two sides (edges) satisfying the
condition may each have any shape. However, a condition to
be satisfied by the residual sides (edges) is to each have a
shape which does not disturb the housing of the shaft 31 in
the third opening portion 22,

[0053]

Fig. 16 is an illustration showing modifications of. the
holder receiver 11, the shaft 31, and the head portion 32.
Fig. 16{(a) shows a modification in which the shaft 31 and
the head portion 32 are integrally molded as a prism, and

the holder receiver 11 is a box that can house the prism.
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shape. [0043] Since the sectional shape of the shaft 31 shown in Fig.
15(a) is the square, the 90-different two sides both have |inear shapes. O
course, the bottomside of the third opening portion 22 has a |inear shape.
Accordingly, these are simlar to one another. As described above, the
condition to allow the card holder 10 to be attached in any of portrait
orientation and | andscape orientation is that the shapes of the two sides,
which are two sides formng the sectional shape of the shaft 31 and have
90-different normal directions, are simlar to the sthe of the bottom side
of the tEBhedsepehpnglpohepen(22reftine HofHeRteddRy verlidue | )

Fig. 15(b) shows a sectional_shape of the shaft 3 t he sectional shape
bei ng anc&qhFaPE+ER 68t BHBAL2TwoO sTIRSSHFEHOBL dF 13RT el ¥ mal directions
fromanong the eight sides fornming the equilateral octa ach have a
shape siﬁPFé?SPengﬁ%gbB?Fon1§b%L g?’tﬁ%°t%+?%§o£%%$%%)p%???%ﬁ 22.
Accordingly, the cqonditjon to_.allow t C r 0 tached in
any of pgﬁ¥ﬁ§FFn5r thta ?8%5aﬁar?éﬂ%sgg%eg%g?gﬁégfi%%Q?% %gs?s ied. [0045]
Fig. 15(c) .shows a sectignal p : S 315 the ;sestional shape

bei ng anp'éﬁgcﬁngs?Pb%?rtE?aﬁggegegél%€g}SQ@%%%r&¥ron1t%e figure, the

i soscal es right triang o} Lsflegat £ehdi Lion tor athOW i heqcard

hol der 15055%88039%3ghgg ?héaﬁéé%?ﬁp%rt?aitoorggnta i%n and | andscape

Orientat%ggning portion 22. Hence, the card holder 10 can be

attached in any of portrait orientation and landscape
orientation.

[0054]

Fig. 16(b) shows a latch mechanism 50. The latch
mechanism includes a fixed portion that is fixed to a flat
plate of the exhibition unit 2, and an elastic body (e.g.,
leaf spring) attached to the fixed portion. The head
portion 32 of the card holder 10 can rotate in a plane
parallel to the flat plate of the exhibition unit 2; however,
is forced to be arranged in portrait orientation or
landscape orientation by the latch mechanism 50.
Accordingly, the orientation of the card holder 10 can be
changed although the card holder 10 is not removed from the
holder receiver 11.

[0055]

<Control Flow of Article selling device>

Fig. 17 is an illustration showing a control unit of

the article selling device. A CPU 61 realizes the game
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[ 0046] Fig. 15(d) shows a sectional shape of the shaft 31, the
sectional shape being a trapezoid. As it is clear fromthe figure, two
sides with 90-different nornmal directions are simlar to the bottom side of
the third opening portion 22. Accordingly, the trapezoid also satisfies the
condition to allow the card holder 10 to be attached in any of portrait
orientation and | andscape orientation. [0047] Fig. 15(e) shows a
sectional shape of the shaft 31, the sectional shape bei ng obtained by
offsetting a square by 45. In this case, the shape of the bottom side of
t he thiréuaﬁéhpﬁgaﬁar¥h6n022dh§§lﬂéngeféﬁ&ﬁg@a by &eprdsgonarioushe
sectional shape of the shaft 31. Referring to the figure, the condition to
al | ow t hBrE9ra™RoPRer 4262t §tBESEt LBcReBOMNCdny &hepBRY &2t i6r Rent ati on and
| andscape origg%giion is that one of two edges form ng the sectional shape

of the sHEFY° CoVEPFAPE BRVERE dEhEr - cUGERABH Yt HETSEAFt EBPROM, 1ot at ed
f d 1 ned tati iti,on by 900. tis, if th diti

gener al | SERSP RERRERA: PFOREFS PRAE (hevEhaped BAY 63 16d8svPaasesr in o
90-di ff i tl i m h h f the bot id bot t
edge) of “ERE2Ehi SavoSan  BuSoer PRAM 5RatosuBfEiens akgd 8H Tefgugra

sectional éhﬂ?? of the shaft 31, the sectional shape being a cross. As it
is clear ?ron1 he figure, the condition is that the shapes of two sides

[0056]

A coin detection unit 64 detects whether a coin is
inserted into the coin slot 8 or not. If the coin detection
unit 64 detects the insertion of the coin, sends a detection
signal to the CPU 61. The coin may be hard money or a game
coin which is lent in return for hard money. The coin
detection unit 64 may be an IC card reader/writer device
that collects purchase meney (a consideration) for a game
card from an electronic cash card (electronic wallet), such
as Edy, WAON, Suica, PASMO, or nanaco. Also, the coin
detection unit 64 may be an IC card reader/writer device
that collects purchase money (a consideration) for a game
card from a credit card. As described above, the coin
detection unit 64 functions as a payment detection unit that
detects payment of a consideration.

[0057]

When a card eject device 65 receives an eject command
transmitted from the CPU 61, the card eject device 65 ejects

one card from the card housing unit (not shown) to the card
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(edges) in 90-different directions ar i m
_ ( e simlar to the sha
fhgesﬁggétgp1?ﬂgeé ?I the.éhlr? openi ng portion 22. In Fige ig(}?e 3ﬁ§fgn1
_ ottom side of the third openin ti 22 i i
| i near, the shape of the bottom side i g cartion oo Y
, the of the third openin [
a shape simlar to a | ower half i : g PO this caoy 8
_ portion of the cross shape. | i
L:tT:LQP oIeéhe gard hol der 10 with respect to the hoIdeP recgibglsliaigh
shaf t 31y theuggciigggFOLhape bE:%- 15(9% P Al or oss oanl orebe Qe
31, _ _ g a substantial cross enpl oyi
;r‘r’]‘g E:)?fé?‘n edges)ci 9. 90nKeh f enentadirepecondeniee shi ql%t‘?e‘t%s? Ienghgg:avg?
the hOIo side (bottom edge) of the third opening portjon 22.. Hence, the
card hol ﬁg{r,]méﬁtg%fl ’@E?S%&SJ?]Shedrani?:py BEnpbi RA| 25 ofF eP 2ET o Bhd | andscape
.- - ig. 15(h) shows '
Sgaft_3lthghee§§@tsoaabasbapeubedngnatbﬁaéé%@rhoqﬁbggfgéié?ggge:?aﬁﬁ of the
(bgqslffegent directions are simlar to the shape of the bottom side
om edge) (@658 he third opening portion 22. Hence, the card hol der 10

can be attached in any of portrait i i
orientati i i
[ 0052] The display device 3 displays vggﬁggg nggggqggjorlentatlon

information in response to a display command from the CPU 6l.
The IC card reader/writer device 4 reads information from an
inserted IC card and transfers the information to the CPU 6l,
and writes information in an IC card in response to a write
command from the CPU 61. The audio output device 5 outputs
an effect sound and a voice message in response to an output
command from the CPU 61. The audio output device 5 includes
an audio circuit and a speaker. The code reader unit 6

reads a code drawn on the pack surface of a game card

mounted on a card arrangement field surface included in the
code reader unit 6 and having transparency to light, and
decodes the code; and recogniies the mounted position of the
game card on the card arrangement field surface, generates
coordinate data, and sends the decoded data and the
coordinate data to the CPU 6l. The card arrangement field
surface corresponds to the above-described top plate and
operating plate surface. The operation unit 7 includes a
plurality of button switches, and sends a button operation

signal indicative of whether each button is pressed or not,

to the CPU 61.
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As described above, if the shapes of two sides (edges) from anong a
plurality of sides (edges) formng the sectional shape of the shaft 31 are
simlar to the shape of the bottom side (bottom edge) of the third opening
portion 22, the card holder 10 can be attached in any of portrait
orientation and | andscape orientation. The residual sides (edges) other
than the two sides (edges) satisfying the condition may each have any
shape. However, a condition to be satisfied by the residual sides (edges)
is to each haygpggoghape which does not disturb the housing of the shaft 31
in the third opening portion 22. [0053] Fig. 16 is an illustration
show ng nodi f [@athonscef the holder receiver 11, the shaft 31, and the head
portion 32. Fig. 16(a) shows a nodification in which the shaft 31 and the
head portion B2garesi hsegral bychntteshasingpsame cand sbelhegder receiver
11 is a box that can house the prism The sectional shape (a portion

i ndi cat egrbyesblingue Lhngdp0df the pPUSKI §usigeisl ahethetrha gedhi asal shape
of the corresponding box. That is, two sides (edges) in 90- different

di recti onsskoteidngrt hetsecFponakawpdpe othet B@Upbilsiudgessiwireltaert ahkhe
sectional shape of the box corresponding to the bottom side (bottom edge)
of the tRPPdédpericagvpsr thenc22n Heheetivhesdandlhandératdvearfbéhat t ached
in any of portrait orientation and |andscape orientation. [0054] Fi g.
16(b) sheasegtianchRintbRaAPsm 50°MThES| gPdh AetRahiom Pnéktudés alffi xed
portion that is fixed to a flat plate of the exhibition unit 2, and an

el astic bBAyip&egtiopesf &PRi Rg)latfalREGCEEN hENEI REACEELLNENIOFHe head
portion 32 of bhe card holder 10 can rotate in a plane parallel to the flat
pl ate of tPhel8YXkirbition unit 2; however, is forced to be arranged in

portrait ori ep&%é]on or

In 51802, the CPU 61 displays a menu on the display
device 3. The menu is for inquiry to a customer (a person
who purchased a game card) about whether the customer only
purchases the game card or the customer plays the game in
addition to the purchase of the game card.

[0061]

- In S1803, the CPU 61 judges whether the customer
desires to play the game or not. For example, the CPU 61
judges whether a signal input from the operation unit 7 is a
selection signal indicative of that the customer selects
execution of only the purchase of the game card, or a
selection signal indicative of that the customer selects
play of the game in addition to the purchase of the game
card. If the customer selects not to play the game, the

processing goes to step S1820.
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| andscape orientation by the |Iatch nechanism 50. Accordingly, the
orientation of the card holder 10 can be changed al though the card hol der
10 is not renoved fromthe hol der receiver 11. [0055] <Control Flow of
Article selling device> Fig. 17 is an illustration showi ng a control
unit of the article selling device. A CPU 61 realizes the gane function
and the card selling function by reading various prograns and data stored
in a ROM62. The ROM 62 is a nonvol atile storage device (e.g., read-only
menory, EEPROM flash nenory, or hard disk drive). A RAM63 is a volatile
storage devi cElq®ly., DRAM that functions as a work area or the |ike.

[ 0056] A coin detection unit 64 detects whether a coin js inserted
into the coi MIBEH ortotCPY ok HeF PHIH ot et iBF Uni T BF "Fet ect s t he

insertion qQf the coi sends a detection signal to the CPU . Jhe coin may

) 1
be hard #BARGAHIVE %gnﬁjﬁﬁFhoﬂh? hors $2hY '%r?@tEﬁrF %rC%%rJ{they. The
coin detg%%%gg gg[tOﬁ§?§2¥%$?%%§d}§;89{ddé@fggré¥$fé5%i§§§‘€ﬁ%t%ﬁ%c@°"eCtS

pur chase c Of “a gane car roman electr c cash

card (el ectroni,c | a - iC %ﬁﬂ%} nanaco. Al so,
t he cgincaﬂ?gg?ro %n?%}%4gﬁ%§tb%eggg?cgﬁg§%e§£%d§?7 tercﬁé%ice t hat >

coll ects purcﬁﬂgﬁg ney (a consideration) for a game card froma credit
card. As described above, the coin detection unit 64 functions as a paynent

detection unit, tdad,detiget sopaveeM i 1 B LULVSHEI aldrtion guidance
on the display device 3. The coin insertion guidance
contains, for example, a message indicative of that the
customer can further purchase another game caxd if the
customer inserts an additional coin.

[0064]

In S1822, the CPU 61 judges whether the coin is
inserted or not. If a coin is inserted, the processing
returns to $1820. In contrast, if an explicit signal
indicative of that additional purchase is not made is input
from the operation unit 7 to the CPU 61, or if insertion of
the coin cannot be detected when a constant time has elapsed,
the CPU 61 ends the game card selling processing relating to
this flowchart.

[0065]

In contrast, if the customer selects to play the game
in $1803, the processing goes to step S1804. The game
according to the present invention is a match-up game in

which a plurality of game characters are divided into an own
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[ 0057] When a card eject device 65 receives an eject conmmand
transmtted fromthe CPU 61, the card eject device 65 ejects one card from
the card housing unit (not shown) to the card eject unit 9. Wen the card
ej ect device 65 detects the paynment of the consideration, functions as an
eject unit that ejects a card housed in the card housing unit. [0058] The
di spl ay device 3 displays various inmages and information in response to a
di splay command fromthe CPU 61. The IC card reader/witer device 4 reads

i nfor mat t@Anf LAM 8R LASRY! edahCaRar dnandwh' ge_afneaﬁdt Rgel a&%ga%% to the

CPU 61, and wites inforfration in an IC card in response to a wite conmand

from the;EBUngtcndhe éHQiQSOHtﬂHEcﬁeﬁFCQaﬁeoﬁthhicﬁntﬁ%f@@U ggund and a
voi ce nessage in response to an out put Conmand fromthe CPU 61. The audio

out put devbgesSthael vHeSoan addin016kEEUiE and aumpeakean. oFhengadeasneader
unit 6 reads a code drawn on the back surface of a gane card nounted on a

card arrpogepephrhinetdrsuthdteatnekudedphpstbalcpdeci-eader auni fapeand
havi ng transparency to light, and decodes the code; and recogni zes the
nmount ed phstrbcbarsfbehengamg tar dhenotvheteamdbarovasgenent,f kebddtaur f ace,
generates coordi nate data, and sends the decoded data and the coordinate
data to €RE ePUjBdgeFhethear thar pangeaent winel dfsthkbasemcoprtedporids to the
above-described top plate and operating plate surface. The operation unit 7
i ncl udesphyplordl poyenf phuamehesai todésatamd eéndbyaibaeilt pnweper afi on
signal indicative of whether each button is pressed or not,

all game characters belonging to the enemy team becomes zero.

[0066]
In 51804, the CPU 61 displays an IC card insertion

guidance on the display device 3. The IC card insertion

guidance contains, for example, a message for promoting the

customer to insert an IC card into the IC card reader/writer

device 4. The IC card has unique identification information

for identifying each IC card, avatar information indicative

of an avatar (my game character) selected by the customer, a

game parameter obtained by executing the game, and other

information written therein. For example, it is assumed

that the content of the game is that a plurality of game

characters corresponding to a plurality of game cards

mounted on the code reader unit 6 are matched against a

plurality of game characters prepared by the CPU 61, an

experience value of the customer-side game character is

increased in accordance with the match-up result, and the

experience value is reflected to the next and later games.
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to the CPU 61. [0059] [Min Flow Fig. 18 is a flowhart show ng
gane card selling processing. In S1801, the CPU 61 judges whether a coin is
inserted or not. For exanple, the CPU 61 judges whether the CPU 61 receives
the coin detection signal indicative of the detection of the coin fromthe
coin detection unit 64. If the insertion of the coin is detected, the
processi ng goes to S1802. [0060] In S1802, the CPU 61 displays a nenu
on the display device 3. The nenu is for inquiry to a custonmer (a person
who purchased a ganme card) about whether the custoner only purchases the
gane carBherny hgamestomerCipthyss tRlamd i by ddif tF6H ¥ The purchase of the
gane card. [0061 In S1803, the CPU 61 judges whether the custoner
desires to pl@P&He game or not. For exanple, the CPU 61 judges whether a
signal input fromthe operation ynit 7 i,s a _selectjan si%nalfduyéﬁgive of

that the custidher &ie _%H&ﬁcor?adffdolrﬁ v 55 dAdSe OF e Gafe card,
o 5 SR ROEL SR SR LR AT st ALt Ll
not to pLS%iégg ggggtmépfogrgggﬁséﬁg ﬁ@eéa£8 éﬁf%h&ﬂggﬁé IC card
reader/writer device 4. The various information contain
information indicative of whether the my game character has
been registered or not, as part of the avatar information.

[0068]

In S1806, the CPU 61 judges whether the my game
character has been registered in the IC card or not based on
the read avatar information. If the my game character has
been registered, the processing goes to $1808. If the my
game character has not been registered, the processing goes
to $1807.

[0069]

In S1807, the CPU 61 executes processing of creating a
my game character. The CPU 61 displays a plurality of game
characters being candidates for the my game character, on
the display device 3. Further, the CPU 61 displays a
message for inquiry about which character is selected as the
my game character, on the display device 3. When a
selection signal indicative of selection of any one of the
characters is input from the operation unit 7, the CPU 6l

writes identification information indicative of the game
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[ 0062] In S1820, the CPU 61 transmts the eject command indicative of
ej ection of one gane card, to the card eject device 65. Wen the card eject
devi ce 65 receives the eject coomand, the card eject device 65 ejects one
gane card. [0063] In S1821, the CPU 61 displays a coin insertion
gui dance on the display device 3. The coin insertion guidance contains, for
exanpl e, a nessage indicative of that the custoner can further purchase
anot her gane card if the custoner inserts an additional coin. [0064]
In S1822, the CPU 61 judges whether the coin is inserted or not. If a coin
i s i nser fé@racherprocessrrgdiaguins the sedegtipn edgnedstintiof the dgplicit
signal indicative of that _additional purchase is not made is input fromthe
oper at i off2Gfi thForght fEechl 62rdor epAer ¥ trsn 96V icRe 4coi FUEARRGY be
detect ed ﬁheg g % n%tan time has el apsed, the CPU 61 _ends the game card
sel1ing PGCED RY FEPRLANS FoMERPSIFI GRENRFOTOEABESERE Customet Lo
input a name which is given to the my game character from
the operation unit 7, on the display device 3. The CPU 61
writes the name input through the operation unit 7, into the
IC card through the IC card reader/writer device 4.
[0070]
In S1807, the CPU 61 transmits the eject command
indicative of the ejection of one game card, to the card
eject device 65. When the card eject device 65 receives the
eject command, the card eject device 65 ejects one game card.
[0071]
In S1809, the CPU 61 displays the coin insertion
guidance on the display device 3. The coin insertion
guidance contains, for example, the message indicative of
that the customer can further purchase another game card if
the customer inserts an additional coin.
[0072]
In 51810, the CPU 61 judges whether a coin is inserted
or not, by a judgment method similar to S81801. If a coin is
inserted, the processing returns to $1808. In contrast, if
an explicit signal indicative of that additional purchase is

not made is input from the operation unit 7 to the CPU 61,

or if insertion of a coin cannot be detected when a constant
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[ | TP

In contrast, if the customer selects to play the gane in 81803, the
processi ng goes to step 81804. The gane according to the present invention
is a match-up gane in which a plurality of game characters are divided into
an own team and an eneny team and the own team and the eneny team are

mat ched, and is a match-up ganme in which the CPU 61 judges that the own
teamloses if the sumtotal of physical power paraneters indicative of

physi cal powers of all gane characters belonging to the own team becones
zero, and the CPU 61 judges that the own teamwins if the sumtotal of

physi caltm%elrlagaégggggaﬁ indi pabtaes bhg physs cad bkt s oft at¥ game
characters belonging to the eneny team becones zero, [0066& ._I'n $1804,
the CPU §i-dis@l 84stanhé Cpar 611 asent s obhguidapRe oh tRESETSDI A dvi ce 3.
The I C card insertion guidance contains, for exanple, a neszf e. for

pronot i ngaihBotUst ener cbontnsenbeaninctboar BAMNPS- t Hal | ¢PRAF Bder/writer

device 4. The IC card has unique identification inf@rnathon f@ﬂeidentifying
each | C ganBeramatabei nebr frati bhei RUMBaE 98 dPSERLaVarat Ty gane

character) selected by the custoner, a gane ramet er, obg aj LBy executing
t he ganenuabérobﬁednbatbﬁdappéﬁsmﬁﬁtF@ﬁr?ﬁ@FggntE%r£%§aﬁ%#%§git i's assunmed

that the content of the gane is that a plurality, of hagacters
corresp0@dmngcamd§-plHﬁapﬁbylBﬁtﬁéﬁeogaFBEHﬁﬁﬂﬁtEﬁeoﬁgﬁﬁggco e reader unit

6 are matched against a plurality of ganme char r paLedphy the CPU
61, an experirdece OPiNFe GPetﬁ@m?§§t8§eﬁjsfgg%g§%égc g?ggter?is i ncreased in

accordance with the match-yp result, ang t eXper,enee vial e ks reflected
to the neXﬂﬂﬁﬁﬁLlaﬁ@rdﬁéﬁg§%edTﬁ Oﬁ$'9§%€ ?%grggter i's sel ect ed by the

custoner. [0067] | In 818Q5, e LL.C card s sl asetednisnt o the | C
card read&ynir idrert &é’\ﬁtcé:%,noﬁ[%éc\f%?%u%q%r%ag s the above-described various

information fro he I.C car & Grgar ¢ eadenimbietrefdevi ce 4.
The vari ciRE§5H Eﬁﬁi?ﬂ?(ﬁﬂ%ﬁé%yin ofﬁgifbn i ndi cative of whether the ny

?ﬁ?grﬁgflir%%&r Qjaésctbeeaerkgo%gits&eer%qecpg Jiot,. as part of the avatar

[0073]

in S1811, the CPU 61 executes parameter power-up
processing. For example, the CPU 61 changes a game
parameter so that the game is advantageously progressed in
accordance with the number of inserted coins held in the RAM
63. For example, it is assumed that N bodies (for example,
10 bodies) of game characters who may appear in the game are
present, and the maximum number of game characters who may
participate in the own group are M bodies (for example, O
bodies). That is, the customer can mount M game cards in
hand simultaneously on the operation panel surface of the
code reader unit 6. Based on this assumption, the CPU 61

controls a game parameter associated with at least one game

character selected under a predetermined selection rule from
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[ 0068] In 81806, the CPU 61 judges whether the ny game character has
been registered in the IC card or not based on the read avatar information.
If the nmy game character has been registered, the processing goes to 81808.
If the ny game character has not been registered, the processing goes to
81807. [0069] In 81807, the CPU 61 executes processing of creating a
nmy ganme character. The CPU 61 displays a plurality of ganme characters being
candi dates for the ny gane character, on the display device 3. Further, the

the my oonerars, BATERTER Bl P RN e bR Rl

indicati#@roéxgﬁbﬁgtieﬂeotp@nzlQgsnegmipesgﬂéaegts&sl%ﬁskneﬂé Ekogpghe

operation unit 7, the CPU 61 wites identification information indicative

of the gRMBodeBal aghar agonEaspoRdbNgrt gahBepaehRetbey sikgpgk into the IC
card through the IC card reader/witer device 4. Further, the CPU 61

di spl ayssalgessaggaher chaesetEngi khenewshorBr dbBehARHL 8nnafe Which is
given to the ny gane character fromthe operation unif 7, on the display

devi ce 3pufbra&Pl Hilmbeirt esThhe papethapubut Brovghtibesoper akhgn YAkt 7,
into the I1C card through the IC card reader/witer device 4. [0070] In
S1807, tbem€PbaBamétansseliscthe ehder goppaddtepninatii ¥eletttibe ejheeti on of
one gane card, to the card eject device 65. Wien the card eject device 65
recei vesfrom ajieny gophandlitheofagdmej peradevecs 65sefpéatsdonethaae card.
[0071] game character who appears in the game. A selection rule

for determining a game parameter to be selected may be

random. An identification number is assigned to a game

parameter and a game character. The CPU 61 selects a game

parameter or a game character to which an identification

number corresponding to a number acquired by a random

function is assigned. The present invention is not limited

by the selection rule, and any selection rule may be

employed. For example, the CPU 61 displays a plurality of

game characters or a plurality of game parameters on the

display device 3, and causes the customer to select a target

of power-up. The CPU 61 executes the power-up for a game

character or a game parameter corresponding to a selection

instruction of the customer input through the operation unit

7. Alternatively, a game card mounted on the code reader

unit 6 by the customer is detected, and the CPU 61 increases

a game parameter of a game character corresponding to the

detected game card. Accordingly, there is an advantage that
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In S1809, the CPU 61 di splays the coin insertion guidance on the display
device 3. The coin insertion guidance contains, for exanple, the nessage

i ndi cative of that the customer can further purchase another gane card if

t he custoner inserts an additional coin. [0072] In S1810, the CPU 61
j udges whether a coin is inserted or not, by a judgnent nethod simlar to
S1801. If a coin is inserted, the processing returns to S1808. In contrast,
if an explicit signal indicative of that additional purchase is not nade is
input fromthe operation unit 7 to the CPU 61, or if insertion of a coin
cannot beheetestete pheashlyopeleafts FhenddR SHREET tHe PHo Y ng goes
to S1811. It is assuned that the CPU 61 counts the qﬂ$er of inserted coins
and hoIdgaiﬁeoﬁ%%%tb%uﬁ%%rC?$F?W%FFM$ﬁ6%Feﬁﬁaﬂ$%%ro§i § RBiihter“hay be set
for the nunber of inserted coins. The nunber of inserted coins is

correl ated witH t4e nunber of gane cards. Hence, instead of counting the

nunber of inserted coins, the nunber of, eject g r be count ed.

As descri bed \RﬁUt¢ﬁ3W§ﬁJ4;F3 (XQQNﬁ?%ﬂf éﬁgghﬁgﬁﬁ%?fgﬁﬁa§ counts the

sum total  of considerations_ detected. \ ! it or the

nunber théﬁ?ﬂgeﬁje%?@daf$%%§?%% %?%% X%%?%fgfdgggﬁné%gégééfﬁéﬂggl, t he CPU

61 execules pargiielen POeLsuP, PTOF CBSLAG s FOToRXalD! & o ity Rl £de changes
a

a game pHFa o) e gane Ts advant ageously progressed in

accor dange Wi LhGo PURBCE s Ofnk Nt o £0hEEe ASkéh oLty SIS, For

exanple, it i's sune hat Ies (for exanple, 10 bodies) of gane

char act e%ﬁrmgs%yn £ar i kNt he] garEear €o PFes edirrand §dree MXTHAIM nunber
of gane aracters 0 may participate in the own group are M bodies (for

exanpl e, -5ybgdi g8ds Ihah1h8, o hen&UsdREBFUSato NBndt gdthgarer arstdsr i n hand
si mul taneously on the operation panel surface of the code reader unit 6.

Based onyhhikg agsugRli efomt HBe CRY 6drepnbiiol Soas gante fpddl aaretaYuassoci at ed
with at | east one gane character sel ected under a predeterm ned sel ection
rule frofhe power-up to a game parameter which is written into the
IC card when the game is ended. That is, the value of the
power-up bonus varies depending on the purchased number
every time when the game is executed. However, for an
experience value parameter, the CPU 61 increases the value
depending on win or loss of the game, and is written into
the IC card.
[0075]
As described above, the CPU 61 functions as a game
parameter control unit that controls a game parameter which
is used by the game function to be a value more advantageous
fo the customer as a count value counted by the count unit
is larger. Also, the CPU 6] may delete the control result

of the game parameter when the game is ended so that the

power-up depending on the purchased number is limited to
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anong a plurality of gane characters who appear in the ganme. For exanpl e,
the CPU 61 randomy selects at | east one of the N bodies, and at | east one
of gane paraneters of the selected ganme character is increased dependi ng on
t he purchased nunber. That is, the CPU 61 controls at |east one gane
paranmeter sel ected under a predeterm ned selection rule fromanong a
plurality of ganme paraneters associated with a gane character who appears
in the gane. A selection rule for determ ning a gane paraneter to be

sel ected be .random An identification nunber is assigned to a gane
paranetengﬁdtglﬁaﬁémEharEB?eFPUTﬁé BpY §PtsEKEETSCatgnEoparatetor or a
gane cha nunber correspondi ng to a nunber

£§cter to _which, an L%engification

acqui red "By FPEnHERFRGHEL &f L22aSSPRhed2 ¥he 15r 8s¥AdYBnvention is not
limted h l.ecti I d lecti I b I d. F
exanp! e, CORECEROTELH: OB B) SR RRAFANLe) GPTgRNE CHARacEBPGY & o ural iy
f i i h t

el oot a PRt EE bhepBbi ey ot B e Rardles e T sher T Hor  game
charact ey, 9(,03; §a0e, RRLAELELCRRHATRANILND. 8,3 38L 8RN LasLruct | on of
the custoner i nput through the operatron unit 7 ernati vel'y, a gane card

mount ed_e8abherfgieakaader tHak! 48, bYnknepsushopBEs! fofebactade apd the CPU
61 i ncreases a gane paraneter of a gane character corresponding to the

det ect edpgpae-Gar df AREOLALBALYed! RBMBeS 18NoAdYaRhATExLRAL < st RRCUST ONMEY
easily selects the gane character of the gane card owned by the custoner,

as the tpeget-0p thetpewptirdRask@0hdhber isThe €RYs€1ltgmy display an image
of a selected gane character, and a nessage indicative of an increased gane
par amet eacaofddihgl gnomokeofainaceaade, aes iheediysphayhdevice 3. The power-up
of the game paraneter depending on the purchased nunber is not limted to

t he currBatogdimeg ThettPlUpbédsaddsiaveatilenpf thhecpevemeupcka t1be gaae
paranmeter which is read fromthe I C card, but does not add a val ue of the
power - upadvaatgaaegpueantheoughi thei puwmchésencifngootiheihCthar dunhbentt he
gane is ended. That is, the value of the power-up bonus varies dependi ng on
t he purchamedrharberAéver ythénknvhehiohecgabeibgtegetat edlebiowever, for an
experience val ue paraneter, the CPU 61 increases the val ue depending on wn
or | oss BFORPRLIGANECT afi@ods, wEPYt BACKABBinAetRE pardmef6078kpendingAs
descri bed apove, the CPU 61 functions as a game paraneter control unit that
control s°R GaRePparaneeerNWHPeR P5 deedsby {RePgakechiAtti 6 8D be a val ue
nore advant agepus to the customer as a_count val ue counted by the count

unit is TAFGRFIVA $9, ReheI EPER 6D RRYCAEY ePREt RRTEohEr BRTER3ERE 8Rdt he gane

araneter when th a is ended so that the power-up dependi ng on the
Burchaséﬁinﬁ%%%?tfgglg%i?iﬂe?OWhen two or morg cardspareppurchgsed,

the probability of that one customer purchases two or more
cards is increased, and the sale is expected to be increased
several times.

[0076]

Game characters who participate in the game are
determined by arrangement of game cards on the top plate
{the operation panel surface) of the code reader unit 6 by
the customer. In some cases, the customer may not have a

game card corresponding to a game character who is the
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only thi i
pargnetgf ?;nfheThe CPU 61 may not execute the control for the game
parameter 1 andCﬁggtexalu? Ifha val ue corresponding to a consideration
: ecute e control for the ganme paranet if th
count value is a value corresponding to a consid Lo ®east tu
cards. That is, the CPU 61 does not execu b ook un 1 the parchase
_ , te the power-up if the purch
nggfrt;z 02?’ and executes the power-up if the purchasgd nunberpis a?SEd
e preseht Fﬁséﬁ;?ghy,tﬂgre g?ne cards are |ikely purchased. According to
I on, custoner can use the advantage given through
Fgrggﬁzetgiggeogﬁ hwsheus Hr 6 et hgaoes phae: maxoﬁoﬁrﬁ¥¥%W%%tﬁQﬁl%ﬁWﬁ??butgg
2 s pronotion for goods, for increasing the parangter depgnding on the
gﬁ{; gﬁgg%ggggﬁrt@é gﬁpdpéate peneicpeuation BANPACEMEIYESis Mot gi ven when
is purchased and an incentive is, given, wh
aredpurCbggeﬂibébeaboméabhlto@eointhhicbnéd%%gig%%?t%%?gﬂ%%%qngé%%g;eng?;ds
cards |s‘|ncreaseq, and the sale is expected to be increas g ral times
[0076] is cGdsd thapatheed ahotharPprekpabELRRctRE FANTR %?@ d% %%hined by

arrangenment of gane cards on the to late (th i
t he codeHeeader thai €PE b} TAE &H@ESgﬁg?tPﬁrg8ﬁgn§§§é§%I?ﬁ%ggﬁg %ﬁ%%éﬁgi)ngi

have a gane card corresponding t L
p 1g to a gane chaéacterfmgogéﬁetgﬁarggfggt of

power - UPbyoitheheeedénentP Liray Sndt CaPFahGa tRE 4S8 card on the top plate

(the operation panel surface). As describ a i i
i denti fi oo ¢ Whﬁo¢ﬁ§9?6n°§5t98d88ni§O%rgﬁfe Béﬁgﬁﬁgcgggﬁhgﬁg?gggngf each

gane card. Hence, the CPU 6 jud h r .go i
o . ) o i . i h d
t he readildg tsi ©ode &CSHﬁée%nggngﬁv%%S lgggg%égcﬁgrgg%e?ogﬁoei2C?E;r?grggt

of the control for the gane par r NQ 1 inf [
_ ntr, , _ :i=h 0 Ubfe
readi ng ddid Gad e oS €a?5§§%8Fe?hgh8a%§ ?ﬁgrggfggﬁwﬁg ?gbgh;hfarget

of the control faor t a r ..t i
. , ey
game par %W%é@&c&%%@%%o%a%g:aﬁé Eﬁlae?gclﬂpg%s.l [%g7g?beaaeeaaval ue of a

value of a game parameter associated with the game character.

[0077]

Tn 81812, the CPU 61 executes game processing. The
detail of the game processing is described later.

[0078]

in S1813, the CPU 61 writes the game parameter updated
in accordance with the result of the game, into the IC card
through the IC card reader/writer device 4.

[0079]

In S1814, the CPU 61 transmits the eject command for
ejecting the IC card to the IC card reader/writér device 4.
ceives the eject

When the IC card reader/writer device 4 re

command, the IC card reader/writer device 4 ejects the ic

card.

[0080]
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In S1812, the CPU 61 executes gane processing. The detail of the gane
processing is described later. [0078] In S1813, the CPU 61 wites the
par anmet er updated in accordance with the result of the game, into the
card through the I1C card reader/witer device 4. [0079] In 31814, the
61 transmts the eject command for ejecting the IC card to the IC card
reader/witer device 4. Wien the IC card reader/witer device 4 receiv

gane
| C
CPU

es

the eject command, the I C card reader/witer device 4 ejects the |IC card.

[Flow of Game Processing]

Fig. 19 is a flowchart showing the game processing.
This flowchart corresponds to S$1812.

[0081]

Fig. 20 is an illustration showing an example bf a game
card arrangement field and a display screen. As shown in
Fig. 20, the game card arrangement field is provided on the
top plate of the code reader unit 6. The top plate has
transparency to light. Referring to Fig. 20, five cards are
arranged on the game card arrangement field formed on the
top plate of the code reader unit 6. The game card
arrangement field includes three regions of a top region 72a,
a middle region 72b, and a bottom region 72c. The customer
plans a strategy for the game, by concerning the positions
of the game cards on the game card arrangement field while
the CPU 61 executes the game. The top region 72a and the
middle region 72b are front regions of the field, and are
attack zones. In contrast, the bottom region 72¢ is a rear
region in the filed, and is a support zone. The concept of
the regions is applied to not only the game card arrangement
field, but also a game field 70. That is, the regions of
the game card arrangement field respectively correspond to
the regions of the game field 70.

[0082]

A game character has a plurality of game parameters. A
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[0080] [Flow of Game Processing] Fig. 19 is a flowhart show ng the
game processing. This flowhart corresponds to S1812. [0081] Fig. 20
is an illustration showi ng an exanple of a game card arrangenent field and
a display screen. As shown in Fig. 20, the game card arrangenment field is
provi ded on the top plate of the code reader unit 6. The top plate has
transparency to light. Referring to Fig. 20, five cards are arranged on the
gane card arrangenent field formed on the top plate of the code reader unit
6. The ganme card arrangenent field includes three regions of a top region
72a, a nbHuFécpégPeer2ParaRatar bbtt ORTFeyPeN ¥2en Fhe W% omer plans a
strategy for the gane, b concernin% t he positions of thgng ne cards on the
e he g

9ggfoﬁa;gZéZﬁgﬁ?EnﬁﬁfZﬁréFdaﬁh?FEjgb fé@@féf EREBCHEBS -1 S &S op
% he. m e regio r i f th i
?Le ?Ffagﬁ E82§5?39n988ﬁFFa§g,a?%egﬁ%gtgﬁ?£%§ %%ggé%f$%8%p$é§?f#%%?bnan
e filed, and is_a support zone..Th t_of { | i
ot onl yObReCGaReEESPHEAPFERgeREnt 1 BT A Chu PETeh o bate 192G 70 That

o' the v BOTGRECSF °t HELGAIBIF | EPa=ib. CPGORG] | oam PEESRECLLS, Yerorrespond

CPU 61 ends the game. An attack power parameter determines
a damage (a decrease rate of a physical power parameter)
which is given to an opponent by one attack. A defense
power parameter cancels (decreases) a damage of an attack
from an opponent by one defense. The attack power parameter
and the defense power parameter are increased in association
with an experience value parameter. The experience value
parameter is stored in an IC card, and is increased by the
CPU 61 every time when the game is played. A mental power
parameter corresponds to a success rate of an attack and a
rate of making an attack pattern with a high attack power.
If a game card corresponding to a game character is arranged
in the top region 72a, the CPU 6l decreases the mental power
parameter by a first level over time. If a game card
corresponding to a game character is arranged in the middle
region 72b, the CPU 61 decreases the mental power parameter
by a second level over time. Herein, the first level is a
larger value than the second level. That is, if the game
card is arranged at front, the attack power of the game

character is increased; however, the mental power parameter
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A gane character has a plurality of game paranmeters. A physical power
paraneter is decreased when the gane character receives an attack from an
opponent. In this game, if physical powers of all game characters bel ongi ng
to the own team becone zero, or if physical powers of all game characters
bel ongi ng to the opponent team becone zero, the CPU 61 ends the ganme. An
attack power paraneter determ nes a damage (a decrease rate of a physical
power parameter) which is given to an opponent by one attack. A defense
power paraneter cancels (decreases) a danage of an attack from an opponent
by one defendecrdiiecatimckepoveriParendt efcA88séhen defense poyer , par anet er
are increased in association with an experience val ue paraneter. The

experi encBhealki@ Phrahbhbnatss sé otk i tharad€eearfomand L6th88r8a88d by the
CPU 61 every time when the gane is played. A nental power paraneter
corresponi§ tle ansnicrspovart epaf amat et t af ktlae dgame atlea phcraki Ny 28ra) t ack
pattern with a high attack power. If a gane card corresponding to a gane
char act era®d eaysayeth¢ rgame clpracggomdato tiwk<EPhh 64t tieck eases t he
mental power paraneter by a first |evel over tine. If a gane card
correspontiRe% alfde TR okt edetects ramyedthia gdree ntatddl eof eghon 72b, the
CPU 61 decreases the nental power paraneter by a second |evel over tine.
Herein, t¥9 iFRATrachey s meved gt the deotttem réwieectia, | EvelCPTMaL s,
if the gane card is arranged at front, the attack power of the gane

char act er*1& §aRGdd;m ROVhP eI e povkertrargars eshajactlecr eased
in returnrchr ‘the incregse in attac ower. The CPU 61 elimnates a gane
char act er' Flom%n &% YT t e e A L PonedS FarkerIe@rviater. gane
character, J s, zero, and.causes .t he character not to make an attack.
However , ‘17 $H& Cgfbd)e"feécf@et tﬁ:aﬁq?@e RSP oY EYdnegaMar acter s

noved to t Ledl 7 t.he CPU .61 increases the ntal power

par anet er&{)é%a?ﬁgeergarﬂr?e clh;é?iacaftgcra.‘:krhoaﬁ NAKES b BTG & I eTidet i ons
as a recoysion cripe vig, . t U 61 determ nes whether a
gane cha(r%)act er%{rﬁ%@gﬁ} g)?ltaﬂ%% goro mcaJtcklgdsf1 fr}reet(%;ev aﬁneofcqlfgjr%rﬁ Hower
dependi ng ror He 1R LI Kfs 1 1Qﬁ:{£g:' i eigggr of, 1 he three regions
i ncluding the top regi (?(ryl?ZaS, lt em (ﬂcgcrh%eéél% n ,Onan7 af’hetlbeottom regi on

72c. Thamil@id hedGRY 62, unsld % 25@addd 9 feherani NG HIRANS f%{
as e

determining an action of each gane character I'n t he gane ed ‘on

posi ti oncel) tehe repestalngn JE e RPYIALAGH B RN rRRSIALYr WldS 8 dJrage of
the field is displayed. [0083]
an action of each game character in the game based on the
position of the operation member operated by an operator
while the image of the field is displayed.
[0083]
In 51901, the CPU 61 displays a message for promoting
the customer to arrange at least one game card on the game
card arrangement field, on the display device 3.
[0084]
In $1902, the CPU 61 executes game card reading

processing. For example, the code reader unit 6 reads a

code formed on the back surface of the game card arranged on
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In S1901, the CPU 61 di splays a nessage for pronoting the custoner to
arrange at | east one gane card on the gane card arrangenent field, on the
di spl ay device 3. [0084] In 81902, the CPU 61 executes game card
readi ng processi ng. For exanple, the code reader unit 6 reads a code forned
on the back surface of the game card arranged on the gane card arrangenent
field through the top plate. The code reader unit 6 includes an inage
readi ng device, such as a CCD i nage pickup elenent or a CMOS i mage pickup
el enent, and an image focusing optical systemthat focusei gn irrg g of the
code in the image readi ng_deyj Fheigodarbagdethantopeptfafst e i mge
dat a indtb&tQ@@eoFaFaeaﬁg§P9¥%%ggf each gane card on éhe.gane g%glgaand t he
code to the CPU 61. The cede readet Whi imBgenyeadahygzeeVheSr nge afd decode
t he code,CO@@drﬁéﬁ‘egaPE&fcalgegpﬁe posi tion of the ganme card. H&wever, inthis
case, it is assuned th%tk gg%lgﬁlén@oQX@cm—e@Sda'm@diGn@léﬁHPcﬁ EBREEY on.

P u . .
[0085] @2 GGy ST'$9s Frhe U 61 anal yzes the |nageﬁgata regﬁyésgg%ron1the
code reader unit, 6, and snecid it ickantddteat itdat HOGHRES the ganme
char act eﬁn%at%-“tﬁgr?enr% onal gf:(g%g, such as a nelon code, jndi cagé'nve of
i denti fi ::géi n i nfQf N8t 11N OfmaRyegares divey atsteicd -s PFrentedS A SHe i mage
data. Tht ,'@§ d%coding t he code, thg CPU 61 canjg%}glg%gfgigﬁkggification
|nfornat|&g&éﬁ6t{§5ﬁggg%§ﬁgmgqﬁeﬂatd(ﬂﬁﬂﬂcatlve o

6l.
each game card Ol the game field and the code to the CPU

i the
The code reader unit 6 may analyze the image and decode

Y it d.
code, and ma calculate the position of the game car
r

However, in this case, it is assumed that the CPU 61

executes decoding and calculation.

[0085]

In S1903, the CPU 61 analyzes the image data recelved.

1fi i i f1 ion
from the code reader unit 6, and specifies identificati

~di ' code
information of the game character. A two dimensional P

i i i 1 i fication
such as a melon code, indicative of identifica

] ] i ' e data.
information of a game character is printed in the imag

Thus, by decoding the code, the CPU 61 can acquire the

i er.
identification information of the game charact

[0086]

In $1904, the CPU 61 analyzes the image data received

ifi iti of
from the code reader unit 6, and specifies the position

' e
each game card on the game card arrangement field. Th

i i i of
image data is image data obtained by capturing an image

' CPU
the game card arrangement field from below. Hence, the
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In S1904, the CPU 61 anal yzes the inmage data received fromthe code reader
unit 6, and specifies the position of each ganme card on the gane card
arrangenent field. The image data is i nage data obtained by capturing an
i mge of the game card arrangenent field from bel ow Hence, the CPU - 44 -
61 acquires coordi nates of the two-dinensional code in the i mage data, and
determ nes the acquired coordi nates as the position of the gane character.
[ 0087] In 81905, the CPU 61 di splays an i mage of a gane character
correspongin% tQ each gane card, on the display device 3. The ROM 62 stores
i mage dafa ZRAUTAERt PPPEILNBREPnPr AL SHOCEAFEEFRARAG CPECedBNLEE a
pIuraIitg of g%ng char cgegs in_an %gsociated nner. The CPU 61 reads
i mage dat%°86r F85Bondl g E6StRe FiehtFi PEILLGRY FPEIFRAPPSR Sof St hBSgame
character dgggged frggéthe cod and displays the inmage data at a display
rdi

posi ti onPPETSpPRy o ﬁﬁPssfﬁéﬁaF &%di spl ay screen corresponding to an

arr angenent pg@bé%@n (arrangenent coordi nates) of each ganme card on the
gane card arrangenent field. As described above, the display device 3

functions as i sglaysmeans &eg gis%ig%igﬂ%agni?@ggeogfaaf'£ﬁg correspondi ng

to the operation pane] surface, an mage of a”gane character o
CorrespOEHhBQcE@raCBQQQsﬁBngiﬁgl@% e9endbaAkesat crgﬁpeﬂglagsﬁgag position

of an operation nenber detected by the position detection nea [ 0088]
Referringet9cki 9. 20nefrum eardsoace amhgRoadtanNahheidan®i¢ardsaphangenent

field formed on the top plate of the codé reader unit 6. One of five cards
i's a ganen€arflacobhespendspentiong % 8aBB elanaplekallByt BESgamRodi ment,
characters in an associated manner. The CPU 61 reads image
data corresponding to the identification information of the
game character decoded from the code, and displays the image
data at a display position (display coordinates) on the
display screen corresponding to an arrangement position
(arrangement coordinates} of each game card on the game card
arrangement field. As described above, the display device 3
functions as display means for displaying an image of a
filed corresponding to the operation panel surface, and an
image of a game character corresponding to a code at display
coordinates corresponding to a position of an operation
member detected by the position detection means.
[0088]
Referring to Fig. 20, five cards are arranged on the
game card arrangement field formed on the top plate of the

code reader unit 6. One of five cards is a game card

corresponding to a my game character. In this embodiment,
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it is assuned that an I1C card and a gane card for calling a ny gane
character are sold or lent in set. That is, ICcard identification
information stored in an IC card and coded identification information
printed on the back surface of a game card are the sane or associ ated

i nformati on. The coded information printed on the back surface of a gane
card may be a code for instructing the CPU 61 to call a ny ganme character
stored in an I C card. [0089] Referring to Fig. 20, a gane card 35a and
a gane card 35b are arranged at left and center in the top region 72a.
Hence, the CBU:6iufleapthys anga@recehdratter gamecorFespohdiiy t%the gane
card 35a at left in an upper stage of the gane field 70. Al so,_.the gPU 61
di spl aysmg game character #tb soldespoheihgiRosthe ghietchtd S5B°A center
in the upper stage of the game field 70. As it is clear fromFig, 20, the
game car ddantafigerenonf isfdruokiespshgsefolRhanghfeCrF 8l &"70°°Fhat is, the

ROM 62 stores a table for converting data of card arrange coordi nates
in the gddentdrfdcatiangénEatmeiéPrs Pﬁ%Btﬁgtanogﬁaigﬁ?%yg%gggé?ng?eg inthe

game field 70. The CPU 61 uses this table _and,conver rra d
coor di natgeseofcaadgare Ehed SPRE0Cdi 85FAF 1866 d?ﬁgPEQEE?Og'gagggc g?%cter. A

game card 35c is arranged at right in the m.ddle tegqi L2pb, -Hepse, the CPU
61 displaw§Q§m@éﬁ@ncﬁ§ﬂ§€€€rO?lgﬁﬁt ax hfufgagenPgd?eagPagearof tﬁe game

field 70. Gane cards 35d and 35e are arranged at Left japd ghabt in the
bot t om r & én cPEe fagnd@stEerg §%eng§I§§stg Sgne ghagagter 71d at left

in a lower stage of the gane fiel < and di splays a gane character 7le at
ri ght ir1QWﬁ¥Qé%&§'35556%9lfhgﬂcgﬁdé%gggtects the position of each ganme card
even during tq%oﬁg , and changes di spl ay coordi nates of each correspondi ng
gane charactert™i ccordance with the detected position. [0090] The

CPU 61 associ at i.dentifli i opgl ntoraRE eAraf 38agane ehgamet eard
correspondingifg%ﬁﬁlggekgt?g%'nenﬁer grranged on the operation panel

surface with identif] | ot infear nBd Qerffest hey ez treamreigdovalge -t he gane
char act e%%% Yer oqfll}gjgétlﬁyae{%e own team Referring to Fig. 20, codes read from

| ndi cat i VeSS PR O T Th The M. [0001] o reten
corresponding to the game card 35a at left in an upper stage
of the game field 70. Also, the CPU 61 displays a game
character 71b corresponding to the game card 35b at center
in the upper stage of the game field 70. As it is clear
from Fig. 20, the game card arrangement field corresponds to
the game field 70. That is, the ROM 62 stores a table for
converting data of card arrangement coordinates in the game
card arrangement field into data of display coordinates in
the game field 70. The CPU 61 uses this table and converts
arrangement coordinates of a game card into display
coordinates of a game character. A game card 35c is

arranged at right in the middle region 72b. Hence, the CPU

61 displays a game character 71c at right in a middle stage
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. I'n S1906, the CPU 61 determ nes gane characters who form a conputer-side
team (eneny team that the custoner's own team nakes a match-up in the
ganme. For exanple, the CPU 61 sel ects gane characters by the sane nunber as
t he nunber of game cards arranged on the gane card arrangenent field using
random nunbers. Gane paraneters of the selected gane characters are

determ ned in accordance with the experience value paraneter of the
custoner read fromthe IC card. It is assumed that the ROM 62 stores an

experienge ygbug.par aaeigr 780d g@afe Paragesshsanh QQEEaEQaﬁﬁEéﬁ%édi” an
associ ated mannér. As described above, the gane paraneters of the own team

and the Q@”Ee@ﬁréﬂﬁtﬁi?hﬁfihhﬁh@pﬁgﬁﬁ8h tegmpar exdet epghped tReapgpgr dance
with the experience value paraneter of the custoner. Hence, both teans are

cl ose battl eisppabkl bt igse £ERQB3tter 714l 8t5180%, ihhg CBW=6lstggdscEnmage
data of the sel ected opponent gane characters fromthe ROM 62 and di spl ays
t he i magehdagamentibeddiepl ayddevspeads dhgakPUchirmayedi 3pkaytgane
paranmeters of the respective gane characters together with the i nage data
of the oppoheningahe tbeeacteage.onThheCHUsplagletevisetBe pO62BLon ~In
51908, the CPU 61 executes match-up processing. The detail of the match-up
processi 0§ e€scdegamebedriiateen 0094y the gbmebl1908, chhrg€PUdbspdlagpl ays a
nmessage or an inage indicative of end of the game on the display device 3.
The CPU e2ondyndiepl ay aackxperrenpendahtegabearhedabyerhis gane on the

di splay device 3. Also, the CPU 61 may display a value of a friendship

par amet eRCARTEANFS BhkhofhgafetpakafePesstidhe fri endshi p paraneter

i ndi cates a [0090]

The CPU 61 associates identification information of a
game character corresponding to an operation member arranged
on the operation panel surface with identification
information of the own team, to cause the game character to
belong to the own team. Referring to Fig. 20, codes read
from the game cards 35a to 35e are associated with
identification information indicative of the own team and
stored in the RAM.

[0091]

In S1906, the CPU 61 determines game characters who
form a computer-side team (enemy team) that the customer's
own team makes a match-up in the game. For example, the CPU
61 selects game characters by the same number as the number
of game cards arranged on the game card arrangement field
using random numbers. Game parameters of the selected game

characters are determined in accordance with the experience
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rel ati onship between a ny ganme character and anot her gane character, and is
i ncreased by the CPU 61 every tinme when the ny gane character and the other
ganme character plays a battle together in the same team That is, when the
gane is ended, the CPU 61 wites identification information of the gane
card participated in the owmm teamand the friendship paraneter in the IC
card in an associated nmanner. The CPU 61 may tenporarily increase the rate
of selecting an attack nethod with a high attack power if the friendship
par anet er exceeds a predeterm ned val ue. [0095]I%Nhtch up Pr ceSS|ng]

Fig. 21 V@léefpéﬁﬁﬁﬁ ?rsﬁﬁmﬁ%% FAEEPIED BRSSP ThE” et 'ch- uptbrocessi ng
has some features. st feature is that, if a flrst a character IS
posi ti ond# ?ﬁSF%%daP@%Eth%n%@M(@%eSY%Be?e@?o%xg%ﬁﬁ%ﬁﬁﬁt T ddl e region

72b) and a second gane character |s¥g %tloned in the sup port zone (the

bot t om r BgFBHET2E)$ n?h%a%ftﬁﬁﬁa$%9% t?@@?l?%?r%%ﬁ%;%haraéfer is
SUppor { SSFRRELTFERTRNE Re $$§$%'a§%%ﬁ%%ar Madlar on AN SRREEC T
Core LB B UL T LIE SRk AP I0P 18 Bl the
are determined in accordance with the experience value
parameter of the customer. Hence, both teams are close
battle capabilities.

[0092]

In $1207, the CPU 6l readé image data of the selected
opponent game characters from the ROM 62 and displays the
image data on the display device 3. The CPU 61 may display
game parameters of the respective game characters together
with the image data of the opponent game characters, on the
display device 3.

[0093]

In S1908, the CPU 61 executes match-up processing. The
detail of the match-up processing is described later.

[0094]

In S1909, the CPU 61 displays a message or an image
indicative of end of the game on the display device 3. The
CPU 61 may display an experience value obtained by this game
on the display device 3. Also, the CPU 61 may display a
value of a friendship parameter which is one of game

parameters. The friendship parameter indicates a
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| ond feature is that, as a gane card is positioned at a further front
Qb:?fion on the game card arrangenment field, the attack power of the gane
character corresponding to the game card is increased. In the defense turn,
as a ganme card is positioned at a further rear position on the game card
arrangenent field, the defense power of the game character corresponding to
the gane card may be increased. swtching the display screen such that the
game field 70 is displayed on the display device 3 when the action of each
gane character is determned, and the ganme field is deleted during an

i k and a
attack orraldefenskipnteawganeschar §h@rgH@9aéEéEa% KEReBNgahLac
gane character who ngkes a defensg gre di spl ayed. %%9%? Ph 82101, the

CPU 61 detkanaoesra gadeishinacéeschpyexpeutes ai é€é§9ktkﬂetﬂﬁaﬁtt30k
turn of the own team For exanple, if the own teamincludes I bodies of

gane onet@%meyc@amac¢hmrastSEl&@ﬁeﬂhQSbﬂQefa@Qﬁ@1Bﬁﬁ?géﬁerTBfa§Euﬁ6l may
sel ect a gane character in order of gane characters displayed 1n the top

regi on 722a%fle heogritre gaire Tharsaterseane chiesactef whep! enedgsebected
first. ended, the CPU 61 writes identification information of the

game card participated in the own team and the friendship
parameter in the IC card in an associated manner. The CPU
61 may temporarily increase the rate of selecting an attack
method with a high attack power if the friendship parameter
exceeds a predetermined value.

[0095]

[Match-up Processing]

Fig. 21 is a flowchart showing match-up processing.
The match-up processing has some features. 2 first feature
is that, if a first game character is positioned in the
attack zones (the top region 72a and the middle region 72b)
and a second game character is positioned in the support
zone (the bottom region 72c), the attack power of the first
game character is increased. Accordingly, a production in
which the second game character supports the attack of the
first game character can be realized. TIf this condition is
satisfied when the attack turn shifts to the defense turn,
the defense power of the first game character may be

increased.

[0096]
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for a game characte i
_ r who is ata .
t eam usi n rget of the attack - :
di spl ay 019 {ﬁgdggngu??g{ﬁ' [0099] = In 52102, tlhg tcgﬁ 61539[ opponent
tre own team and t he gane ZgérZQSeglsp:ays Lhe game charact er Seﬁégfeéhﬁrom
cl ose-up manner. As describ sel ected fromthe oppo .
: - A ed above, wh pponent teamin a
gane is displayed, the CPU 61 functionssggngigglgydgge?se|
ntro

nmeans for deleting an ima '
th ge of the field Wi - :
e image of the attack scene or the defeﬁgg gggges [ngb?g the display 1o

an illustration show n

a an exanp t ' 22 1s
CLZPL?%/ert gg g:ﬁ?@%rf%‘i{%‘fr%lﬁ ﬁ?ge)%:t gﬁé f% ?ﬂ???& J’ts;aﬁnifnqjﬁqch

devi ce Bamnaaf@KG§§ruSrhgghéggl?gggn%ﬁtth@aqnaeecargpaayéag%ﬁe?ﬁe display

field, the attack power of the game character corresponding
to the game card is increased. 1In the defense turn, as a
game card is positioned at a further rear position on the
game card arrangement field, the defense power of the game
character corresponding to the game card may be increased.

[0097]

A third feature is switching the display screen such
that the game field 70 is displayed on the display device 3
when the action of each game character 1s determined, and
the game field is deleted during an attack or a defense and
a game character who actually makes an attack and a game
character who makes a defense are displayed.

[0098]

In $2101, the CPU 61 determines a game character who
executes an attack in the attack turn of the own team. For
example, if the own team includes 1 bodies of game
characters, one game character is selected using random
numbers. The CPU 61 may select a game character in order of
game characters displayed in the top region 72a of the game
field. 1If a plurality of game characters are displayed in
the same region, the game character displayed at left may be
selected first. Also, the CPU 61 selects one game character

for a game character who is 2 target of the attack in the
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In 52103, the CPU 61 judges whether the ganme character selected fromthe
own teamis displayed in the top region 72a or not, based on the display
coordi nates of the selected gane character or the arrangenent coordi nates
of the corresponding gane card. That is, if the position of an operation
menber is in a range froman end of the operation panel surface at a side
far fromthe operator to a predeterm ned position, the CPU 61 recogni zes
that the operation nenber is arranged in a front region. If the gane

char act ebppsnehspkaypdusingheahapnr aginbargé2a, the processing goes to S2104.
[ 0102] In S2104, the CPU 61 increases the attack power paraneter from
anong gane paf@d®®kers of the sel ected gane character by a predeterm ned
value al. The ROM 62, which is the storage device, stores the physical
power paranetBr JDH0Z hetla tGRK Pbwielpeeaneierdisplentofetlod gamanage to

t he opponent team when an attack is given to the opponent team as gane
par anet efseldr 78achndf dibplpiar ahet gane ghervacharaseéesteThérpmspbeti ve
gane paraneters are read fromthe ROM 62 during execution of the gane, and
are hel dovp themRAMIcBheTHamePchaTagtatrr sksechedafrark thpeweprpaeahet er of

t he gane character belonging to the owmm teamto a higher value as the

oper at i ohe#BnbBr 2c6+PESPBAITARPEE - t hASgdRECEhRPdcREPVRs YPPENGBD at a
further front_ position on the operation panel surface. As described above,
the CPU 8iCPGRcPFBRE 35 faneipAPEnEFeRccont FBF ABBAsIFofleBhRYEAYi ng a gane

par amet o 258861 2] L L3, oare chatactor dependlng. op the popLiLon of “on
52105, 108 ChMbRloHeFAEREER NS IPEhE, BOYEL,PRLATRLCG; LEOT,AFBNE,LNe game
image of the attack scene or the defense scene.
[0100]
Fig. 22 is an illustration showing an example of battle
display. In the battle display, the game character 71b
selected from the own team and a game character 73 selected
from the opponent team are displayved on the display device 3
in a close-up manner.
[0101]
In 52103, the CPU 61 judges whether the game character
selected from the own team is displayved in the top region .
72a or not, based on the display coordinates of the selected
game character or the arrangement coocordinates of the
corresponding game card. That is, if the position of an
operation member is in a range from an end of the operation
panel surface at a side far from the operator to a

predetermined position, the CPU 61 recognizes that the
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gane character by the predeterm ned value al. As described above, the CPU
61 decreases the value of the nental power paraneter over tine, the nental
power paramneter being indicative of a nental power from anong the gane
paranmeters of the gane character corresponding to the operation nenber
arranged in the front region of the operation panel surface. Accordingly,
the increase anobunt of the attack power paraneter and the decrease anopunt
of the mental power paraneter have a relationship of trade-off. Wth this
rel ationship, the custonmer can have fun of _thinking, the ;%%nggy for the
game. [O02paration memiEenobs FHEARFRS 641 | {dGE Wt T or HottBnAMHE gane
character is present at rear of the selected ga hartcterr or in the

bot t om r egrBACYSE . 1?h‘?%s?3c|‘?j§%n3tniEh%x%%%t]é%ﬁf?ni ?g’esajb? HPrHaE Ty of
gane characters, ch respectively correspond to a plurality of operation
menber s WAEH Fﬂe5%$g§ality of operation nenbers are arranged on the
operation panﬁglgﬁrface, are di splayed on the display neans. Also, this

j udgnment can ecut ed by conparing the display coordinates of the gane

characters wth ot.her, Y 4 j Ahg coor di nat es of
| nggg;d;; R0 ) Y GRIRALAN de AANIHTRY,

t he correspo e cards w 0 shown'in Fig. 20, another

game_chapagler. 1del 5uPLESAO! Lie Lher DALLOM 1881 Ofle 72601 S6cdbatad the garre

char act ef nce, j udges t a rear support character is

present for LB SharagL et rilfed Ska hardy, thee GRYI6A2 ) udgasnthat a

ﬁega
rear support character Ts present for the gane character 71c. In contrast,

as shownihp Etgragl. 48POLELT sE8REs CHRE aﬁmgﬁwl NebwPF es@rdméiret hendot t om
region 72c at rear of the game character 71b. Hence, the CPU 61 judges that

a rear SYpRORE+GPRTBEWEE barARbteFeseticholivée hef gangamdiges ach ethdlb. If a
rear support character is present, the processing goes to S2107, and if not

present, obhenphOCESaNGheki pr SLE8Tkand gbesnt oo SZHOBCPPXIAT] team, I n
52107, the CPU 61 increases the attack power paraneter by a predeterm ned
val ue a3asAgaflespeairbrdtabeveéorfeanhanbnghe helptratatytyf ofayane characters,
if the CPU 61 judges that the display coordinates of the inmage of the first
game charcaatertare.ar Thagedspectivat gafiet pardnetgranare heead shrery

coordi nates of the inmage of the second gane character are arranged at rear
(or rear tardREGMr 68t Hyrbobi adpcithioheofi tld, gohe, G 6are Hadbési® hehgame
paranmeter of the first gane character in the gane to a value that _is
advant ag@ads 68e t FbeopBPaber conheotastbaerftafk Pevwep PRIMBRERC tREt al and
a3 may be the same value or different values. The CPU 61 nmy display an

i tage i ndiheagipre eharhgternbelendigdntOchifatvRr tedPpb?td 2HE ¥  ont gane

character when the CPU 61 increases the attack gomer garaneter. [ 0106]
value as the operation member corresponding to the game

character is arranged at a further front position on the
operation panel surface. As described above, the CPU 61
functions as game parameter control means for controlling a
game parameter associated with a game character depending on
the position of an operation member with respect to the
operation panel surface.

[0103]
In S2105, the CPU 61 decreases the mental power

parameter from among the game parameters of the selected
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Fig. 23 is an illustration show ng an exanpl e of a support production. The
CPU 61 displays an image 74 indicative of that the ganme character 7la
relatively positioned at front is supported by the gane character 71d
relatively positioned at rear, on the display device 3. [0107] In
52108, the CPU 61 executes attack processing. In the attack processing, the
CPU 61 determnes a difference between an attack power paraneter atk of an
attack-si de gane character and a defense power paraneter clef of a
def ense- gi r.a a | ue.,,Ehedamage I be
St %%%aggér Blthe gr@d@%mﬁn\é@ V21 ENe10aTRAe HAIS STy

mul tipliéed by a predeter oefficient. The subtracts the damage

val ue framobae pRkscedl sROWRE rRaLaERLEE 9hitRe defersgesicda YR Ccharacter.
[ 0108] In 52109, the CPU 61 judges whether the own team w ns or not.

The CPU girbnpekiroByeds tARans ther meudanngowe? @k rhass Y Heddgi Nng which one
of the sumtotal of the own team and the sumtotal of the enény team

becormes zedachitise. ofl s0mehha1CBUweL: funel kaBsgasheeanme’ 9 réaltwati ng the
sum total of the physical power paraneters of all game characters bel ongi ng
to the enényhtegameFehthactetrheoEPdspbndidgesowidkhepeettich ebswm t ot al
of the physical power paraneters of all game characters formng the
opponent areamgebedontbezérontl reghensom toeabpesardéna, phhe 1ICBUrGhceudges
that the own teamwins. If the own team w ns, the processing goes to S2112.
| f the oMscredinddys hbe whnorpese sheuptoodsshrgagteskt pos82110. [ 0109]

In S2110, the CPU 61 executes defense processing against the attack from

t he oppoRékemegai amHetbet derrefsehamgenénsé phecessitad poweascribed | ater.

Wien the defense processing_ is ended, the processing %oes to S2111.
parameter have a relationship of trade-off. ith this

relationship, the customer can have fun of thinking the
strategy for the game.

[0104] -

In 52106, the CPU 61 judges whether or not another game
character is present at rear of the selected game character,
or in the bottom region 72c. This judgment is executed if
images of a plurality of game characters, which respectively
correspond to a plurality of operation members when the
plurality of operation members are arranged on the operation
panel surface, are displayed on the display means. Also,
this judgment can be executed by comparing the display
coordinates of the game characters with each othexr, or by
comparing the arrangement coordinates of the corresponding
game cards with each other. As shown in Fig. 20, another
game character 71d is present in the bottom region 72¢ at

rear of the game character 7la. Hence, the CPU 61 judges
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[0110] In S2111, the CPU 61 judges whether the own team | oses or not.
The CPU 61 functions as neans for calculating the sumtotal of the physical
power paranmeters of all game characters belonging to the own team For
exanple, the CPU 61 judges whether or not the sumtotal cal cul ated by
addi ng the physical power paraneters of all game characters form ng the own
t eam becones zero. If the sumtotal is zero, the CPU 61 judges that the own
team | oses. If the own team | oses, the processing goes to S2112. If the own
team does not | ose yet, the processing returns to S2101. In S2101, the CPU
61 di spl blyst t hergaresStPROHE 70hAFRCERE TR HERTFVe TR RNIFH G ers, and

sel ects a gane character who executes the next. attack., The subsequent
processi BBRTACERHi 53 - t oS HRELabbYe- Be® criPhelt phiddsdi Hypt (D153 - 56 -

In contrast, if it is judged that the_sel ected gane charac S

present PRPPREL pAFaGFoh 72aPTRSEB105°T ¢ ep‘?%‘geegcg}?%a %%]Eseiloc‘szn%).

[0112] In 32120, the CPU 61 judges et he e

char act efOREIAFEseRt FROYRe i tt¥ e ?Qgi%%o N %ﬁéé; %ﬁ%%ﬁ%ggi%%ﬁgy:

coordi nates of the selecte ane _char er. o e.ar t coordi nates
of the CBF?EEBBnﬂ?ngh%:?%tg%ﬁdFe?%oﬁhzf%o%Ft%%%Po Ef%%Qo %&gtion nmenber is

in the rg@gg?gfgﬁlfg efefbe! hehgpéis@téfg?:gg@% Sidf ageral r thepsdde far

from the~oj o'the pre éternlned po the CPU 61 recogni zes that
the operajl Qc@%ﬂbf§ hseaprad EDrtPRef Lot £RGIQPc4f7ibe setested gane

character I's présen m ddl e region” 72b, the processing goes to
32121. [Qé;§]support character is present, the processing goes to
$2107, and if not present, the processing skips 52107 and
goes to S$S2108.
[0105]
In S2107, the CPU 61 increases the attack power
parameter by a predetermined value a3. As described above,
from among the plurality of game characters, if the CFPU 61
judges that the display coordinates of the image of the
first game character are arranged at front of the field and
the display coordinates of the image of the second game
character are arranged at rear (or rear and directly behind)
in the filed, the CPU 61 changes the game parameter of the
first game character in the game to a value that is
advantageous to the operator (the customer). It is to be
noted that al and a3 may be the same value or different
values. The CPU 61 may display an image indicative of that
the rear game character supports the front game character

when the CPU 61 increases the attack power parameter.
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~In S2121, the CPU 61 increases the attack power paraneter of the sel ected
gane character by a predeterm ned value a2. Herein, a2 is a snaller val ue
than al. Hence, in this enbodi nent, as the gane character is positioned at
a further front position on the gane field, the attack power paraneter is
i ncreased. As described above, the CPU 61 functions as ganme paraneter
control neans for controlling a gane paraneter associated with a gane
character depending on the position of an operation nmenber with respect to
t he operatlonﬁganel surface. [0114] In S2122, the CPU 61 decreases
t he nental arameter of the sel ected gane character by the
predeternlned valu a2. That_.is, the CPU 61 decreases the value of the
ment al power éganégeFSOQBrl%iﬁﬁtr?ﬁéoﬁeﬁbawlbgméﬁ pErBRREEePIbRI ng
i ndi cative of the nent ower_ frogm anmn ane paraneters of the gane
iy %ﬁéﬁgé

char act e & sB&ﬁ&Pﬁ lP -t hé"6p SaPParngeds % he front
f. th ti f S 1 | th
o Phe dBEr gt v pe SR Eh o fPaE FoRE P R addfer SR HE Lare char act of
t dl 2 | the d f th
e SR, T, AL RN R 3,

Then, the pLcessln ggtgggﬁohgdS%%OQea{ro%ﬁl ths, SeEla PRk A aut o

judged t game charac I's not I'n tﬁe M ddl e region
72b in S2120, hg7processing goes to S2130. That is, in this case, it is
j udged t hat tke sel ected gane character is present in the bottomregion

72c. Hence, ifnt§e109s5ithoNce &n QQ@&@EéQnaﬂgﬂgﬁrpkécé s@ngangg,from an
end of the operation panel surface at a side close to the operator to the

predet er gheedtpaskt beBcebBengPUtfd tegoghi geserhahekhg aperatiaremenber is
arranged in a rear region. [0116]

between an attack power parameter atk of an attack-side game

character and a defense power parameter def of a defense-

side game character, as a damage value. The damage value

may be multiplied by a predetermined coefficient. The CPU

61 subtracts the damage value from the physical power

parameter of the defense-side game character.

[0108]

In S2109, the CPU 61 judges whether the own team wins
or not. The CPU 61 functions as means for judging win or
loss by judging which one of the sum total of the own team
and the sum total of the enemy team becomes zero first.
Also, the CPU 61 functions as means for calculating the sum
total of the physical power parameters of all game
characters belonging to the enemy team. Further, the CPU 61

judges whether or not the sum total of the physical power

parameters of all game characters forming the opponent team
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In 82130, the CPU 61 increases the nental power paraneter of the selected

gane character

by a predeterm ned value cl. That is, the nental power of

t he gane character, the gane card of whi i i
_ , _ ich is arranged in the bott i
ng,rgzocg??xgrfgebyafl. A? dﬁscrlbed above, the CPU 61 functions gg]ggghgn
val ue of the nental power paraneter of th
character corresponding to the o i dinthe re
. peration nmenber arranged in th i
of the operation panel surface with tinme whi : i sber is o
_ _ ile the operation nenb

arranged in the rear region. Then, the i [0117

_ _ : , processi ng goes to 82110.
g'?- 24 | S.anbsONERart shoyhagsan exeapl s ofetef o oS sl e gi’%”
detens_e processi ng corresponds to 82110. [0118] In 82401 .the CPU 61
eterm ngg.a gRBEokhat8shewimbo eXEcthesoen det @Bl sy tHRE def ense turn of

the owmn team A display screen at this tine is shown in

so, the

_ _ Fig. 22.

tch 61 dgterELBesgagoast acksexeguti b tharewseFeh $heS o‘b‘b%n”éh‘i‘ Yeam If

t he oPponent teamincludes i bodies of game characters, one game character

kﬁefﬁe?cfﬁg gzgggsﬁandogoaanber521F©119] I n 82402, the CPU 61 judges
_ character selected fromthe own teamis displ i

top region 72al®®inot, based on the display coordinates O}S?hgyggngn the

character. |f the gane character_ is di i I
pr ocessi ng goés $2)113(240’3he CPU 61 execlzg’gégyggfégset: hper(‘g(?é)sglef% on 728., the

against the attack from the opponent team. The detail of

the defense processing 1s described later. When the defense

processing 1is ended, the processing goes toO $2111.

[0110]

in S§2111, the CPU 61 judges whether the own team loses

or not.

The CPU 61 functions as means for calculating the

sum total of the physical power parameters of all game

characters belonging to the own team. For example, the CPU

61 judges whether or not the sum total calculated by adding

the physical power parameters of all game characters forming

the own team becomes zZ&ro. If the sum total 1s zero, the

CPU 61 judges that the own team loses. If the own team

loses, the processing goes to 52112. If the own team does

not lose yet, the processing returns to S2101. 1In S2101,

the CPU 61 displays the game field 70 and the respective

game characters, and selects a game character who executes

the next attack. The subsequent processing is similar to

the above-described processing.

[6111].
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[0120] In S2403, the CPU 61 decreases the nental power paraneter from anong
" the gane paraneters of the selected gane character by the predeterm ned
value al. [0121] In S2404, the CPU 61 judges whether or not another gane
character is present at rear of the selected gane character, or in the
bottomregion 72c, based on the display coordinates. This judgnent is
judgnent processing simlar to S2106. If a rear support character is
present, the processing goes to S2405, and if not present, the processing

skips S2405 apd gogsriQt 52606+ [Pd28ldged that the selected game

character is not present in the top region 72a in S2103, the
processing goes to 52120.

[0112]

In 852120, the CPU 61 judges whether the selected game
character is present in the middle region 72b, based on the
display coordinates of the selected game character or the
arrangement coordinates of the corresponding game card. If
the position of the operation member is in the range from
the end of the operation panel surface at the side far from
the operator to the predetérmined position, the CPU 61
recognizes that the operation member is arranged in the
front region. If the selected game character is present in
the middle region 72b, the processing goes to S2121.

[0113]

In 52121, the CPU 61 increases the attack power
parameter of the selected game character by a predetermined
value a2. Herein, a2 is a smaller value than al. Hence, in
this embodiment, as the game character is positioned at a
further front position on the game field, the attack power
parameter 1s increased. As described above, the CPU 61
functions as game parameter control means for controlling a
game parameter associated with a game character depending on
the position of an operation member with respect to the

operation panel surface.
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In S2405, the CPU 61 increases the defense power parameter by a
predeterm ned value bl. The CPU 61 may di splay an inmage indicative of that
the rear game character supports the front gane character when the CPU 61
i ncreases the defense power paraneter (Fig. 23). [0123] In S2406, the CPU
61 executes defense calculation and defense display. In the defense
processing, the CPU 61 determ nes a difference between an attack power
paranmeter atk of an attack-side game character and a defense power
paraneter def of a defense-side ganme character, as a danage val ue. The
damage val ue h@&dlbk nultiplied by a predetermined coefficient. The CPU 61
subtracts the damage val ue fron1the(§g¥3|cal omer raneter of the

def ense- si de Han®? brar deterCPoheh, I HeE iUt 4 RY¥E2111 shown in

Fig. 21.
J parameter of the selected game character by the

predetermined value a2. That is, the CPU 61 decreases the
value of the mental power parameter over time, the mental
power parameter being indicative of the mental power from
among the game parameters of the game character
corresponding to the operation member arranged in the front
region of the operation panel surface. Since aZ is the
smaller value than al, the decrease rate of the mental power
parameter of the game character present in the middle region
72b is smaller than the decrease rate of the mental power
parameter of the game character present in the top region
72a. Then, the processing goes to §2106.

[0115]

In contrast, if it is judged that the selected game
character is not present in the middle region 72b in 52120,
the processing goes to S2130. That is, in this case, it is
judged that the selected game character is present in the
pottom region 72c. Hence, if the position of an operation
member is in a range from an end of the operation panel
surface at a side close to the operator to the predetermined
position, the CPU 61 recognizes that the operation member is
arranged in a rear region.

[011e€]
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[ 0124] In contrast, if it is judged that the sel ected gane character
IS not present in the top region 72a in S2402, the processing goes to
S2410. [0125] In S2410, the CPU 61 judges whether the sel ected gane
character is present in the mddle region 72b or not. If the selected gane
character is present in the mddle region 72b, the processing goes to
S2411. [0126] In S2121, the CPU 61 increases the defense power
paranmeter of the selected ganme character by a predeterm ned val ue b2. As
araneter |s not increased for the gane

descri bed aboye, def ens oner .

charact er pos¥?i§%£gofnL?ﬁeg?ﬁpgfeQEGHe?ﬁﬁ? et mpRta4sPPHBTgame charact er

I s positi.oned at a furhger rear @psition t he  def ense power i s increased.
| :

[0127] PEreMeLgroohi 50S RELESTSR JGBE: Shak8tRéE PnfalPiSS R paretet er of
the seleg&gqeggqg CQﬁg@CH%C Q%et%%ntal power of the game character,

the game card of which is arranged in the bottom region 72c,
is recovered by cl. As described above, the CPU 61
functions as means for recovering the value of the mental
power parameter of the game character corresponding to the
operation member arranged in the rear region of the
operation panel surface with time while the operation member
is arranged in the rear region. Then, the processing goes
to 52110.

[0117]

Fig. 24 is a flowchart showing an example of defense
processing. This defense processing corresponds to $2110.

{0118]

In 52401, the CPU 61 determines a game character who
executes a defense in the defense turn of the own team. A
display screen at this time is shown in Fig. 22. Also, the
CPU 61 determines an attack execution character in the
opponent team. If the opponent team includes i bodies of
game characters, one game character is selected using random
numbers.

[0119]

In 52402, the CPU 61 judges whether the game character

selected from the own team is displayed in the top region
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predeterm ned value a2. Since a2 is the snmaller value than al, the decrease
rate of the nental power paraneter of the ganme character present in the

m ddle region 72b is snmaller than the decrease rate of the nmental power
paranmeter of the gane character present in the top region 72a. Then, the

processi ng goes to 52404. [0128] In contrast, if it is judged that the
sel ected gane character is not present in the mddle region 72b in 52410,
t he processing goes to 52420. [0129] I n 52420, the CPU 61 increases

t he defense power paraneter of the selected gane character by a

pr edet er mp negr vabtie bdsediesei the b3isslay | epeedinatee Thald22hat is, the
increase rate of the defense power paraneter of the g me_char acter present
in the behtpartegi onIT2che sghme gehaIaake¥ heS | FEFRERE $é}% e?H%Pdefense
power paraneter of the gane character presen% 6€Ethe m ddl e regi on 72b.
[0130] regibn 32421théheropessing ngpeases ¥ ? ntal power paraneter of
the sel ected gane character by the predeterm ned value cl. That is, the

mental power b#lite game character, the game card of which is arranged in
t he
Tn 82403, the CPU 61 decreases the mental power

parameter from among the game parameters of the selected
game character by the predetermined value al.

[0121]

Tn S2404, the CPU 61 judges whether or not another game
character is present at rear of the selected game character,
or in the bottom region 72c, based on the display
coordinates. This judgment is judgment processing similar
to S2106. If a rear support character is present, the
processing goes to 52405, and if not present, the processing
skips 52405 and goes to S2406.

[0122]

In S$2405, the CPU 61 increases the defense power
parameter by a predetermined value bl. The CPU 61 may
display an image indicative of that the rear game character
supports the front game character when the CPU 61 increases
the defense power parameter (Fig. 23}.

[0123]

In S2406, the CPU 61 executes defense calculation and
defense display. In the defense processing, the CPU 61

determines a difference between an attack power parameter
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bottomregion 72c, is recovered by cl. Then, the processing goes to 52406.
[ 0131] According to the present invention, the gane character
corresponding to the code read fromthe operati on nmenber arranged on the
operation panel surface by the custoner is displayed depending on the
position of the operation nmenber, and the game paraneter is controlled
dependi ng on the position. That is, the gane paraneter of the gane
character can be controll ed depending on the position of the operation

menber with peSBACLttackbsigReyahkboPnRAACEFULHACE: dE®LRZL power! N
particular, according to the present invention, the gane can is sold to

the custgaeamandrt hergareacatldehselsedeagahbBecnpebatien HBMHeHanaRd the
di spl ay devi ce displays the gane character corresponding to the game card.

Accor di nghyuew t thehaafageethliavanyi B8, mbheipustansy gan have pleasure in
col l ection, which cannot be provided by a virtual card nerely displayed on
a di spl ayrdegteemibedceotieigasrtcar dhescbiesdpenbtirastBenher daibBgecust oner
can pick up the game card in hand and directly nove the gane card. Further,
wi th t hevplieseftomnikat phpsithé panerppaameeeerobft hhegdsEcnbaradtier can be
controll ed depending on the position of the real card arranged by the

cust onergaf@l8Baracter. Fufhaer, thet hrohespirgegbesntentRdhl shonee tihe
vanguard and the rear guard can be realized in the match-up gane on the
oper at i ohiigandl-surface, the custoner can likely feel the realismof the
mat ch-up. In particular, since the attack power is increased as the
position of t #bleration nenber is at a further front position on the
operation panel surface, the custoner can nore easily sensuously nake a
plan of an at}¥addCWHoradflti onf A sb5 14999 ol rrsRtestedredmy as t he
rear guard is present at rear of the gane character_serving_as_the
vanguard?hﬁﬁa?E%Feéﬁi%@ttﬂﬁeaﬁﬂﬁ'b%rEﬁ%tE?poFegﬁgnggﬁﬁ éﬁag%épér EBfvi ng as
t he vanguard, the su$%or L§£4iﬁe vanguard by the rear guard can be added
to the sPTAFRET POrIrhe g% “*th-particular, if the support is executed

[0125]

In 52410, the CPU 61 judges whether the selected game
character is present in the middle region 72b or not. If
the selected game character is present in the middle region
72b, the processing goes to S$2411.

f0126]

In 82121, the CPU 6l increases the defense power
parameter of the selected game character by a predetermined
value b2. As described above, the defense power parameter
is not increased for the game character positioned in the
top region 72a. That is, as the game character is
positioned at a further rear position, the defense power is
increased.

[0127]
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when the rear guard is arranged directly behind the vanguard,

t he cust omer

can nore likely feel the support relationship between the gane characters.

[ 0134]

Since the nmental power paraneter is introduced, it is

difficult to make an effective attack unless the gane character is arranged
at front when the nmental power of the gane character is sufficient.

t he vari
Furt her,

ety of the strategy for the match-up ganme can be increased.
when arrangenent of the respective gane characters is deter

the gane field 70 and the respective gane characterﬁ are displ ayed.

attack or defEhs®&lcondhe HEYdhe FGVFIS d1etd

for the

mat ch-up are djspla in a close-u

Hence,
[ 0135]
m ned,
In the

RH¥& 'game characters
er. ,Accordingly, the gane

ed man
char act eP3r#Betehehatth- P %?Eeél%%T? AT RES At %c%h%r def ense scene of
Lg-esgf‘gpgg&‘%gﬁggé’éfc&gﬂg r gynagi ¢ chanoe, ofy L hg, 50l ay, SEL &8y [ 0136]

al, the decrease rate of the mental power parameter of the
game character present in the middle region 72Zb is smaller
than the decrease rate of the mental power parameter of the
game character present in the top region 72a. Then, the
processing goes to S52404.

(0128]

In contrast, if it is judged that the selected game
character is not present in the middle region 72b in S2410,
the processing goes to 52420.

[0129]

In S2420, the CPU 61 increases the defense power

parameter of the selected game character by a predetermined -

value b3. Herein, b3 is a larger value than b2. That is,
the increase rate of the defense power parameter of the game
character present in the bottom region 72c is larger than
the increase rate of the defense power parameter of the. game
character present in the middle region 72b.

[0130]

In S2421, the CPU 61 increases the mental power
parameter of the selected game character by the
predetermined value cl. That is, the mental power of the

game character, the game card of which is arranged in the
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As a sales strategy of game cards, gane cards may be provided by a series.
For exanple, gane cards with designs of gane characters in basic forns (for
exanpl e, before growh) may be sold in a first series, and gane cards with
desi gns of gane characters in other fornms (for exanple, after growth) may
be sold in a second series. Also, the duration of each series may be

desi gnated, for exanple, from August 1 to August 31 and the series is
advertised. If a gane card of the previous series is ejected even in the
period of,othemney léﬁrhgé ngr%BEHQE% ggche dTE@BpO%ﬁ%egroﬂgggﬁ the
owner of the arti¢le selling device to care about t eries OP t he
card nowggassabeg2ibat is, if the owner can recognize the current series by
an easy nethod as p033|ble the owner is very convenient. [0137] If a
ganme card is ppusted on the ganme card arrangenment field when the article
selling processing or the game is not executed, the CPU 61 causes the code
reader unit 6Gateorenthtbe chdeppéséhe gavencasd, The G 62nhascaeseries
managenent table. In the series managenent table, identification

i nf or mat conrbepondiing to ehehcsdei esalds fpoavicausbypetregishemedbethat is, the
ROM 62 functions as a storage device that stores a code of an operation
nenber aadrsepgedsonntbenapeoatindi pahelesoffacsebiyesheurbetookrt he
operation nenber in an associ ated nanner. Hence, the CPU 61 acquires

i nf or mat fdapilatedatependfnghensehkeeposdtiespofidihg btpetrhéibdemembecat i on
information of the game card acquired through the code reader unit 6, from
the seri@adnbhageaeat PeapheteThésCcPonErodisgl dgpendénonpor khei on indi cative
of the series on the display device 3. As described above, if the code of
the operBPPdhiRBbefNAE f8adthy @RBer PadPRGtREARS #hEnoERE ghABacsenot
executed, the CPU 61 functions as series information dis control neans
for readf@B PﬁecgﬁFFgél?ﬁf6?ﬁﬁ?ﬁ6ﬁ9c89rEESOBBFH@lPB Pﬁetgﬁdépﬁﬁét&P§playlng
t he serles%hnfora?hlon on the dlﬁg é nmeans. &] Fig. 25 is an

i || ust r aPFBREENBAFRgEESBPShI &9 EREnBPETEE S8, @ge nfBERBERON. A game card
35d is arrang@?lgﬂkthe gane card arrangenent field. A code printed on the
back surface gane card 35d contains identification information

di cat f f first th
o catl ve O BLATS. o fadhineg £al ol RLILES  SELLER IS, U1,
of the fgéﬁ% é§£ €¥s 981&h€od£ﬁ§yéXSQSMEEG Rd. @BSOQQhQQEXthQE ﬁ%@%r of the

article i ng eV|ce can supp gane cards"in thé“artre Sel I'ing device
whi | e Chggktﬂg 59@r§5£5ﬁnﬁeﬁﬁé£?3and the display device displays the

game character corresponding to the game card. Accordingly,
with the present invention, the customer can have pleasure
in collection, which cannot be provided by a virtual card
merely displayed on a display device. Since the game card
is the operation member, the customer can pick up the game
card in hand and directly move the game card. Further, with
the present invention, the game parameter of the game
character can be controlled depending on the position of the
real card arranged by the customer.

[0133]
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[ Name of Docunent] CLAIMS [C ai m 1] An article selling device having a
gane function that executes a gane when an article is purchased by a

custoner, the machine conprising: an article housing unit that houses
a plurality of articles; ~a paynment detection unit that detects paynent
of a consi deration; an eject unit that ejects an article housed in the

article housing unit if the payment of the consideration is detected; a
count unit that counts the sumtotal of considerations detected by the

paynment detection unit or the nunber of articles ejected h it-
and Further, with the present invention, gince tﬁ@’éaﬁééﬁfat uni t;

and the rear guard can be realized in the match-up game on
the operation panel surface, the customer can likely feel
the realism of the match-up. In particular, since the
attack power is increased as the position of the operation
member is at a further front position on the operation panel
surface, the customer can more easily sensuously make a plan
of an attack formation. Also, if the game character serving
as the rear guard is present at rear of the game character
serving as the vanguard, by increasing the game parameter of
the game character serving as the vanguard, the support for
the vanguard by the rear guard can be added to the strategy
for the game. 1In particular, if the support is executed
when the rear guard is arranged directly behind the vanguard,
the customer can more likely feel the support relationship
between the game characters.

[0134]

Since the mental power parameter is introduced, it is
difficult to make an effective attack unless the game
character is arranged at front when the mental power of the
game character is sufficient. Hence, the variety of the
strategy for the match-up game can be increased.

[0135]

Further, when arrangement of the respective game

characters is determined, the game field 70 and the

- &4 -



a ganme paraneter control unit that controls a gane paranmeter, which is used
by the gane function in a current gane play, to be a val ue nore

advant ageous to the custoner as a count value counted by the count unit is
| arger. [C aim 2] The article selling device according to claim1,
wherein the gane paranmeter control unit controls a ganme paraneter
associated with at | east one gane character who is sel ected under a
predeterm ned selection rule fromanong a plurality of game characters who
appear ipctPecgayR. gahh 8hAk3kters argh@iégﬁhgga.se&h'Eﬂed3¥%38Fa890rd'ng
toclaim1l or 2, thFEIn t he gane paraneter control unit controls at |east
one gameqpabABBt 8EeWhi Chnbsgagkest edqundeneaepeadghAr Phaedagel ection rule
fromanong a plurality of gane paraneters associated with”a ganme character

who appeghsrhBtbhe gamethbEChatbBhdhpThecantkphaysal khng é@ksiséeugccor ding to

any of clains 1 to 3, wherein the paynent detection unit detects
i nserti omanhe@.CcoORacbRtiOnyle, athechameethhrgcdeysCEokOthkhpapyhchipse of the
article, and wherein the count unit counts the nunber of coins

det ect edaby theapayardt tHet ectboR uni Hefense scene of the game can

be produced for dynamic change of the display screen.

[0136}

<Display of Series>

As a sales strategy of game cards, game cards may be
provided by a series.. For example, game cards with designs
of game characters in basic forms (for example, before
growth) may be sold in a first series, and game cards with
designs of game characters in other forms (for example,
after growth) may be sold in a second series. Also, the
duration of each series may be designated, for example, from
August 1 to August 31 and the series is advertised. If a
game card of the previous series 1s ejected even in the
period of the next series, the customer may be disappointed.
Hence, the owner of the article selling device has to care
about the series of the card now on sale. That is, if the
owner can recognize the current series by an easy method as
possible, the owner is very convenient.

[0137]

If a game card is mounted on the game card arrangement

field when the article selling processing or the game is not
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[Aaim5] The article selling device according to any of clainms 1 to 4,
wherein the ganme paraneter control unit does not execute the control for
the gane paranmeter if the count value is a value corresponding to a
consideration equivalent to one article, but executes the control for the
game paranmeter if the count value is a value corresponding to a

consi deration equivalent to at least two articles. [Claim6] The article
selling device according to any of claims 1 to 5, further conprising:

a top plate on which at | east one article i s nounted anpd i ch ha
transpar@ﬁ@?uF@d}iEh?;cﬁUr@édPﬁ@S%ﬁiFh?hﬁ?d?eéﬁ§d%?c%%%tp¥29?d%%a t the

the code of the game card. The ROM 62 has a series
management table. In the series management table,
identification information belonging to each series is
previously registered. That is, the ROM 62 functions as a
storage device that stores a code of an operation member and
series information indicative of a series number of the
operation member in an associated manner. Hence, the CPU 61
acquires information indicative of the series corresponding
to the identification information of the game card acquired
through the code reader unit 6, from the series management
table. The CPU 61 displays the information indicative of
the series on the display device 3. As described above, if
the code of the operation member is read by the reading
means when the game is not executed, the CPU 6l functions as
series information display control means for reading the
series information corresponding to the code and displaying
the series information on the display means.

[0138]

Fig. 25 is an illustration showing a display example of
series information. A game card 35d is arranged on the game
card arrangement field. A code printed on the back surface
of the game card 35d contains identification information
indicative of that the game card is a card of a first series.

Hence, the CPU 61 displays series information 75 indicative
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article; and a display unit that displays an i mage of a gane character

E"corresponding to the code, wherein the gane parameter control unit

j udges whether or not the code acquired by the reading unit is a code

i ndicative of a gane character who is a target of the control for the gane
paraneter, and if the code acquired by the reading unit is the
code indicative of the gane character who is the target of the control for
t he gane paraneter, increases a value of a ganme paraneter associated with
the gameoghahat! ehe bChdl BLfh is orlBReARhLELesaRlLENIoeYhEeAACEILYi Ng to

any of clains 1 to 6, wherein game paraneter confro unit S a
result ofjetheecantrakchbenihhey9arBePayanet 8 WHeN RS 9aMBh S 18Qded.

device can supply game cards in the article selling device

while checking the current series.
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[Name of Document] CLAIMS
[Claim 1]

Bn article selling device having a game function that
executes a game when an article is purchased by a customer,
the machine comprising:

an article housing unit that houses a plurality of
articles;

a payment detection unit that detects payment of a
consideration;

an eject unit that ejects an article housed in the
article housing unit if the payment of the consideration is
detected;

a count unit that counts the sum total of
considerations detected by the payment detection unit or the
number of articles ejected by the eject unit; and

a game parameter control unit that controls a game
parameter, which is used by the game function in a current
game pléy, to be a value more advantageous to the customer
as a count value counted by the count unit is larger.
[Claim 2]

The article selling device according to claim 1,
wherein the game parameter control unit controls a game
parameter associated with at least one game character who is
selected under a predetermined selection rule from among a

plurality of game characters who appear in the game.



[Claim 3]

The article selling device according to claim 1 or 2,
wherein the game parameter control unit controls at least
one game parameter which is selected under a predetermined
selection rule from among a plurality of game parameters
associated with a game character who appears in the game.
[Claim 4]

The article selling device according to any of claims 1
to 3,

wherein the payment detection unit detects insertion of
a coin into the article selling deﬁice for the purchase of
the article, and

wherein the count unit counts the number of coins
detected by the payment detection unit.

[Claim 5]

The article selling device according to anyrof claims 1
to 4, wherein the game parameter control unit does not
execute the control for the game parameter 1f the count
value is a value corresponding to a consideration equivalent
to one article, but executes the control for the game
parameter if the count value is a value corresponding to a
consideration equivalent to at least two articles.
fClaim 6]

The article selling device according to any of claims 1

to 5, further comprising:
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a top plate on which at least one article is mounted
and which has transparency to light;
a reading unit that reads a code provided at the
article; and
a display unit that displays an image of a game
character corresponding to the code,
wherein the game parameter control unit
judges whether or not the code acquired by the
reading unit is a code indicative of a game character who 1is
a target of the control for the game parameter, and
if the code acquired by the reading unit is the
code indicative of the game character who is the target of
the control for the game parameter, increases a value of a
game parameter associated with the game character.
[Claim 7]
The article selling device according to any of claims 1
to 6, wherein the game parameter control unit deletes a
result of the control for the game parameter when the game

is ended.
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