[ 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]

[Name of Document] DESCRIPTION
[Title of Inventicon] ARTICLE SELLING DEVICE
[Technical Field]

[0001]

The present invention generally relates to selling
machines that sell articles, and more particularly relates
te 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 chérge 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.

[0003]

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 is purchased. One
card is dispensed every time when a 100-yen coin is inserted.
At this time, a polnt of an experience value is accumulated

in a 'happiness box,' and all stored points of the
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PTL 1 suggests a gane machine with a card dispensing function. If a
custoner designates a bul k purchase, this gane machine collects a charge
for a plurality of rounds of the gane, and causes a card dispenser to

di spense cards by the nunber corresponding to the collected charge for the

ganme when the ganme is executed. [0003] In contrast, NPL 1 suggests a
card gane systemthat realizes a match-up card gane. Mre 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 tine

when a 189@%4?9(9198& n\ééfué néf%t%’de&tté hi St $h 8o £ 3 PALKH £ A, Ak BXPard ence

val ue i s accunulated 1n a appl ness box,”” and all stored points of the

experienge vakUgef eyafded1 19, @ AYHS, OfhOCEURAti S-S 6) £hiehAta thgdext

game play. so, the experience value of a type of occupation 'merchant’ is
al so incpeasedupyeiynt I BrdNSR: 8 Larslss Dk Edased, ewdiel tiiand evedn i

increased.” [Citation List]
card is purchased, and the level is increased.™
[Citaticon 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.

[0007]



[ Patent Literature] [0004] [ PTL 1] Japanese Unexam ned Patent
Application Publication No. 2008-173392 [ Non Patent Literature] [0005]
[ NPL 1] Aut hor unknown, "Dragon Quest Monster Battle Road,"” [online],
witten date unknown, WKkipedia, [searched on Septenber 13, 2010], Internet
(URL: http://ja.w ki pedi a.org/w ki/Dragon Quest_Monster Battle Road)
[ Sunmary of Invention] [Technical Problem
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 1s 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.
[Sclution 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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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

-———— e e—

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

more advantageous to the customer as a count value counted ;

by the count unit is larger.

[Advantageous Effects of Inventionl

[0010]

With the present invention, the game parameter, which

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

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

articles ejected by the eject unit is larger. Accordingly,

the customer can use an advantage given through the purchase

of the article, in the current game play.

[Brief Description of Drawingsl



article for a current gane play. The other problens will be understood
through the entire description. [Solution to Problen]i [0009] To
address the above-descri bed problens, an article selling device according
to the present invention is an article selling device having a gane
function that executes a ganme when an article is purchased by a custoner,
the machine including an article housing unit that houses a plurality of
articles; a paynent detection unit that detects paynment of a consideration;

[0011]

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

[Fig. 2] PFig. 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
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an eject unit that ejects an article housed in the article housing unit if
the paynent of the consideration is detected; a count unit that counts the
sumtotal of considerations detected by the payment detection unit or the
nunber of articles ejected by the eject unit; and a game paraneter control
unit that controls a gane paraneter, which is used by the gane function, to
be a value nore advantageous to the customer as a count value counted by
the count unit is larger.
receiver 11.
[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 is a transverse section corresponding
to Figs. 11 and 1Z2.
[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 receiver 11l.
[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. 19] 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. 21] Fig. 21 is a flowchart showing match-up
processing.

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

of a battle display.



[ Advant ageous Effects of Invention] [0010] Wth the present invention, the
gane paraneter, which is used by the gane function in the current gane
play, is controlled to be the value nore advantageous to the customer as
the count value for the sumtotal of the considerations detected by the
paynment detection unit or the nunber of the articles ejected by the eject
unit is larger. Accordingly, the custoner can use an advantage gi ven

t hrough the purchase of the article, in the current gane play. [Brief

DescriptiO?FQ&_D5§TAng%&_-ﬁé 15994 11 ustration showing an example
of support production.
[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 or
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
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[Fig. 1] 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 gane 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 | andscape
orientation. [Fig. 4 Fig. 4is a front view of the exhibition unit 2 in
which ganme cards in portrait orientation and game cards in |andscape
orientation are m xedly exhi bited. [Fig. 5] Fig. 5is anillustration
for explaining intervals anong a plurality of holes (holder receivers 11)
in the ezxhnbtidoonisndtg@ne whichgnaehes @ Blusabhterard¥er vi ew of the

hol der receiver 11. [Fig. 7] Fig. 7 is a top view of a card hol der 10.

[Fig. 8]ckepacBers afsécffohent kh@d%af%rP@ﬁ%ﬁﬁ 15 REBIRP A IPREFL i on.

[Fig. 9] Fig. 9 is a section of the card holder 10 al B-B'_ direction.
against opponents and determines the outcome ghln 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 is 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
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. 10] Fig. 10 is an illustration showing the card hol der 10 and a

sanple of a card nounted on a card nount surface of the card hol der 10.

[Fig. 11] Fig. 11 is an illustration show ng the hol der receiver 11 and a
head portion 32 inserted into the holder receiver 11. [Fig. 12] Fig. 12
is an illustration showing a state in which a shaft 31 is fitted to a third
openi ng 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

i 11 ust r atdudF sRQWid G Sl %ﬂtimmté@ﬁtﬁg&%@#gﬂ{ai an 4 ncluding

a sectional shape of the shaft 31 of the car 0 ( hape of the
third operiteth-pg ldaae 22r0hbd e didhdaled aceitty dely, [Fig. 16] Fig. 16 is an

illustration show ng

[0014]

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 exémple,
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
member 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,
'aﬁd 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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I cations of the holder receiver 11, the shaft 31, and the head porti
, rtion

32. [Fig. 17] Fi i i

: - g. 17 is an illust i i

article selling device i ration show ng a control unit of

sell - . [Fig. 18] Fig. 18 1is Lo ne

procgggiﬁgocféf'ngé [Fig. 19] Fig. 19 is a flomcﬁailogﬁgagh Shom g article
: g. 20] Fig. 20 is an illustration show ng angeggggle of a

gane card arrangenent field a di

fl i and a display screen. i - .

AT R AR U R S [Fo 22 g 22isan 0
ion showi ng an exanple of a battle display g. 22 is an

operating plate surface on which at Jjeast one game card,

being the operation member, is mounted by an operator.

{00171

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 a communication device for electromagnetic

waves (infrared rays) of 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 meoney or a consideration equivalent to a game

card is inserted. A card eject unit 9 nhas 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 -



[Fig. 23] Fig. 23 is an illustration show ng an exanple of support

pr oducti on. [Fig. 24] Fig. 24 is a flowhart show ng an exanpl e of

def ense 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> 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 gane function. That is, the
article selliﬂg) vice 1 is an article selling device having the gane
function that executes a ganme when an article is purchased by a customner.

|f the game funetionds, facysed;s dhie, Arthe! & sab{ng, deyi ey Ly gray be call ed

game nmachine. In this case, 1t Is assuned that an article to be sold is a

gane carghi BRVGNRE . chPgsi A¥ENELRIL MBYDPenapRLEed:E0oR1 £A8SLE BnWhi gfjcanot her
article (a toy, such as a doll or a mniature car) is an article to be

sold. [084Blbition dRerexhhBbthopluphlilyi §rangatkopcka:hi-gh1sanpl es of
cards on sale are exhibited. A display device 3 displays a guidance
rel ati ngthat sehecofogasdsabpdcBm@nbepset €6As E6rwBXaApPkerdi hol 8eagsuned
that a gane executed by the gane
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 -



function is a ganme which matches a plurality of gane characters of
different kinds (S-person, N-person, U person) agai nst opponents and
determ nes the outcome (win or loss). It is also assumed that a custoner
who is a gane player presents own card to the game function of the article
selling device 1, and hence the customer can have a match-up wth a

mat ch-up opponent (a CPU or another custoner). It is further assuned that,
in the gane, the plurality of game characters nmake a team and the team
makes a match-up agai nst an opponent team Also, it is assuned that a

desi gn ofamdgeame chiarectarion aravinisrdly fe#Etb R ac IS DO sur f ace)
of each card, and a conputer-readable code_ for identifyin ttggecgarre

char act erh¢ tpreegpiie Taventien driwnt DPRe 2t AV e YIH%—E KWEY f ace) .
In this case, a sales strategy may, be enployed, in which a card with a
desi gn re2®ds njn tRP ¥ e - p‘é?%%‘ht?"sl%l%i‘%nt © f9378% %aelf‘%ésl,na card with a
design relating to the N-person is sold in a secqn s&ries, and a card with
a desi gnl3R4EIRR P THR PRI <Y 73 r%?%‘ﬁ% %f‘el? T Series. The duration

of a certain series is, for exanple, one nonth. Sanples of cards now on

sal e are exhi % in the exhibition unit 2. Accordingly, there is an
advant age t hat, the custaoner, .can vi.suall rids. ansahe1sfhe materi al
of a card is?Et:'fgb‘r eseiasnﬁr}e,llplélpser}rraotrl%ﬁjesflyorf real(\igla '?ger, this (fo’ard is called

game card. O%f%%fgggii‘)?gn%?to%eﬁgiegn@tggr@if?ép Ph- &N Operaty ofh panel

surf ace, *§ e ion and an attac ormation in a match-up gane can

be i nst rél%%?gi£90| %n&DUZ. [Or_p&él] e)}éhibitf@nlglf@rg sieqper{inriger slevice 4 is

a device rea Information fromand witing information in an IC card
whi ch isplg ﬁo?é—%ﬂéﬂea0h5f§ef“§é@@§ﬁer§011£X@@¢ﬂfi eaehf1:6 w@rehst ores an

i mage of a garre character (an avatar) selected by the custoner, and a gane
paramet eL (@M EXREFEENGE VEhee £tfaltésedomiyon heo gete Haehwdr on. [0015]
receivers 1la to 11i is explained, suffixes a to i 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 lla
to 11i are determined with a measure so that the cards are
arranged with equivalent intervals as possible. Since the

holder receivers lla to 11i are arranged with the intervals

- 12 -



An audi o output 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 unit 6 functions as readi ng neans for reading a code provided
at an operation nenber and position detection neans for detecting the
position of the operation nmenber with respect to the operation panel
surface. For exanple, the code reader unit 6 reads a code printed on the
back surface of a gane card which is the operation menber, and recogni zes

t he p05|5E8§r&@g e, ghghgmﬁgcﬁgn? Fﬁve yoted. Eh%%kelne%derngnkkhgh has

i ncl udes ateé on east —one’ card-r's "hodnt &d

transpars@gxakg?kégmg ndPd19 6eadhndauiilna! HALn! eAdS JLhE £QdasPiaYi ded at

the gane e top unctions as 't perating plrate surface

on “h'Ch?éktkgﬁﬁto?ﬂ§n9§ﬂ?oﬁaéﬂd Qﬁbngaﬁeecgpaga&homaﬁagésg I's mounted by
an operato 7] di splay device 3 tunctions as di splay unit

t hat d|sggggﬁtgﬁlbﬁaggeoﬁlgegane character corresponding to this code. The
code nmay be nagnetic information. Alternatively, the code nay be
transmtted wdgdgp£] ectromagneti c waves (infrared rays) or light. As

descri bed above, the code reader unit 6 may be a reader/witer device for
magneti ¢ i nf armeri®n,5,0ra ad coranre cal | Dromevheel épr €l @stspnagaet i ¢ waves
(infrared rays) or light. The ganme card nay be a nagnetic card or a

non- cont@ghibCrtandundccdrdonghéohbhdepr eseat venvebai 08, egudirapkay position
of an image of each gane character is associated with an arrangenent

posi ti ontofaedthtanceesponfirog gheertahtd sndehefopkeatkbnbpaneh suitace.
[0018] An operation unit 7 is an input device that inputs a selection

i nstruct?oboofheheotdset oneeeteent Lhy- t oApapchbbe dfshapgase sardpdand an
instruction of the custonmer relating to execution of the game. A coin sl|ot
8 is a s?b? #REoSohi €A %h$%ﬁ%§%sn@hevhbﬁhatbénéﬁﬁéraﬂl@hd@9upﬁatbﬁt to a
ganme card is inserted. Ac eject unit 9 has an_eject slot fromwhich the
purchase@a@%n%o%%?ﬂsl%Oe?%c@%ﬁ ¢eohrat chhe haterag ahdes(ah BReicle housing

unit that ous a
) hibikfzn unit 2. The holder receivers 1lla to 11ii each

have a horizontal width dl.

- [0025]

As it is. clear from Figs. 2 and 3, some of the holder
receivers lla to 11i are first holes each of which is used
when the holder porticon 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 -



4 S s vkl e

amrin o ld e e e 0 e fevea e

e e )

plurality of game cards (articles). - 10 - [0019] Fig. 2 is a front
view of the exhibition unit 2 in which gane cards are exhibited in portrait
orientation. The exhibition unit 2 has a plurality of holder receivers 11
that function as attachnment portions to which card holders 10 are attached.
Each of the card holders 10 functions as a holder portion that holds a
sanple of a gane card. The holder receiver 11 is formed by, for exanple,
punchi ng a pl at e-shaped nenber form ng the exhibition unit 2. In Fig. 2,
the card holder 10 is also fixed in portrait orientation_so that the gane
card cararbe Exhilse t Bdrsn b@le$aﬁreot§@nb9ﬂﬁ6ﬁ.rSFﬁéﬁthéléanéléaralﬁas a

substantially rectangul ar shape, two sides are |ong sid%ffgnd t he other two
si des arklehoklf silds fawsh Bhong R otnd tALL95002ARY ° Y. 3 is a
front view of the exhibition unit 2 in which game cards are hibited in

| andscapeeeri@make DM racd dingieo THEPFESentd i rﬂﬂg‘?ﬂ ilolarﬁ’ thed catt hol der

10 is attached to the exhibition unit 2 in an ofkgoﬂnigérorientation and
| andscapklri et at obS HeFRE, TEHe FHFRT 1IN oriEht 5 1HH of the design

drawn on the gane card js relieved. [0021 1 9. .4 ] r vi ew of
the exhiBFE¢bYeTMi t1 % |Lf%|%lh§g]§ﬂb %?ﬁ a%éwo%ol}?ir:%lgtwérc%ﬁen a%ilgér}%%nd ganme
cards ' Nvhen the holder receivers are attached in any of portrait

orientation and landscape orientation.

[0026]

Referring to Fig. 5, the distance between the holder
receivers 1la and 11b is a2, the distance between the holder
receivers 11b and 1lc is a3, the distance between the holder
receivers 1llc and 11d is a4, the distance between the holderxr
receivers 11d and 1lle is a5, the distance between the holder
receivers 1le and 11f is a6, the distance between the holder
receivers 11f and 1lg is a7, the distance between the holder
receivers 1llg and 11h is a8, and the distance between the
holder receivers 11h and 11i is a9. The arrangement of the
card holders in the exhibition unit 2 is left-right
symmetric in an aesthetic viewpoint. Hence, eqguations are
established as follows: al = al0, a2 = a9, a3 = a8, a4 = a’l,
and a5 = aé6.

[0027]

The intervals of the holder receivers used when all
card holders 10 are arranged in portrait orientation are

each equivalent to a2. That is, not only an equation is
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| andscape orientation are m xedly exhibited. According to the present
invention, it is one of advantages that the gane cards in portrait
orientation and the game cards in | andscape orientation can be m xedly

exhi bited. [0022] Fig. 5is an illustration for explaining intervals
anong a plurality of holes (the holder receivers 11) in the exhibition unit
2. The exhibition unit 2 shown in Fig. 5 has hol e-shaped hol der receivers
ha to Ili for fixing the card holders 10. When a matter common to the

hol der r Lyers.h LLi.is_expbained, suffixes a,.to i,are_omtted, and
he ho) (EFERKELEN0A MO FulalRefXRALNG y‘c§%|5d320|88? F&E8i P8rs 11. [0023]

Accor di ”QqEQtﬁgﬁ EéeéQEébi%ﬁ%&i 90, rbheolateryalsyof  the QOquﬂr Eﬁcg;‘r’gs

ha to Il "are determned so that the infervals when a plurality 0

cards arggexhpbitednin pOrLrghl 9kl €9t 8LL0R: aLe EHHE¥@5E”b}aQ ithe
intervals when a plurality of gane cards are exhibited in [andscape

orientathop are equivalent. A so, even when cards in portrait orientation
and cards I n |andscape orientation are m xedly exhibited, the intervals of
the hol der repcgix®ers ha to Illi are determined with a neasure so that the
cards are arranged with equivalent intervals as possible. Since the hol der
receivers ha $imildaraye ¢ angeshvaldh dhechaties vdds récsdreiagudeqt he

present invention, as shown in Fig. 4, the appearance is hardly degraded
even whewhéheaganeaedrisldarpoiOrart arrengyatli On daddkbepgane cards in
| andscape orientation are m xed. [0024]
orientation are each equivalent to a2 + dl + a3. Hence, an
equation is established as follows: a2 + dl + a3 = a4 + di1 +
a5 = a6 + dl + a7 = a8 +.dl + a%9. 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
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In Fig. 5, a distance al fromthe left side of the exhibition unit 2 to the
hol der receiver lIla is equivalent to a distance al0 fromthe right side of
the exhibition unit 2 to the holder receiver |li. Also, the distances al
and al0 are set to distances at which the lateral sides of the card hol ders
10 do not contact the lateral sides of the exhibition unit 2. The hol der
receivers Ilato Ili each have a horizontal wdth dl. [0025] As it is
clear fromFigs. 2 and 3, sone of the holder receivers hato |lli are first
hol es each of which is used when the holder portion is attached to the

att achmeshaperof ovhsofthat ¢penbry epeation ihes HEk R ACTASHA0 (the

hol der portion) is a first direction (the vertical direction) wth respect
to the exhabetebna untéad2poniicecdAdtietl ess eaPP b WP o i €R4UsRE @when the
hol der portion is attached to the attachnent portion so that the

ori ent at sbatef 31 hehab| GaFepdst fHPM &ha RacbneNaf3eet?br (A HEY % ont al
direction% that is different fromthe firsé direction b¥.90 ¥ﬁth équect to
the exhi BPtPnthni €apd Ret@eFi hY- t A FPGSONS ORAFBI RREEIFPP st Hdtes?are the

hol der receives ha,_ 11b, lid, lje, lit, Ilh,and Ilj. Referri to Figs. 3
and 5, tFRBP8ERBRhHALbY edPuPELEALhaPEPITR e?@%%eha,f??cfnY%%%Q lg, and I1i.

As it is_clear fromthese, fi I d i yers: ha, Ligoand I
e comnbAeRBFELIah AL ar B HORd GHAN LS hot orF Aoy Ve 0 iFe: &t Zohed i n

any of pg5§agL%ggg%§Q%§é'ggsgggn£g§d§899509f&fﬁ%ﬁ%é@@ri£99@§1 length

Referrin ; nce befween t he receivers haand Ilb

i stance et tich TRECEOT Aot oraehi ei s TTe SRt ia i an "the therande

di st ance fileeh t cei vers c an idis a4, the st ance

between the.bhgl dep kgcgi ] L8t i Snab, shhge dbst eREeshetnesn t he
hol der réggFggbngi%gag%ﬁﬁ?griggag?gtﬁgegis?anc% ﬁg?meen theShoIder

receiveréxkg§d§ﬂg h9ohStad phhe disransecbetMeenaihenbeydeo secehwers hg
and 11h i's a8, and the di stance between the holder receivers Ilh and Ili is

a9. The aLrangengAt ©b.t heneandihekdeeseifethel exhibitiongthnid02ins

left-right symmetric in an aesthetic viewpoint. Hence, equations are

establ i shed gsrtokhowgiraktsoal 0, Fedm=amOngad plaBalady-of7sided a5 = ab.
forming a fitting plane Pl of the holder receiver 11, the
shape of a bottom side Eal located at the lowermost position
in the vertical direction is significant teo allow the card
holder 10 to be attached in landscape orientation and
portrait orientation. In 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.

{00301

Fig. 7 is a top view of the card holder 10. The shape

of the upper surface of the card holder 10 is a
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[ 0027] The intervals of the hol der receivers used when all card

hol ders 10 are arranged in portrait orientation are each equivalent to a2.
That is, not only an equation is established as follows: a2 = a5 = a6 =
a9, but also an equation is established as follows: a3 + dl + a4 = a7 + dl
+ a8 = a2. This interval is called first interval DI (D1 = a2). [0028]
Simlarly, the intervals of the holder receivers used when all card hol ders
10 are arranged in | andscape orientation are each equivalent to a2 + dl +

3. He ' ' tabl i d foll . a2 I 3 =ad4 +d
25 = a6 upftafEiALl PErLoeRRbRbeL SURRRET b ror BarpEaodefEa ntorval
D2 (D2 :(ﬁésg gél+e 3%heT¢§ é?téﬁrﬁ%céhg f%ﬁétflpggrgal gﬂ 0 %h gecond
i nterval s su s@antla % equi val ent fo an aspect Ya |%e£aora D of a

| engt h g%m AOEGSROLS - pA L% 1 T eglt Oflid OBl 880! Bo Ly bills L B, On- 1 de

directi of a first surface (a gane car unt® surface) of the card

hol der 1&@503@@&%&@% ec®fqt hey gﬁﬁfsgaégplsg'f@-pgzgtigﬁrzsxmlewi{a%% hfi st

aspect ratio of the sanple of the gane card is 2:3, the ratio o

interval amngwﬁ@ew@%nﬁhé AeFyatidR 66 ehs80r2vS: §0PELe, andFig. 6 is an

enl arged view of the holder receiver to which the shaft of the hol der

portion $sppotteda firithi Sn@Xsspt fon ttl€atol desnreggévelodd RS 1hrge
opening portions. A first opening portion 20 is a rectangul ar openi ng
portion sddd &ihertzvonted tleagidmele antl thaecsigal fengiht d2u1dhe
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. 1In 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.
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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 shape. The inverted
trapezoi dal part has a height d3. Athird opening portion 22 is a
rectangul ar opening portion with a horizontal length d5 and a verti cal

| ength d4. The shape of the third opening portion 22 is simlar to the
sectional shape of the shaft 31 extending fromthe back surface of the nmain
body 30 Diiet feucsn dsinopoer QOrt e HepRierts etef KEFLN ICHALP AT MYt h dO in
the vertical direction. Fromanong a plurality of sides formng a fitting
pl ane 2labéng hehdoblert Tetés v@FraatiemeoshepR HI™RL ot t om si de Eal | ocat ed
at the | owernost position in the vertical direction is significant to allow
the card hol d€t930 to be attached in | andscape orientation and portrait

orientation. In a state in which the exhibitio ni t i-S._attaghed to the
case of the &Fitdcl® I3 iSfFd&SA 1tha?nd:aﬁfr£ Hﬂl]tcfe(ﬁ elogéﬁqnﬁg%de%vi celis

i nstal | ed horizgntal syrf the bottom side Eal i ide that i

| ooat ed & 70Hb1Pouer RBSLBEL 1 DT 0 HESyer 0T ol i P 3 79 o anong ¢ he
lurality of sides. [0030 Fig. 7 i i I d

To." The BRGpRZBISTRE thpor TaETRbE BoY il ot RofaEy gl a0t
bst ant j al t apgul T d th

pper SUPTabiebr 1t et FAESCuTTER) S ot e Car 6Bl (e 10 P S 1Sast two

SUDPOT{ BOL! E9DS{ OLpSUPPORLLAGOLNES CBRA. ek Sha SuBRtete RS id o 25 1o

provi ded alfong - Si Irection of e first surface, and supports a

first end;porLi halql St aPh&dgseral fBEnt heutpage ss e diiesd i rthe
sanpl e O€7t§%&0§?3§9?%dp§Ft?%§|g%f t he firs? suppor t porticwlig?%gevents

the sanp grqgﬂﬁf abLhngafEoant hel credsbet denal0shesauservdt the, grlawi ty when
the sanpte of the card is exhibited in | andscape orientation. [0031] A

second seppett sPEHbEENEBLisnPrOVaAEdt AL Otgi thesapostt spolet dom e2Ti on of the
first surface, and supports a second end portion that is an edge along the

short - si dgcdi heeti @nsappbhe gaspie. 3pniparpinchang 4he sepspmdt Suppor t
portion 26 prevents the sanple fromfalling fromthe card holder 10 because
of the graui k¥rwhenThBesganpl 81o&ntiheheahdadispexrhibnt 28 ane poreyhied
orientation. [0032] .
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. 1In 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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In Fig. 7, a third support portion 27 is provided as an option along the

| ong-side direction of the first surface. The third support portion 27
supports a third end portion along the |ong-side direction of the sanple of
the card. Also, although not shown, a fourth support portion nay be

provi ded al ong the short-side direction of the first surface. The fourth
support portion supports a fourth end portion along the short-side
direction of the sanple. [0033] Fig. 8 is a section of the card hol der
10 along_A-A" direction. The card holder 10 has the nmain body 30 as a
primary peRei 8f. aTHeChathebbdysBosHRBoatcRPEtABUNENSULthecEhsirdt hat is the
first surface on which the sanple_is nounted. The first support portion 25
and the FHPPETEUBPEFLCPOREFoAN 2T A KepEBaPRedthe ERECBEr GuRPEHE surface Si.

These support Oé%ions each_have an L-like sectional shape. That is, the
first suﬁ%ﬁ?%ogo i BAY 281 8RYY t RRVEhRrRdTshph6r ECpELOP8A SaBgeh RBve a

support oove 33 f pi nching and supporting the card. The shaft 31 and
t he headgéb?tF%ﬁeSZQQ?eS%?BQQdQHPE?I hgoﬁﬁﬁﬂ sHPFEcBO&2D8V et Re mai n body

00, ot o sk o bLeaBagtes  hanes(t Pessesng aut(peel-olplie iy boay o0 I
Fect Lonbosbags MATa, LARIELCRLRS (DAL ARERLeRor L8 BoRLL pTa 100 o
Dot uesy D RecgrdeLatangeL oGgk ehofl ol PECK LSS ObGLDE [115L
Chnoc | ort Tk iy Ona ke secondavenLeecl| nazeylaseenninienbodcl e
suppor tipgréhen cahd. tWS fourth support portion may not have the
support grooves. Alternatively, the first support portion
and the third support portion may not have the support
grooves, and the second support portion 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 cl. If bl = cl, the
sectional shape of the shaft 31 is a square. 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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|l ong as any of the first support portion and the third support portion has
an L-1i ke shape, the second support portion 26 may sinply have an |-1ike
sectional shape. In this case, the second support portion does not have a
support groove. Hence, formation of the second support portion can be
sinplified. If the fourth support portion is enployed, the first support
portion and the third support portion may have the support grooves, and the
second support portion and the fourth support portion nay not have the
support grooves. Alternatively, the first support portion and the third
support portian mey nat have he sipiper tstgnoowe heark achdadétednd Suppor t
portion and the fourth support portion may have the support grooves. [0035]
As it is_ glhear feomFigst Bnandadd mbentetieonheltt SAr@nECihe HEatd Portion
32 are cut along a plane parallel to the back surface or thg front surface
of the ngiknRhedya38, hbheesetoi ondhrehapedes FEEom18)0RF et it BhGul ar shapes.
That is, one side of the shaft 31 has a length bl, and tge otheghgide of
the shaft;3ishas enkesgiplel ofl & beme gprdiRa &8t PBRBPTERApRY of "The shaft
31 is a square. One side of the head portion 32 has at|689£9859’ and the

ot her si dappbrtherbeadspoft thba 8RokasdgsFEAGER EEPPPF-bB S-¢T " f he
sectional shape of the head portion 32 is a square. [0036] Fig. 10 is
an illustrati pao3hdpw ng the card hol der 10 and the sanple of the card
mount ed on the card nount surface of .the card ho r h des from
among the fouFigidét o6 ehelshWpreabion ﬁaﬂ%l%%r%g§5hé$%e%ﬁ%%§??t%§by t he
support grooves of the above-descrihed suppor. oLt 1.0ORnS.: 03é&Lkeiver Fig.
11 is an 1l laust the dsasheRLhgCh zh&PﬁgF%Fecél&grE%% gﬁéd%%e§%ead portion

32 inserted into the holder receiver 11. At .i.s d B nkh of the.
, . : fiourd Jbhat nbheoatean
first opédi.ng Worits dewd Hathd fords” Fgéépﬁerlll |§blarggr than the area

of the sectional shape of the.head.por.t + ARSQ, thle lagekowtd thieat t he
area of tafe ahithe SsesiSty FFoH e 29 ilsé g%all%‘%err than the area of the

sectional shape of the he or t] chhg, dixr ectalg,i ndj dat ecbunyl arrow in
Fig. 11 i se Gt QMR SR 17 V Fiﬁ%%#igﬁ?%ction. Hence, by sliding the card

hol der 10 in the arrow directi.Qn, af Hiod i42 éd tsmeatlleert hi rd
openi ng pg?gﬁo &Area odf t%é Hyrd h?pegfﬁ d ng L

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 1is
fitted to the third opening portion 22.

[0038]

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 1is determined to correspond to the

sectional shape of the shaft 31, the card holder 10 can be

- 20 -



[ 0038] Fig. 12 is an illustration showng a state in which the shaft
3l 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 hol der
receiver 11 is determined to correspond to the sectional shape of the shaft
31, the card holder 10 can be - 20 - stably fixed to the hol der receiver
11 in any of portrait orientation and |andscape orientation. Vibration is

somet | mos, agp)! edhLg Lhechashophobhecartycleigelhl ngy deyl g6y tabaving the

gane function en the custoner enjoy me. Eve such vi bration

I's appligd; chbgr £8A 029! 08004020850k PeREt Sbh D! ¥iBEL ] BY EFe hol der
receiver 11 so that the card holder 10 does not fall. [0039 Figs. 13

and 14 agem&ethed LHBNSYEI 66 BBEL OB COET E8ROAIE NP1E0sEL USngldeqde12. The
hol der receiver 11 may not be the sinply punched hole, and ?he hol der

recei veri ldaveyghene gahet FaACpebhi ahefl thkalc RAGARES oM fdyaAn RNt S f ace
of the head portion 32. Since the bottomportion 40 is provided, the head

portion Blenfwhédre dhotWevibeseiveridlappyesdfronetberfli haldepenpngaporti on
20 to the third opening portion 22 while the head portion 32 of the hol der
recei vertdlbsl| rebsalohy theldadby onhpontdidar 40ecdieor dihgby, thhe bhet om
portion 40 functions as a guide for snooth novenent of the head portion 32.
That is,cahe kaldeholBledod® mwan Helkasily attached to and detached fromthe
hol der receiver 11. [0040]
' [0039] .
Figs. 13 and 14 are each a transverse section
corresponding to Figs. 11 and 12. The holder 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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Fig. 15 is an illustration showing a variety of conbinations, each

conbi nation including a sectional shape of the shaft 31 of the card hol der
10 and a shape of the third opening portion 22 of the hol der receiver 11.
According to the present invention, the shape of a side Ebl that contacts
the bottom side Eal when the card holder 10 is attached in | andscape
orientation, and the shape of a side Eb2 that contacts the bottom side when
the card holder 10 is attached in portrait orientation are substantially
simlar to the shape of the bottom side Eal. The side Ebl and th i de Eb2
are si dekctorddng thethecrTorrnt shapnbion hethhathara f & h%l‘%earFﬁoﬁol der 10
and contact the bottomside Eal |ocated at the | owernpst po itiod1 in the
verti cal thiRf ee@RerCEs orrandigt ehes ierkat (Yt raedy rkffﬁn%rtl"ge %% ting
pl ane Pl of the holder receiver 11. chge. 15(a)

0041 F
shows a 3EeaFlRdlin h]a%‘éd%?a}?%eo%%‘ﬁ;%ﬁo%\}we@q h@%g?r}baeé(l%rgdérea 10" in
trait ientati , ti | sh f th haf d
ol der 1857 SCRA | GOeinR v RTeE T e rd i e 7 e g
ti 22 of. the, hold i 11.. 1 ' . , th
Poct i onat Curaned h PEERH Shar St o Phe Lt P S e St t g
the shaf{ Sl 2l ang,pl apes, DA LG §0ud . BeCORL st dace, Pfaddie il n body

30. Accol@i € present i nvention, since e card hol der 10 shoul d be

able to be,aitashed.in;any l-pordrend Skientalionand dandsoaneec

ori entation, Sectiona ape e shaft 31 of the card holder 10 and

the shapg;of st PRt hird OPEALPILPOLLE OBRZaOf tHe hotesh sateimer 11 have to
satisfy a certain condition. The sectional shape of the shaft 31 is a

shape whepcLpeqshaflthdllbse fhbst Npds HE1eCtiRntparadtelcdd diweamiort surface
of the sanple of the game card. [0042]
from among the plurality of sides forming the fitting plane
P1 of the holder receiver 1l.
[0041]
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 11 have to satisfy a
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Referring to Fig. 15(a), the sectional shape of the shaft 31 is a square.
The four corners of the square may be chanfered and rounded. The card

hol der 10 can be attached in any of portrait orientation and | andscape
orientation as long as the shapes of the 90-different two sides Ebl and Eb2
form ng the sectional shape of the shaft 31 are simlar to the shape of the
bottom side Eal of the third opening portion 22 of the hol der receiver 11
(the side which contacts the side of the sectional shape of the shaft 31).

The side E@kgggyeggahkgbnto the geggiahQE dhape! bendfb Lhgcseaqnd syrface

of the main and fhe side ara to the's ort S
di rectiophgbet igeneenndsayEtage o6 the ¥mi g Q99¥c§%aPTB§%aU§elt@% certain

condition 1s that, in the sectional shape of the s tained by cutting

the shaftninmbhgt phaneapar gkl ehet gaﬁlﬁﬁesgﬁoeﬁesgaﬁa%ara.fI rst shape in a
direction parallel to the |Iong-side direction of the second surface and a

second shape [op4epdirection parallel to the short-side direction of the
second surface are conmmon shapes, and in the shape of the hole portion
functioni ng asefderhog des Fogei VR(a) | hehsheper Dinal pordponofi thed to a
portion with the first shape of the shaft or fitted to a portion with the
second shapétoBlthe shafitars.substanbual byrsensl af thet bqubiresmashspe and
t he second shape. [0043] Since the sectional shape of the shaft 31
shown i nckragfetédagnidsrohedsquar 8het her80hdilfiter At chmobsi désabbtld have

| i near shapes. O course, the bottomside of the third opening portion 22
has a |iheaan¥hapeporctaiti pgigntahece and senibappeocvhenandtiper asAs
descrlbed above, the condition to allow the card holder 10 to be attached
in any ofoR@rafabheopianeat pEnthnddPardiskiarkent i trr a3ides iBol handt he shapes
of the two sides, which are two sides fornm ng the sectional shape of the
shaf t 315%%dfﬂ5Wén@0tH?f?%@Eh?nﬁbrﬁﬁﬁpﬁlPéc?g6n§ha§Fe3§|ﬁfﬁaﬁlmélﬁﬁe shape

of the bottom side of %he third qgenlng Bortlon 22 of .the hol der receiver
11. [0045? the shape of the bottom sid al 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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Fig. 15(b) shows a sectional shape of the shaft 31, the sectional shape
being an equil ateral octagon. Two sides with 90-different nornal directions
fromanong the eight sides formng the equilateral octagon each have a
shape simlar to the bottomside of the third opening portion 22.
Accordingly, the condition to allow the card holder 10 to be attached in
any of portrait orientation and | andscape orientation is satisfied. [0045]
Fig. 15(c) shows a sectional shape of the shaft 31, the sectional shape
being an isoscales right triangle. As it is clear fromthe figure, the

i soscal eSitiemhtte rd anetlelan solEatike i eacene LARE t9b o Hadw the card

hol der 10 to be attached in any of portrait orientatiaon and | andscape

ori ent at$@pstqmousily simFar Ax(Ehe shbigt SRaRe I tRGIGREDY t he shaft
31, the sectional shape being a trapezoid. As it is clear fromthe figure,
two si de®ha®®h 90-different normal directions are simlar to the bottom
side of the third opening portion 22. Accordingly, the trapezoid al so
satisfies thd ition to allow the card holder 10 to be attached in any

of portrait arjientation and | andscape ord entatian., [Q0 P = 15(e)
shows a sect iUl stﬁ’a?pésecs:fr]“tcﬁ']@l r?gjf P& (HE ssé%t%ltor?% A“%)]r?éqﬁle lglei#r%g'obt ai ned

by S SeLLLDD £ SOHET S0, 45 A0 sy sBssedhie Ahaool ke, Bobgom i de o

the thir 0 anged to correspond to the

secti onal  shape.of, the shafL. 3. Refer 110050 4hee fdgusie dHlergondition to

al l ow t f or : e aftached in any of portrait orientation and
of the SERPTLET PoE e % G T e o o e when T he shatt Bite. STre
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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rotated froma predeterm ned rotation position by 900. That is, if the
condition is generalized, the condition is that the shapes of two sides
(edges) in 900-different directions are simlar to the shape of the bottom
side (bottom edge) of the third opening portion 22. [0049] Fig. 15(f)
shows a sectional shape of the shaft 31, the sectional shape being a cross.
As it is clear fromthe figure, the condition is that the shapes of two
sides (edges) in 90-different directions are simlar to the shape of the
bottom side (bottom edge) of the third opening portion 22. In Fig. 15(f),
whil e the shal&4di] t he bottom side of the third opening portion 22 is
sinply linear, the shape of the bottomside of the third opening portion 22
may be a shapel&i M1 &) (W3 cweteHalInpbrihawe 3L tHee c3lozst shhpethen this
case, rattling of the card holder 10 with respect to the hol der receiver 11
can be |$ReFyORRYuBRAPS[DOERY an igpgcaisEgyighbukraasede onBF Lhapé of the
shaft 31,lthe gectional shafe bei ng, a subitantlal cross enpl oyi ng curves.
Two si deSIERBgEES™ heof 4P Fer ehbediPREtRroRS L+@DE| FFLARILS #h&Oshape of
t he bottom side ébotton1eg e% of ,the third opening rtion 22. Hence, the
card holﬁg%li tRAnthe G gﬁ ﬁniﬁoaﬂ§£8V B%?t?%Fa Bgfgﬁfagpoﬁoahﬁ | andscape
orientatiopn, ;.45 any of portrait orientation and landscape
orilentation.
[004¢6]
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.
BAccordingly, the trapezoid alsec 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
sectiocnal 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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[ 0051] Fig. 15(h) shows a sectional shape of the shaft 31, the
sectional shape being a quadstar. Two sides (edges) in 90- different
directions are simlar to the shape of the bottom side (bottom edge) of the
third opening portion 22. Hence, the card holder 10 can be attached in any
of portrait orientation and | andscape orientation. [0052] As descri bed
above, if the shapes of two sides (edges) fromanong 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 openiqgaportion 22, the

card holder 10.c e, al L aghesdrhimaayrofapoot rpesitidriat¥dn afdatandscape
orientatF%ﬁ?gﬁﬁegggﬁi% al sides (edges) other than the two sides (edges)

sati sfying th Egﬁdggﬁgﬂtﬂaﬁ eachehavel anyd shelpe. CeRMEVEPD BS cOfdition to
be satistied y the residual sides (edges) is to each have a shape which
does not FESEHEBeEhgthH& Bgdet tbagebaf in320f ey FigFsHiid horti on
22. [005§ Fig. 16 is an illustration shomﬁng nodi fj cati ng O%fthe

hol der recei werildr thetababhapé, ofindhehboheal BoFEi HROSMFFYY 1608) shows
a nodification in which the shaft 31 and the head portion 32 are integrally
nmol ded asnpa RhHisH opedihbepbaltden Zéceiver 11 is a box that can house the
prism The sectional shape (a portion indicated by oblique Iines) of the
prismis simlao4bd the sectional shape of the corresponding box. That is,

two sides (edges) in 90- different directions formi t ctiongheshape
of the prism atg.slAi(Ear showshe 5eetioRat §ﬂﬁB% 8£]Fﬁ% ggifgorréspoﬁding to

the bottom side (bottom edge) of the third apenin rtieQR22neHence, the
card hol desctli®redn shepst el § ¥ -of oﬁ&réﬁtggggéntation and | andscape

orientation. _
figure, the condition is that the shapes of two sides

(edges) in 0p°-different directions are similar to the shape

of the bottom side {(bottom edge} of the third opening

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
pe 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 gp°-different directions are similar to

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

opening portion 22 . Hence, the card holder 10 can be

attached in any of portrait orientation and landscape

orientation.
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[ 0054] Fig. 16(b) shows a | atch nmechani sm 50. The | atch nmechani sm

I ncl udes 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 |andscape orientation by the latch
mechani sm 50. Accordingly, the orientation of the card holder 10 can be
changed althgggﬁxhhe card holder 10 is not renoved fromthe hol der receiver
11. [0055] <Control Flow of Article selling device> Fig. 17 is an

|1 1ustration sfiowi g3 GaiyPla Wide AndNesiidd £ S8l HiMgedey] cepét CPU 61

real i zes the gane
sectional shape being a quadstar. Two sides (edges) in 90°-

different directions are similar to the shape of the bottom
side (bottom edge)} of the third opening portion 22. Hence,
the card holder 10 can be attached in any of portrait
orientation and landscape orientation. |

[0052]

As described above, if the shapes of two sides (edges)
from among a plurality of sides (edges) forming the
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 hcolder receiver 11 is a box that can house the prism.
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i

function and the card selling function by reading various prograns and data
stored in a ROM 62. The ROM 62 is a nonvol atil e storage device (e.g.,
read-only menory, EEPROM flash nmenory, or hard disk drive). A RAM63 is a
vol atil e storage device (e.g., DRAM that functions as a work area or the

| i ke. [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 noney or a game coin which is lent in return for hard noney.
The coi nThiet sett denahi shade by berbhon GlediepFeddey /o idie deATR) t hat
col l ects purchase noney (a consideration) for a gane c%%g from an

el ectronpE thehprhsd (8| sthibaf ctoafiet§SchirtrhsSEEe WAGN'® Suica, PASMD,
or nanaco. Al so, the coin detection unit 64 may be an |1C card reader/witer
devi ce thArrespPeeiBgphPEhasEldbney (AR oPsFHer ?ggﬁﬁ)f%ﬁ gane card from
a credit card. As described above, the coin detec%iqg unitf64h£unctions as
a paynenflgeesert oRlEAFEL PRt L OB ERY st RayTRRT T 0Fah ToMeT det ation. [0057]

When a card eject device 65 receives an eject_co r mtted fromthe
CPU 61, Pﬁésﬁa?ﬁeefé@%fﬁEvFﬁet%% 2F et 3 eg%%?%qgﬁnghéﬁgggard housi ng uni t

R S P Lk L

detects 2t a 1 0n, ons” as an eject unit that

ejects a card housed, in the card BOUSHOOCHPithol 805810 Then displ ay device 3
di spl ays°variB8sFYages and ’
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 €1 realizes the game
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information in response to a display coomand fromthe CPU 61. The IC card
reader/witer device 4 reads information froman inserted I1C card and
transfers the information to the CPU 61, and wites information in an IC
card in response to a wite command fromthe CPU 61. The audi o out put
device 5 outputs an effect sound and a voice nessage in response to an
out put command fromthe CPU 61. The audi o output device 5 includes an audio
circuit and a speaker. The code reader unit 6 reads a code drawn on the
back surface of a gane card nounted on a card arrangenent field surface

i ncl udedfincthencadd readerrdnbeléingdfhavthgnt banspadéngyvaoibught, and
decodes the code; and recognizes the nounted position of the ganme card on
t he car dPBEPgaAGenthd fabpdsSsoredcén geReMabds cBbedRAMt €2dasaa and sends
t he decoded data and the coordinate data to the CPU 61. The card

arr angenBPRVPi_F 8L uPFaERIROAPELEBNES - Bor t KB2dDBY Y dBSEBPFBedEEBBOYL at e and
operating}glate surface. The ogergtion unit 7 includes a plurality of

dpatfbn

butt on st t+ERSESMARY sBhdla dppBehti ot BPYn&P LHIRCHPLBELSE whet her
each button is pressed or not, he U_61. .[0059 Mai n_Fl owj
Fig. 18 TEOR9PoUEhaTT Lot ngD%%%L taf EBPFFﬁénﬁra%e sPAgK PRE31861, the
CPU 61 &ﬁggef whether a coin is inserted or not. For exanple, the CPU 61

et he

j udges }k?he CPU 61 receives the coin detection signal indicative of

t he detectioWdH épe coin fromthe coin detection unit 64. If the insertion
of the coin is detected, the processing goes to S1802. [0060]

A coin detection unit 64 detects whether a coin is
inserted into the coln 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 money (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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In S1802, the CPU 61 displays a nmenu on [ [

: ; the display device 3. Th i
&ﬁ;thgguiag Las?oﬁ;ftonfr (a pﬁrson who purchased g gane card) agozfnu e

_ ~cl only purchases the gane card or the cust
ganme in addition to the purchase of the ga ustom Biabs, ("
the CPU 61 judges whet her the custoner dg s 1o ol oy ti i iead
_ esires to play the gane or
exanpl e, the CPU 61 judges whether a si i o it
. . . dge: . gnal input fromthe operati i
is a selection signal indicative of that th B et on of |
only the purchase of the gane card, or oot onTel gnel S eactusl of ©f
: a selection signal indicative
that the,gust oger. Sgl echeRl e Obathes yare dev ookl 65 oPetecthet R Y ose of
goesgto rd. the custoner selects not to play the game, the processing
goes 10 ?%gﬁgggﬁég-%?é08@3%;dera?i@nSlﬁ@ﬂ¢tih@SCFQJ@Q eFaREMELt t he ej ect
of ejection of one ganme card, to the card ej i

gfécy\hgggﬁgg %gég}:gl Eembaﬁhgvmsﬁséa iecehgesarfiehepathd cBh+aNd eJt ﬁgtcgre\d“ °

. 65 ej ects one gane card. [0063] In 31821 ih
?hsplays a cofmosspertion guidance on the display device 3. Thg gﬁ?n6l

sertion guidance contains, for exanple, a nmessage, indicatiye of that the

custoner can fhethe g i ; .
addi ti onal co?n% [Og%g?YC&aEacanbt®E$pb%ﬁ% G R TIRICustder inserts an

information in response to a display command from the CPU 61.
The IC card reader/writer device 4 reads information from an
inserted IC card and transfers the information to the CPU 61,
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 volce 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 back 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 recognizes 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 61. 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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In 31822, the CPU 61 judges whether the coin is inserted or not. If a coin
is inserted, the processing returns to 31820. In contrast, if an explicit
signal indicative of that additional purchase is not made is input fromthe
operation unit 7 to the CPU 61, or if insertion of the coin cannot be
detected when a constant tine has el apsed, the CPU 61 ends the gane card
selling processing relating to this flowhart. [0065] In contrast, if the
custoner selects to play the ganme in 31803, the processing goes to step
31804. The gaF@oggpording to the present invention is a match-up gane in
which a plurality of ganme characters are divided into an own team and an
eneny team anpuie OWwieam and the eneny teamare matched, and is a

mat ch-up gane in which the CPU 61 judges that the own team|oses if the sum

total of physiiogl POwes Pafbseiiedst | skbehid vgand Ehysi €al1peyers of all
gane characters belonging to the own team becones zero, and the CPU 61
j udges thadbctheiongn tEAnSWBOS, i théehePBuALt 9hdbesf wpbyheeak powar iparaneters
i ndi cative of physical powers of all ganme characters belonging to the eneny
t eam becbnesrizedoor[ 0066] For example, the CPU 61 judges whether the
CPU 61 receives the coin detection signal indicative of the
detection of the coin from the coin detection unit 64. If
the insertion of the coin is detected, the processing goes
to 51802,
[0060]
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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In S1804, the CPU 61 displays an IC card insertion guidance on the display
device 3. The IC card insertion guidance contains, for exanple, a nessage
for pronoting the custonmer to insert an IC card into the IC card
reader/witer device 4. The I C card has unique identification information
for identifying each I1C card, avatar information indicative of an avatar
(ny ganme character) selected by the custoner, a gane paraneter obtained by
executing the gane, and other information witten therein. For exanple, it
is assuned that the content of the game is that a plurality of gane
characters cd¥donding to a plurality of gane cards nounted on the code
reader unit 6 are matched against a plurality of .ga characters prepared
by the CPU 6L af &therithde W lud G He % eor?@%—‘:rs{l?d:é) character is

i ncreased in accordapnce with the_match-up result anohthe Ie{a(peré&pce val ue

i s refl etRSHCR o YReP hexd CantOT st Broand™® et m/t GarmS CFaractEr i s
| ected by, th t .. [ 0067 . I n,81805, :
Tnsert ol THHEE L | VLD b Racer i 7ot "t ee & TRt BB e GRS e
b -d ib i i, nf t i on. t he I1C d
Fonder  vr T ey f i ST SO A8 B [ dfects (iE RO RIS oF

i ndi cative of dﬁqhest]her the nmy gane character has been registered or not, as
part of the aR/a ar  information. [0068] In S1806, the CPU 61 judges

whet her the my, g%lr@zlcrha&pectﬁu F@S_&&Eiﬂ%ye_giast&ﬁqﬂ s dhM8 JriC rardh e not
a

based on the re avatar information.” If the ny gane character has been

regi Ster&q’tﬁ@edféyﬁ§§§séié‘gigée§.toTlgéS@@in'inééﬂﬁtMng@lﬁ@i&ﬂf@éaCt er has not
been registered, the processing goes to 81807. [0069] In S1807, the

CPU 61 eé@ﬁt‘é?ﬁsf”ﬁéﬁsékéhﬁppé, C4 eabiSggd Iydpeseiehashctiest e CPU 61
di splays a plurality of gane characters being candidates for the ny gane

char act epyus08méhecgh sphayndevpaescBasEuahbeher t hen€Rth 64 Uf spiays a message
for inquiry about which character is selected as the nmy gane character, on
t he di sptaytée¥icenderhesanaasdéiecotnah soimal indicative of selection of
any one of the characters is input fromthe operation unit 7, the CPU 61
wites identifédeéion information indicative of the gane
In S1822, the CPU 61 judges whether the coin is
inserted or not. If a coin is inserted, the processing
returns to $1820. 1In 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 $81803, the processing goes to step 51804. 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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character corresponding to the selection signal into the I1C card through
the 1C card reader/witer device 4. Further, the CPU 61 di splays a nessage
for pronoting the custonmer to input a name which is given to the ny gane
character fromthe operation unit 7, on the display device 3. The CPU 61
wites the nane input through the operation unit 7, into the IC card
through the IC card reader/witer device 4. [0070] In 51807, the CPU
61 transmits the eject command indicative of the ejection of one gane card,

to the cardnehifgt adedheRy SPeaMNSRt PRCALA ELERT 2HEVLAS gﬁeéﬁcF%éﬁi]the

ej ect command, the card &ject device 65 ejects one gane car

In 51809;r& hga €PRLE] §haPiays hBechOLp §BSET thopnguhdaneeces %Ee di spl ay
device 3. The coin 1 nsertion guidance contains, for exanple, e nessage

t
indicatiy@d@ésthnattbﬁecaﬁﬁpﬁeamcaasésr1betheugﬁmaﬁstamOBEeghg@ﬁeaﬁard i f
t he custoner inserts an additional coin. [0072] I n S1810, the CPU 61

j udges whetderparsnétets ingeciedverofophybycalj pdgaest orehnodgsigi lar to
51801. If a coin is inserted, the processing returns to 51808. In contrast,
if an exphacattsignaélongingttvethé dhat taddi beooabspueebasendstnet nmade is
input fromthe operation unit 7 to the CPU 61, or if insertion of a coin
cannot beP@eteciedogebenhat constawmh team wins if the sum total of

physical power parameters indicative of physical powers of

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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time has el apsed, the processing goes to S1811. It is assunmed that the CPU
61 counts the nunber of inserted coins and holds the count nunber in the
RAM 63. An upper limt nunber may be set for the nunber of inserted coins.
The nunber of inserted coins is correlated with the nunber of gane cards.
Hence, instead of counting the nunber of inserted coins, the nunber of

ej ected gane cards nay be counted. As described above, the CPU 61 functions
as a count unit that counts the sumtotal of considerations detected by the
payment detection unit or the nunber of cards ejected fromthe eject unit.
[0073] The my S8 IchatReiGRy 1 w54t Pardiet@tS 6o - up processi ng.

For exanple, the CPU 61 changes a gane paraneter so that the gane is

advant ageous|PO%r/dgr essed in accordance with the nunber of inserted coins

held in the RAM 63. For exanple,_ it is, assuned that .N bo%i es I&f %rar%farrpl e,
10 bodi es) oflfyad (ohardeerhets FRF hgfedm STtk 14T "o 1or §§&5t, and

t he maxi mum nunber of gane character na articipate i . ,group
are M botRa A eSafii e cs ‘g'oé?ﬁé%)(f?%@[ W%‘?CP? htehecusaoo‘r?reer&c%ér}eln%%@nt M
gane cards jn hand_si nul t anepusly. .on e_operat | r of the
code reaﬂ%?l?llﬁ?‘tl%f.oﬁ%tejao%ng{?f?st%%sftftf]rpﬁ%%,ﬁ%%g}gél I(:%Ion(%ro s a game
paraneter associated wth. at | ea game, c . sel .under a
predeterlﬁ‘??fi%r AN RN T T 4?orsr1fh%%ang a Splil}?% |ta${%(?r?g(gcfrﬂe&glhlgr acters who

appear i 0, khe, 920e, Fiods EXAUTpL & ¢ LEGRUL Bnd anflagile Sl acdsedt haast one

of the N'® an east one gane parameters of the sel ected gane
charactepoly 105 easedy dependi Nt obdhe parohasach tuitbel forkiiatids, (he CPU
61 control'S af feast one gane paraneter selected under a predeterm ned B
sel ection rulﬁ)d‘ggo_lm anong a plurality of gane paraneters associated with a
gane character who appears in the gane. A selection rule for determning a
ganme par anet efy, t9 digs selirctEth my hfigandomc AT itdentidy igeats on nunber i s
assigned to a gane paraneter and a ganme character. The CPU 61 selects a
ganme par aRRI £t &F RadapBethpsgliesré@ i cie aTC i cerd | 61 cadt ove srecrben
corresponding to a nunber acquired by a random function is assigned. The
present {p¥epti@Navstaptihfaihedidy. t hef sehecty opamell ehammdtamyhael ecti on
rul e may be enpl oyed. For exanple, the CPU 61 displays a plurality of gane
char act epsenr ragpbueadilt ytbé paoeepaisgerees on Ihe0®i splbytlevitee 3, and
causes the custoner to select a target of power-up. The CPU 61 executes the
power - upghme ahgaaetehahast ot opean guael pbe oot eFhe RP¥SPOFRNEPEDS a

sel ection instruction of the custoner input through the operation unit 7.

Al ternat twebE¥B0@. gane card nounted on the code reader unit 6 by the
custonmer is detected, and the CPU 61 increases a ganme paraneter of a gane
character cor@pdhding to the detected gane card. Accordingly, there is an

advantage that the custoner easily selects the gane chﬂr acta(&(rj.L of the gane
card owned byI®hel&Ubt ord CRIE ¢hefAYrs ATIHE HRERUFT§007H @

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
nmessage 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 61

writes identification information indicative of the game
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The CPU 61 may display an i mage of a sel ected gane character, and a nessage
i ndi cative of an increased gane paraneter and the anmount of increase, on
the display device 3. The power-up of the gane paraneter dependi ng on the
pur chased nunber is not limted to the current gane. The CPU 61 adds a

val ue of the power-up to the gane paraneter which is read fromthe IC card,
but does not add a value of the power-up to a gane paraneter which is
witten into the I1C card when the gane is ended. That is, the value of the
power -up bonus varies depending on the purchased nunber every tine when the
gane is ERBEACEAr FRREGEPONEERTaRoekper PEAestianueipardnéner, thReICPU 61

i ncreases the val ue depending on win or |oss of the gane, and is witten
into thec?ﬁgcﬁpﬁ?uﬁboﬁgf IC cardsrgaderiBedtabodeYieRedcPUEBEthEHet i ons as

a ganme para r_control unit that controls a game paraneter which is used
by the g n?%ﬁc??oal?Biﬁgsaavﬁ?ﬁéaﬁﬁr%05d9§ﬁW§§éBEstP8 FHeteustok®r as a

count value counted b thg count unL% is larger. Alsg, t he CPg 61 may

del ete tﬁ%p%gn?r%?m?eﬁﬁFF ot *t B&VHR Opﬁ?ﬁn@ efMiferi"thachahetrsMended so

that th - i th h d nb Ls ljimt t I

th?s tiﬁ%ﬂg¥§ée%§%ﬁ§€eﬁgépg%gn8§e ngagﬁéfggnaggfg%o?§thtﬂéaﬁgUpg}angPe¥ i f

the countyebuechs faNa! oGO ERSBORAT P! 008, GPAShAGRALT 91 oL opg.card.
or e’g e %

. LI .
and My execute the contro ane par anet er I]f1 % e Eoun els a

value coféceppRdidohdnacionsEdelphl pDAAO0E /LiLERSLeh B CRI ds. That is, the
ute t the p

CPU 61 does not exec e power-up | urchased nanbér is one, and
executes the gowyrup if the purchased nunber is at least two. Accordingly,
nore gane cards are |ikely purchased. According to the present invention,

the customer mak e ! hehadvant@ge: i ¢hroughe the puwehase of goods in
the current game play. Al so, the invention contributes to sales pronotion

for goodsndicsatinerensing &hecposanet esndegendi sgren therparehaged nunber
of goods. In particular, if an incentive is not given when only one card is
pur chasesjamd devioeedsi vewhsn givencabéne § 86t Ofle WDEE 68T HSc8i€ePUFEhased,
the probability of that one custoner purchases two or nore cards is

i ncr easedtje@ndcotmasd) eths eapdctgdctodbeiichcteasgdcsayvenal damescadd076]
Ganme characters who participate in the gane are deternm ned by arrangenent
of ganme cardsi0®¥ltlhe top plate (the operation panel surface) of the code

reader unit 6 by the customer. In some cases, the custoner nmay not have a
game card corespdtdi.ngheo Flhdte dimplastertivhedin titsertion

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 S1810, the CPU 61 judges whether a coin is inserted
or not, by a judgment method similar to S1801. If a coin is
inserted, the processing returns to $1808. 1In 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

- 35 -~




target of power-up, or the custoner may not arran
;EP Elaée (phg opgrat!on pane! surfacey. As descr?gegh:bgsg? gaggdgni;he
eacﬁ ;ngnzlfhcatlon information is coded is printed on the back surface of
acqui?ed bya[hé rgggfhgtnﬁiEPPSG; ggéejydge mhgther O o e oo
_ tive of a gane character wh
is the target of the control for the gahg I;?aneter ang i °
aﬁgu:re?hby the reading unit is the code iﬁdicative’of thgfgggg gﬁgfacter
increZse e target of the control for the gane paraneter, the CPU 61 may

: yal 4le of 2 8s SaTEL par pretess asg ogdas edo Wikl he Hane® character.

[0077] | 1812, the CPU 61 executes i é i
812, . gane processing. Th
gane progesshbd tsatleskei bpd b6ht eounfHOTRE mwm@ﬂelgg %%%g £ g%éﬁﬁ%tégethe

ane i .
gae par areler updated |1 accorgance L LhS el iy olpbfe SRR, Inio the
number may be set for the number of inserted coins. The
number of inserted coins is correlated with the number of
game cards. Hence, instead of counting the number of
inserted coins, the number of ejected game cards may be
counted. Bs described above, t+he CPU 61 functions as a
count unit that counts the sum total of considerations
detected by the payment detection unit or the number of
cards ejected from the eject unit.

[0073]

In S1811, the CPU 61 executes parameter power-up
processing. For example, the CPU 61 changes a game
parameter so that the game 1is 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, 5
podies). 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 6l
controls a game parameter associated with at least one game

character selected under a predetermined selection rule from
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In S1814, the CPU 61 transmts the eject command for ejecting the IC card
to the 1C card reader/witer device 4. Wien the IC card reader/witer
device 4 receives the eject command, the IC card reader/witer device 4

ejects the 1C card. [0080] [Flow of Gane Processing] Fig. 19 is a
fl omchart showi ng the gane processing. This flowhart corresponds to S1812.
[ 0081] Fig. 20 is an illustration showi ng an exanple of a gane card

arrangenent field and a display screen. As shown in Fig. 20, the ganme card

arr angengy é ﬁ gmame ged QﬂetPﬁa}gget%gt&hefag@saﬂs 5@@(’5 ndnit 6.

The top transp enc erring Ir'veé'cards

are arrapgﬁdegamf;*ﬂ@ ORHE @@nﬁdsﬁrféﬂa&m}tséiséésf%n?gage Lhe LeprpLate of

the code reader unit 6. The gane card
N bodies, and at least one of game parameters of the

selected game character is increased depending on the
purchased number. That is, the CPU 61 controls at least one
game parameter selected under a predetermined selection rule
from among a plurality of game parameters associated with a
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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arrangenment field includes three regions of a top region 72a, a mddle
region 72b, and a bottomregion 72c. The custoner plans a strategy for the
ganme, by concerning the positions of the gane cards on the gane card
arrangenment field while the CPU 61 executes the gane. The top region 72a
and the mddle region 72b are front regions of the field, and are attack
zones. In contrast, the bottomregion 72c is a rear region in the filed,
and is a support zone. The concept of the regions is applied to not only
the ganme card arrangenent field, but also a ganme field 70. That is, the
regi ons olfie t Gles gamer car el by r aRbReEnt tie eJN¢ e TV Lo esTI to the
regions of the gane field 70. [0082] A gane character has a plurality of
game par @Ed epEned byniyiae cans bRt paf anet er2 T 4e eg%eecp%gﬁ_’f%'e gane
character receives an attack froman opponent. In this ganme, if physical
powers of al I[Qhif characters belonging to the own team become zero, or if

physi cal powers of_ al ane characters .bel ongi to -t t team

becone zero, tMe @Uéﬁ ds‘ﬁtsﬁelagyar?éﬁf l&}?%ﬁte{%% psoev:\L/ee%ecpear %Qﬁig}eegr det er i nes
a damage (a decrease rate of a physic p i LS given to
an oppon%&?r%9t%ﬁe 2APY 2R KREASHE e%%%lg%ﬁgfgﬁéﬁa%%?gﬁgﬁé%%%$§f d%creases) a

e oba 2Anet hE Kuh L RHL P LnOBRONSE s RrOnE. efienote disp Bty Adks poue!

nse power paramnmeter are increased in association with

an exper?encgﬁva#gﬁepgﬁéngk§E%§T$ﬁ%gx L L eOCe ValMenPakaN®L efhds stored in

an | C card, S I'ncrease U 61 every tine en the gane is

pl ayed. @uﬂﬁﬁé% PRUEE. Pak @NBLET 1 £AY £ 88PEAUShE Oc@r BeisEegSns At eTiof an at t ack
and a rate o naﬂlng an attack pattern with a high attack power. |If a gane .

card COV%?ﬁP@*ﬂdwastQ fa U8 eharachshet sugrtanges gamé heatapetegi on 72a,
the CPU 61 decreases the nmental power paraneter by a first |evel over tine.

| f a gangn¢andi §0rE88PPREMNEHEOI@ gane, Chat agdbes hst aiddangedaluwetde m ddl e
region 72b, the CPU 61 decreases the nental power paraneter by a second

| evel ovehet pBRerHapets, at heméi patahever wisiehl bs gerivedmeinbanthde second
| evel. That 1s, if the ganme card is arranged at front, the attack power of
t he ganerchakaat @hehsthacyemsetls aodeder , Thae hentthe poakre paf amee er
power-up bonus varies depending on the purchased number
every time when the game is executed. However, for an
experience value parameter, the CPU 6l increases the value
depending on win or loss of the game, and 1is 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
to the customer as a count value counted by the count unit
is larger. Also, the CPU 61 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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is decreased in return for the increase in attack power. The CPU 61
elimnates a gane character froman attack order if the nental power
paranmeter of the game character is zero, and causes the gane character not
to make an attack. However, if the CPU 61 detects that the gane card of the
gane character is noved to the bottomregion 72c, the CPU 61 increases the
ment al power paraneter of the game character. That is, the bottomregion
72c functions as a recovery area. As described above, the CPU 61 determ nes
whet her a gane character nmkes_an attack or nakes a recovery of the nental
pover dePBhdi hg*8nttRe- poshei 6RUoP Lt HBYgaRE EXEEUER &hehepngrothéothr ee
regi ons 'chuding t he tog re iog 72a, the gidd[e regi on 72b, and the bottom
regi on 728 FAEE PEraPfk EPHEGE Pufttbn¥24ECadfi BnVadt8r mi ni ng neans for
deterninin?rgn action Ef eac rac in the gane aﬁsed on the

of?

h
posi ti ond OBIePat 8nan§ﬁﬁg$ 8B§Fg?ﬁd g% 8hCoper &t PR¥ the image of
J J 8 51901, t CpP di |
b Y Eon PP 3%, Pas e tE PRRRTCERE dAnerEaPdUBh the game

the field
for pronn¥|ng he custormer to arrang t he gane

card arrangeient Lighdue 0BothesdbsalAY 8VhClotsi bR op cor LD S1902, (e

CPU 61 executes gane card reading processing. FOr éxanp ode reader

unit 6 reagdse acgQde Q5 e RQFtPS bagk &ppfageqgl tHSt9$%8c8€ dygLranged on
ield T e

t he gane card arrangenent through the top plate. code réader unit

6 incl udsswan-hpege fLadbRo-NEYEEenuaNER 88 an%haaggepheégptﬁéeﬁem or a
C-MOS i mage pickup el enment, and an i nage focusing optical systemthat

f ocuses powérage Of ﬁlﬁk@dp@ﬁ@hé@eah@uﬂﬂﬁﬁeiéeéﬁn ngadevigg. The code reader
unit 6 transfers imge data indicative of the position of each gane card on

t he ganeaddéetdhmgty | heocodgah® t¢hedEPir-6111i by cpdechgadgr unit 6 may
anal yze the i mage and decode the code, and may cal cul ate the position of
t he ganBAcaridimpweyethe i préddst chsesntionhs assusedtbhar ¢he GBY 6he
execut es decodi ng and cal cul ati on. [0085]
advantage given through the purchase of goods in the current
game play. Also, the invention contributes to sales
promotion for goods, for increasing the parameter depending
on the purchased number of goods. In particular, if an
incentive is not given when only one card is purchased and
an incentive is given when two or more cards are purchased,
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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LgiflgOS, éhe CPU 61 anal yzes the image data received fromthe code reader
un diheﬁgioﬁgfcgfhes |deRt|f|cat|on information of the ganme character. A
t wo- _ ode, such as a nelon code, indicative of id i fi i ¢
information of a gane character is prin i i “tat e rhus. by "

_ ted in the i mage dat Th
decodi ng the code, the CPU 61 can ag i i t1 Ton oty

, uire the identification inf i
the ganme character. [0086] I n 8?904 e e
( . , the CPU 61 analyzes th
data received fromthe code reader uni i fi the Ttion o
nit 6, and specifies the positi

each ganme card on the ganme card arrangenent field. The inmge gaf;t:gniﬁ; e

dat a obtai nedy byr Capher+ig, adr i timgecwdt erher 9
’ gae el dalaﬁrﬁﬁge%tgqrp m
bel ow. Hence, the CPU - 44 - 61 acquires coordi nates of the Bld fro

2‘3’3} S: gg?%%@ggﬁtﬁ@életép phet & magee dapar abien de2Re i HEST 1% acdif red
describedeaggjétlgncg;etgg gggghcggég§£§£éa£?g§7 nformation
is coded is printed on the back surface of each game card.
Hence, the CPU 61 may judge whether or not the code acquired
by the reading unit is a code indicative of a game character
who is the 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, the CPU 61 may increase a
value of a game parameter associated with the game character.

{0077]

Tn S1812, 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.
When the IC card reader/writer device 4 receives the eject
command, the IC card reader/writer device 4 ejects the IC
card.

[0080]
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In S1905, the CPU 61 di splays an inmage of a gane character corresponding to
each gane card, on the display device 3. The ROM 62 stores i mage data and
identification information corresponding to each of a plurality of gane
characters in an associ ated manner. The CPU 61 reads inage data
corresponding to the identification informati on of the gane character
decoded fromthe code, and displays the inage data at a display position
(di spl ay coordi nates) on the display screen corresponding to an arrangenent

position (arr?ﬁﬁﬁpe i : each ganme card on the gane card
arrangenment field. éé %éﬁ%ﬁ%{éggéi%g 1 t he display device 3 functions as
di spl ay neanspfor b spl ayifg, @4 PRI, Of 12y 4 r ' to the
operation panel@surface, and an | mage %ﬁlgpggégq%%é%é%%@?g%%gg%éponding to

a code appgksphavwceopt dbdptespeRuLesRoRdng to a position of an operation
menber detected by the position detection neans. [0088] Referring to

Fig. 20, fiveie@gdps are arranged on the ganme card arrangenent field formed
on the top plate of the code reader unit 6. One of five cards is a gane

card corresponiy NP G 0L A Aty PElEs e Dot edhowind hirs eodnsi dest 2 ddmd S
assunmed that an 1C card and a gane card for calling a ny gane character are
sol d or tent anrsegemdhiatfisld|&ncanddidpbaifseakenn | pfosnBRhoAnStored in
an | C card and coded identification information printed on the back surface
of a ganBigarélarth¢hgasaneand assacganedti if elduisoprofhdedodadthe
information printed on the back surface of a gane card may be a code for

i nstructtoly Phat€puf cihe ocedd | readyr gamit char ather tspopéditenhaa | C card.

[ 0089] Referring to Fig. 20, a game card 35a and a gane card 35b are
arrangedtBansparengd eentBghin tRefeppinggrontfyda. 2Pentevet hardPlase

di spl ays a gane character 7la corresponding to the ganme card 35a at left in
an upper25¥ayecdfon hehe o | edud 7arrapgenerhef Eplrsiornsdl apsthegane
character 71b_corresponding to the ganme, card 35b at center in the upper
stage of ‘PRl ?feﬁ%ﬁ?@gd%sr?§d?€ WEhr Of r ofkiEi §2020C2FHe game card

arrangenment field corresponds.tqQ the ganme field 70.. That is, the ROM 62
stores & 1EBPERO c%ﬁ?/:zcﬁ)t ?ﬁ‘@l‘d‘g‘f’ﬁ Bpg‘éﬁr gegr-PRRAgereRt TR rA%&es 43T t he

gare cord alasngerzalol £, LA dois el dLsplay paor o pptes, Lo Lhe vare
oL 2, 5, G001 2L AL A SO0 U 51 °5, 018, B SR 8Ly A e oar
diSplay%a@‘éﬁ%“béﬁﬁ”éﬁ%&g chtﬁg ééﬁg“cégﬁaaPlQﬁ&@héﬁ@gﬁield 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. 1In contrast, the bottom region 72¢c 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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- 46 - of the gane field 70. Gane cards 35d and 35e are arranged at |eft
and right in the bottomregion 72c. Hence, the CPU 61 displays a gane
character 71d at left in a | ower stage of the gane field 70, and displays a
gane character 7le at right in the |lower stage. The CPU 61 detects the
position of each gane card even during the gane, and changes di spl ay

coordi nates of each correspondi ng gane character in accordance wth the
detected position. [0090] The CPU 61 associates identification
information of a ganme character cprrespondiqg to an operation menber

ar r angedpbysihel opevar | PAL PAREET stiF f AReT IR TR i ?Ri??%aﬁ?%ﬁ i nformation of

the own team to cause the gane character to belong %o tq% %gg feam
Ref er ri ngheb2Ftgr P6CetBeesPedltPFEMFAB §AnBPESPEE 35a T 358 e -’

associated with identification jnformation indicative of.1the eam and
stored i hft RBYRARRL [ PPYESS of aiﬂ %ﬁ@%a?h?ﬁﬁciii?eﬁeﬁ%%%%%$h%§wg%%e

characters who forma conputer-side team (ene t custoner's
own t eanPiBkESH Feﬂ?ungfﬂ’tﬂﬁ bgnggyi%ragx H%%%?n%ﬁe %%lﬁ%ﬁ%selects game
characters b he s nunber . as e o] S a on the
game carHﬁﬁFgﬁﬁﬁﬁﬁeﬁgE?P%%%gug?n%ﬁgap %?%%%b%?%ﬁ eﬁgﬁgaﬁgﬁgiggggof t he

Val e, paf Berar CBCT hae cRa Erer AR Tk T het 1 oo (O SRr ey That

val ue pa custoner re card. It is assuned that

t he ROM 62 res an LEN al\ve, parLaseLel P@g 8 basesefers of gane
characte?sd?\}ﬁl8 n égsggﬁggéggn%%%%r#EAgp%egcribe ab%vgggfhe gane paraneters

of the o iEﬁa%aﬁ%ﬁﬂetQaQﬁ BBhaABLET By Obné et oppRNEnt &essmese det ermi ned

I n accordance wt t he experience val ue par anet er of the custoner. Hence,

bot h teagﬁw@EepSkQﬁgtgﬁtEhﬁcé@?abﬁébké§§es) 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 61 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, ifi 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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[ 0092] In S1907, the CPU 61 reads inage data of the sel ected opponent
gane characters fromthe ROM 62 and displays the inmage data on the displ ay
device 3. The CPU 61 may di splay gane paraneters of the respective gane

characters together with the i mge data of the opponent gane 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 |ater.
[ 0094] In S1909, the CPU 61 di splays a nmessage or an image indicative

of end of the ganme on the display device 3. The CPU 61 may display an
exper i encis vé¢ eiseiddi e drdyuihi SoHagke Olhd hea slk SPh ay deVi o Al SO, the

CPU 61 may display a value of a friendship paranmeter which 1s one of gane

par anet er¥e TRU 61 exdiziinstpes anediie | d1th €24 05r arr &Rl &t | 9PShEP bejyeen a ny
gane character and another game character, and is increased by the CPU 61

every ti el vithem ndretaly grarer qheracdtesr antl tHe gitercigare-charastes, ol ays a
battl e together in the sane team That is, when the gane is ended, the CPU
61 writeideRUSg dtiorgansg orhrtd oreofndthe ganeke asrl parddiej pated in the
own team and the friendship paranmeter in the IC card in an associ at ed
manner. HRURT 61 frdina S3bral idgtdater edse: tife rgame ofaseleftimg an attack
method with a high attack power if the friendship paraneter exceeds a
predeterﬁ%ﬂﬁiqnﬂqﬁgter is moved to the bottom region 72c, the CPU 61
increases the mental power parameter of the game character.
That is, the bottom region 72¢ functions as a recovery area.
As described above, the CPU 61 determines whether a game
character makes an attack or makes a recovery of the mental
power depending on the position of the game card in either
of the three regions including the top region 72a, the
middle region 72b, and the bottom region 72c. That is, the
CPU 61 functions as action determining means for determining
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 51902, 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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[0095] [Match-up Proces
i si ng] Fig. 21 i _
rocess : g. 21 is a fl
Fhat, i;ng-frpgtna;ﬁg-uE processi ng has sone featuggghagtf??gr‘?g mat ch- up
regi on 72a and thg e character is positioned in the attack gafure |s
bosi tioned in theesmddle region 72b) and a second gane chargg?es (the top
the first gane charupport-zo.ne (the bottomregion 72c), the atterkIs
the second gane cha?ngérlgulncr?ased. Accordingly, a broductioﬁcinpan?LhOf
can be realized. If this c pports the attack of the first
_ dition is e gane character

to the defense turn of satisfied when the attack i
lncreasedhe[g@gg]caidtQ%;gg%%ﬁ%ﬁFgg¥§§goihfbﬁgﬁitBé Q@mﬁpéﬁﬁ?actiﬁégajhhgts
positioned at a f C I's that, as a game C '
t he attacmdgoﬁ@pdg%tQﬁgtgéﬁgkgﬁg§§%{g? Qﬂaghergadéngaﬁgvaﬁﬁaﬁég ﬁ?sfie|d
increased. In the def corresponding to the gane A
oo e et e ou ot B
gane char act i ield, the d
A third ﬁ%ﬁ%gﬁb%§%£§§uﬁﬁﬁﬁéﬂhé‘5§H¥%agam@s¢@mdt@@y ﬁ@cpﬁggggig&%gﬁggggf the
i s displayed.on th X I'ng thg di spl ay screen such that, the ' f_]
i s deterfingd® acr?chet %?Rﬁ@' i eC & shdiilen detvd et i é“ﬁleoﬁoéifcﬁeag%? hl eld 70
and a gane ohe ganme field is deleted during, an att 9 character

] ac) &1 M0 aGhatpd | 3 trea kiesd lare tai e A€ g:,me éaogsaiancg%noro@ def ense

each game card Oon the game field and the code to the CPU 61.

The code reader unit ¢ may analyze the image and decode the

code, and may calculate the position of the game card.

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

executes decoding and calculation.

[00851

In $1903, the CFU 61 analyzes the image data received

from the code reader unit 6, and specifies identification

information of the game character. A two-dimensional code,
such as a melon code, indicative of identification

information of a game character is printed in the image data.

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

identification information of the game character.

[0086]

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

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

each game card on the game card arrangement field. The

image data is image data obtained by capturing an image of

the game card arrangement field from below. Hence, the CPU
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character who nakes a defense are displayed. [0098] In S2101, the CPU
61 determ nes a gane character who executes an attack in the attack turn of
the owmn team For exanple, if the own teamincludes i bodies of gane
characters, one ganme character is selected using random nunbers. The CPU 61
may sel ect a ganme character in order of gane characters displayed in the
top region 72a of the gane field. If a plurality of game characters are

di spl ayed in the sane region, the gane character displayed at |eft nay be
sel ected flrst Al so, the CPU 61 sel ects one ganme character for a gane
char act ePLWAGANErESt 5PgEEiBRTRRCCAL FREK EHA- 9H@en518031 code in the

image data, and determines the acquired coordinates as the
position of the game character.

[0087]

In 51905, the CPU 61 displays an image of a game
character corresponding to each game card, on the display
device 3. The ROM 62 stores image data and identification
information corresponding to each of a plurality of game
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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opponent team using random nunbers. [0099] In 32102, the CPU 61

del etes the display of the gane field 70, and di spl ays the gane character
selected fromthe own team and the ganme character selected fromthe
opponent teamin a close-up manner. As descri bed above, when an attack
scene or a defense scene in the gane is displayed, the CPU 61 functions as

di splay contro

nmeans for deleting an image of the field and then sw tching

the display to the imge of the attack scene or the defense scene. [0100]
Fig. 22 is an illustration showi ng an exanple of battle displaé. In the

battle displayasthte@ar®athan att eca7d basel @cyame fear t FRT owh+
gane character

di splay gdev
j udges whet

;

and a
73 selected fromthe opponent team are di spl ay on the
g%ﬂ fﬂéc%ﬁ% 61

S@e3chAractépserepsobdner . 1¢0101p set. |HFhay

er the gane character selected fromthe own tg§n1i3 &isplayed
in the topehegFobaZ2anoinfiotnabasedsbarefelidi apl &y o6 dihat €309
sel ected gane character or the arrangenent coordi nat

t he

C . es of the corresponding
gane car ddefthafitatibh ﬁhéOQEét%PBnpé¥n5ﬂdoB%rEP?oﬂaﬁEn%%?kage'8£ o

froman end of the operation panel surface

IS 1n a range

t.a_side far fr t er at or
Lo a pr cdamer manddaposk LPORATEREY CROSBE L FEETgH SOEE hab t he  Bperact

opération

menber is arranged in a front re%ion. gf thgﬁgane cQa&gﬁgeEaka gg§played in

the top Hedoomar2en phénsEEcEEsE

§ Gass £8r83764°T

be a code for instructing the CPU 61 to call a my game

character stored in an IC card.

{0089]

Referring to Fig. 20, a game card 35a and a game card

35b are arranged at .left and center in the top region 72a.

Hence, the CPU 61 displays a game character 7la

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 1is clear

from Fig. 20, the game card arrangement field corresponds to

the game field 70. That is, the ROM 62 stores & 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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- [0102] In S2104, the CPU 61 increases the attack power paraneter from
anong gane paraneters of the selected gane character by a predeterm ned
value al. The ROM 62, which is the storage device, stores the physical
power paraneter and the attack power paraneter indicative of a damage to

t he opponent team when an attack is given to the opponent team as gane
paraneters for each of the plurality of game characters. The respective
gane paraneters are read fromthe ROM 62 during execution of the gane, and

are hel doknthbeq Bﬂyl§§elah$OCPLb§%eC@QEa9|§58h§natngkaEgmﬁFﬁgﬁg@HEter of

t he gane character belonging to the own teamto a higher va S the

oper at i oatmegber afar egpENdhNghtopbheofarBgehar agker hanakl apgedcat; a
further front position on the operation panel surface. As descri bed above,

the CPU 61 8usplhgssaagaganenhpasateter160atr Okraeansal 0bweenteghki g a gane
paranmeter associated wth a gane character depending on the position of an
oper at i ohhaeghme %iéhdr 28peahdt ditheagppesatybne ppaehcserf ace. af0103] In
S2105, the CPU 61 decreases the nental power paraneter from anong the gane
par amet ersgbf ihetBel dotved sgage.ch@hacCBU by theeptedeher pbpediywal ue al .
As descri bed above, the CPU 61 decreases the value of the nmental power
par anet epf overht game chednevienl dpoieg pheagener beidnghandesatisplaf a
mental power from anong the gane paraneters of the game character
correspoﬂ@@ﬁ@l@®t©ﬁe06p@@@hl@Qrﬁ%ﬁB@ndangaqg@ﬁ tharaetéronn regi on of the
operation panel surface. Accordingly, the increase anount of the attack
power pat@refernafdvi ke H%%r%%%%cgﬁﬁuﬂ@shFI@ﬁe nmental power paraneter have
a relationship of trade-off. Wth this relationship, the custoner can have
fun of think.ﬁHNFHe strategy for the game. [0104] In S2106, the CPU
61 j udges wh r ot another gane character is, present at rear of the
gk 47 iR

sel ected ga 2B Yo ¥ iBP Aol qdfmeht i s
ted if of h t h t |
eéffgsgo%éﬁ?onggﬁ?ﬁ?%f.?@fﬁég%%% b??oﬁgggﬂgggégﬁhiégtﬁéﬁBgﬁr%f? L M
t h t f
TSI W S g e
conpar i ng, the, @é%%@%»&@@éﬁf w ¢280% £08TGhe Sl i gRclo ot e

or by conparing t aF rangenent - coof di Nat es- of "t he COrr espon Ame cards

1 SRR RSN LB 0 R CoeLles B cherasies, Sy < e
61 judgesSrom 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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that a rear support character is present for the gane character 7la.
Simlarly, the CPU 61 judges that a rear support character is present for

t he gane character 71c. In contrast, as shown in Fig. 20, another gane
character is not present in the bottomregion 72c at rear of the gane
character 71b. Hence, the CPU 61 judges that a rear support character is
not present for the gane character 71b. |If a rear support character is
present, the processing goes to S2107, and if not present, the processing
ski ps 52107 and goes to 52108. [0105] In_52107, the CPU 61 jncreases
the attacklpevearpaehestef By CpreeadeEr eI TAM (Pa3iC AP Hscribed above,
fromanong the plurality of ganme characters, if the CPU 61 judges that the
di spl ay teorearwae@stbatiheci RaGebor STRESTi 73t S PRME ThaT att #eare arr anged
at front of the field and the display cpordi nates oftépe ig@gg of the
second gBREARREFACERY ARBC APPETGRHS ¥ PLaFBr CHRBF SR di’f €t 1y behind) in

the filed, the CPU 61 ch t f
char act oFSPACLRESQaREINGE 8 VAP LB PRIETS SAMint Aiboul s PRE SRaraT or (the
t is to b ted th
Gi 1 or enPEV bG8 R THESEPD B1C iy U S e Th o2t | iy T e o (Ral ¢ he
e e NALREL AL pSUPERT LA hEO s PRTELCNEL 86k Btn¥bepaLhe CPU 61
attac 0106 Fi g.

i ncrease8Tth power ~par aneter . 23 1s an

| 11 ustraphon,shoyi gg AR CXATRbReLl AHSHPRO!bobh OflifhE Ollre ThEo B 61

di spl aysTan | nage indi cative of that the gane character 7la relatively
posi tiongd.aff LQRLLE $18YgROrted by the game character 71d relatively
positioned at rear, on the display device 3. [0107]

[0092]

In S1907, the CPU 61 reads image data of the selected
opponent game characters from the ROM 62 and displays the
image data on the display device 3. The CFPU 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 51908, the CPU 61 executes match-up processing. The
detail of the match-up processing 1s described later.

[0094]

In 51909, 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. BAlso, 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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In S2108, the CPU 61 executes attack processing. In the attack processing,
the CPU 61 determ nes a difference between an attack power paraneter atk of
an attack-side game character and a defense power paraneter def of a

def ense-si de gane character, as a danage val ue. The damage val ue may be
multiplied by a predeterm ned coefficient. The CPU 61 subtracts the damage
val ue fromthe physical power paraneter of the defense-side gane character
[ 0108] In S2109, the CPU 61 judges whether the own team w ns or not.
The CPU 61 functions as neans for judging win or |oss by judging which one

of the sunelathbnslhipheeombeh eammandahbecayrLLOLAl neny team
becones zero first. Al so, the CPU§6€ fungtions %g ﬁgénégggﬁe£g%8ﬂ?ating t he

sum t ot al clod radree physihd al s ponere PasAnBY efBe of pBl k1 9258, Ghat agt bel ongi ng
to the eneny team Further, the CPU 61?judges whet her g§ ﬁ%@gtﬁéggun1total

of the phtisd ooy powerclparamed ersndftiad | o gREE g@@éagﬁgfgcﬁgfgépg %hg
opponent team becones zero. If the sumtotal is zero, the U % ] udges

t hat tkmaQﬂﬁtl%aﬁww@&hﬁrIintthecmwméemmamMrBThébei§[0ﬁ@@§iQgegggﬁetg 32112.
If the own team does not win yet, the processing goes to 32110 [010%]
| n 32110, CA e LR erlutvesi thef eibentpt Ditessicag agedbnsitihe aftask from
the opponent team The detail of the defense processing is described |ater.
When t he &% S brfedsiiinptied dimdethe tden premessidigigoesriendidd. [ 0110]
In 32111, the CPU 61 judges whether the own team | oses or not. The CPU 61
funct i on®HENWEE Forth&llulatichgn R aagsactatiedimaries phy siteal crpwer
paraneters of all ganme characters belonging to the own team For exanple,
the CPU 6T g€ Yorlfdteaste Wi taialof e cttioty byn addtiagk t he
physicalnggyﬁk%epr neter,s . of all game characters form ng the own team

f

becomes Zzero. e S Ao A3 RPET tife thRU Toti gniige tatanidteown t eam

| oses. | f, th lLoses, the processing goes to 32112. |If the own team
does not f(os%d%\g%, E’?‘%e@eﬂire&é“éé‘& J rns to 32101. In 32101, the CPU 61

di spl ays the 98685 ield 70 and the respective gane characters, and selects
a gane character 0 executes the next attack. The subsequent processing is

simlar to  [Match-up Processing]

Fig. 21 is a flowchart showing match-up processing.
The match-up processing has some features. A 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. If 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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t he above-descri bed processing. [0111] - 56 - In contrast, if it is
judged that the selected gane character is not present in the top region
72a in S2103, the processing goes to S2120. [0112] In S2120, the CPU
61 judges whet her the selected game character is present in the mddle
region 72b, based on the display coordi nates of the sel ected gane character
or the arrangenent coordinates of the corresponding gane card. If the
position of the operation nmenber is in the range fromthe end of the

operation panel surface at the side far fromthe operator to the
predeterm ned positio

n, the CPU cogni 7 esaridatathel et G Stenber i s
arranged in thes¢eori ﬁ%@"r%e. T E({at?'sel ected gane char actermggtpresent in
the mddle region 72b, the praog hLhgnoees Hems2daid pOIABPC In S2121,
the CPU 6t Bnérssbes ?ﬁ@ngt Eggé%ggv\ernpar ameter of the sel ected gﬁge
character by a pr ede%%r "i;{;@%w‘é@ Ue ale banei phaaacteTacekaPFBP YAl de t han
al . Hencéieild:t k& MG nent, as the gane character is positi gngd at a

further front position on.the game kel dInt hdcatdiedeR SFo e "pafdmét er i s
i ncreased.0 Aded ST k?@&dr;l%tg’vg,n the CPU 61 functions as

ane o%ﬁrt%@t er

control neans for C-Osn”ogr]ﬂﬂi%é‘im rararetereass fa%8e?With a gane

char actergq}@p&ﬂﬁ%gl o 1 He position of an opferati onowrgernbo tvM'et Qjarngespect to
. R e

the operaééég gggflaffgﬁégﬁént field, the defense P

increased.
character corresponding to the game card may be

(00971

.

se and
the game field is deleted during an attack or a defen

d a game
a game character who actually makes an attack an g

character who makes a defense are displayed.

[0098] h
In $2101, the CPU 61 determines a game character wno

team. For
ecutes an attack in the attack turn of the own
ex

i i es i bodies of game
example, if the own team includ

r

g r

i the game
game characters displayed in the top region 72a of g

field 1f a plurality of game characters are displayed 1n
ield. _

] »

i ck in the
for a game character who 1s & target of the atta
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[0114] In 52122, the CPU 61 decreases the nental power paraneter of
the sel ected gane character by the predeterm ned value a2. That is, the CPU
61 decreases the value of the nental power paraneter over tine, the nental
power paraneter being indicative of the nental power from anong the gane
paranmeters of the gane character corresponding to the operation nmenber
arranged in the front region of the operation panel surface. Since a2 is
the smaller value than al, the decrease rate of the nental power paraneter
of the gapporbatacken psesgntahfohhgumbddke region 72b is smaller than the
decrease rate of the nental power paraneter of the game character present
in the top regi@@e]7/2a. Then, the processing goes to 52106. [0115] I n
contrast, if it is judged that the selected gane character is not present
in the m ddl elrr 4 112 7 2the ICB2120,dd het o5 odes sd o Goeso f o182 1pdne That i s,
inthis case, it is judged that the sel ected gane character is present in
t he bottbhetégion F2d. dHeptaysi thehgapeschapacbéranedpetati fnomenber is in
a range froman end of the operation panel surface at a side close to the
oper at orove teenpiedetiee niade posracbar shtechioiremcbhai epsondnt t he
operation nenber is_arranged in a rear region. [0116] In S2130, the
CPU 61 iFefBassa t REOHRTIRI MPRRRY - pafaneeesrdPed habsEtecVrengane charact er
by a predeterm ned value cl. That is, the mental power of the ganme

charact e*tTRRE B2PRE CAF P of S iPRER $SBPr ARgREC| PoRRelpolii oM #B8Fon 72¢c, is

recovered by . descri bed above,_ the CPU 61 functigns as_neans for
recoveri t%é$v%fﬁ%u%ﬁt%%%sn%%t FSBLWEr CPat BRet BPaRF fAE gaketehdr act er

oper at| i pATRIS S TR W THEITHe WRTT ooV REBERY aFhonthabar T8 BFfanged i n
the rear; [ oL Ol e+ { N8 PLOSEESLP I 0988 £ 05814 e ne .

[0100]

Fig. 22 is an illustration showing én 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 displayed on the display device 3
in a close-up manner.

[0101]

In S2103, the CPU 61 judges whether the game character
selected from the own team is displayed in the top region.
72a or not, based on the display coordinates of the selected
game character or the arrangement coordinates 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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[0117] Fig. 24 is a flowhart show ng an exanpl e of defense processing.
Thi s defense processing corresponds to S2110. [0118] In S2401, the
CPU 61 determ nes a gane character who executes a defense in the defense
turn of the own team A display screen at this time is shown in Fig. 22.
Al so, the CPU 61 determ nes an attack execution character in the opponent
team |f the opponent teamincludes i bodies of gane characters, one gane
character is selected using random numbers. [0119] In S2402, the CPU
61 judges whether the gane character selected fromthe own teamis

di spl ayeep¢nathen toprbeyi bh 270anerd nbt | & bt off9HE di sht &y T oH LT nat es

of the game character. If_the gane character js displayed in the top region
72a, theChRBR@SST nhS gobePIaved b3, tie 1900 Jf%gjéﬁgiéfgmh TR 61 dEer aseg

t he nental power
goes to S52104.

[0102]

In S2104, the CPU 61 increases the attack power
parameter from among game parameters of the selected game
character by a predetermined value al. The ROM 62, which is
the storage device, stores the physical power parameter and
the attack power parameter indicative of a damage to the
opponent team when an attack is given to the opponent team,
as game parameters for each of the plurality of game
characters. The respective game parameters are read from
the ROM 62 during execution of the game, and are held in the
RAM 63. The CPU 61 controls the attack power parameter of
the game character belonging to the own team to a higher
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 T
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 82105, the CPU 61 decreases the mental power

parameter from among the game parameters of the selected
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paranmeter from anong the gane paraneters of the selected ganme character by
the predeterm ned value al. [0121] In S2404, the CPU 61 judges whether or
not anot her game character is present at rear of the sel ected gane
character, or in the bottomregion 72c, based on the display coordi nates.
This judgnment is judgnment processing simlar to S2106. If a rear support
character is present, the processing goes to S2405, and if not present, the
processi ng skips S2405 and goes to S2406. [0122] In S2405, the CPU 61

'ncreaseéaﬁgecﬂgEgeﬁgrpB hB2LAABLEL RY nBaPLEdeEeLAT ned svalue B, yThe CPU
p M

61 may display an i nage | icative o at ‘the rear gane character supports

the frongpggge eﬁer @%ezslwa@erteageQP#;Jhélvbm%ee%e%hrehﬁeﬁ%mnf)%w@?cwef
par amet er (Flg 23).

parameter over time, the mental power parameter being
indicative of a 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.
Accordingly, the increase amount of the attack power
parameter and the decrease amount of the mental power
parameter have a relationship of trade-off. With 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 72¢. 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 other, 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 72c¢ at

rear of the game character 7la. Hence, the CPU 61 judges
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[0123] In 32406, the CPU 61 executes defense cal cul ation and defense
display. In the defense processing, the CPU 61 determ nes a difference

bet ween an attack power paraneter atk of an attack-side game character and
a defense power paraneter def of a defense-side gane character, as a danage
val ue. The damage value may be nmultiplied by a predeterm ned coefficient.
The CPU 61 subtracts the damage value fromthe physical power parameter of
the defense-side gane character. Then, the processing goes to S2111 shown
in Fig. 21. [0124] In contrast, if it is judged that the sel ected ganme
char act ethals motedr esePROThH TPRIIGEEF ebff LT nf 240 IH processi ng

goes to 52410. [0125]
character 71a. Similarly, the CPU 61 judges that a rear

support character is present for the game character 7lc. 1In
contrast, as shown in Fig. 20, another game character is not
present in the bottom region 72c¢c at rear of the game
character 71b. Hence, the CPU 61 judges that a rear support
character is not present for the game character 71lb. If a
rear support character is present, the processing goes to
52107, and if not present, the processing skips §2107 and
goes to S52108.

[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, 1if the CFU 6l
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 52410, the CPU 61 judges whether the selected gane character is present
inthe mddle region 72b or not. If the selected gane character is present
in the mddle region 72b, the processing goes to S2411. [0126] In
52121, the CPU 61 increases the defense power paraneter of the sel ected
gane character by a predeterm ned val ue b2. As described above, the defense
power paraneter is not increased for the gane character positioned in the
top region 72a. That is, as the ganme character is positioned at a further
rear position, the defense power is increased. [0127] In S2412, the
CPU 61 decreab®L0fhe nental power parameter of the sel ected game charact er
by the predetermned value a2. Since a2 is the snmaller value than al, the
decr ease rat efb¥- tfe FBniRl ThbURT I pht areteWbRdt e guABPERaPEcier present
in the mddle regiog 7%b IS sngller t han t he_decrease rate _of the nental
power paPHRBPEF BfCPHECSRe charatflr Ofr 846RLaVA ERelttdger ddi on 72a. Then,
t he processin ges to 62404 [0128] I n ntrast, .if it is judged
t hat thelggﬂggFgHeggﬁet Akr GREePas ﬁBFrﬁFggﬁngEPnr?ﬁétﬁWS&Ve region 72b in
52410, tBSSBEQSSéa'QQ 998§tt933§ﬁ%8brted by the game character 71d
relatively positioned at rear, on the display device 3.
[0107]
In 52108, the CPU 61 executes attack processing. 1In
the attack processing, the CPU 61 determines a difference
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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[0129] In 52420, the CPU 61 increases the
, def ense power
f2$92$|sgfﬁg ?ﬁgﬁ ggar$ﬁgfrigy ?hprgdeternined val ue b3P Fbre?ﬁfaggt?; gf
) , e increase rate of the defense
Fﬁ;ﬁnfaer'Of t he gane character present in the bottomregion 72cp?28{ar er
e increase rate of the defense power parameter of the game ch :

Pagsent in the mddle region 72b. [0130] In 52421, the %PU 61 aracter

re&g?ses_the mental power paraneter of the selected game character by the
p erm ned value cl. That is, the nmental power of the ane charactgr

the a
(PETRERSAL AR ] L secegekirmie piamedioh TR ecovro
that the own team wins. If the own team wins, the
processing goes to g52112. 1If the own team does not win vet,
the processing goes to 52110.

[0109]

In $2110, the CPU 61 executes defense processing
against the attack from the opponent team. The detail of
the defense processing is described later. When the defense
processing is ended, the processing goes to $2111.

(0110}

In S2111, 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 Zero. If the sum total is zero, the
CPU 61 judges that the own team loses. If the own team
loses, the processing goes to S2112. If the own team does
not lose yet, the processing returns to S2101. In 52101,
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.

[0111].
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According to the present invention, the ganme character corresponding to the
code read fromthe operation nenber arranged on the operation panel surface
by the custoner is displayed depending on the position of the operation
menber, and the gane paraneter is controll ed depending on the position.

That is, the gane paraneter of the gane character can be controlled
dependi ng on the position of the operation nenber with respect to the
operation panel surface. [0132] In particular, according to the
present inventj o, {he ganescard; is, t e CuS pnd_the ganme card
is used as the opé?a;%%n’nenbgé,l%nﬁ§$#%dd?%%?a@ﬁ%e%?ggéaggp?%§% t he gane
charact ephgeptespondi ngtt prihengany Eﬁédtoécegggpﬂgbza m&;ﬁ;gp% Prgaent

i nvention, the custoner can have pleasure In c ection, tannot be

provi dedpb¥cas¥infugbesatd gpigby displayed on a display device. Since the
gane card is the operation nenber, the customer can pick up the game card

in hand and digert]y nove the gane card. Further, wth the present
i nvention, the gane paraneter of the gane character can be controlled

dependi ng on 1hespnsi t i tire cfPU hel readgearehetianoese bye 1der susgoner . [ 0133]
Further, with the present invention, since the vanguard and the rear guard
can be rehkrzeternisherantoh-ilp gaeembdddlberepeoat 70p, ppaskdsunf age, the
custoner can likely feel the realismof the match-up. In particular, since
t he attadkspbagrcosrilhsatasedf ashéhecpesteilogané therapeeat bonthenber is at
a further front position on the operation panel surface, the customer can
nmor e easifyangementstyondkeatedl ah vheanoareapknfibngagena. cakdo, If the
ganme character serving as the rear guard is present at rear of the gane
char act efh8ePoFhElas ehethangparatioy meebessinaginhehganenpgar &mener of the
game character serving as the vanguard, the support for the vanguard by the
rear guari@e c@Rdpel abliedoperahiortPapeyysesiacneafaibe shdpafarchram, if the
support is executed when the rear guard i s arranged directly behind the
vanguarth?h%p%ﬁ§Y%ﬁeFoc%ﬁed%?%d?F%Emyn?%eP°§hElgﬁppB?? ¢BVafionship

bet ween t he gane chgﬁacters. $0134Lﬁ Since the nental power paraneter
i's introdtcRALTES | ShAF f FRR UPRSTREHRR AP RT £ £Et PHEARIPAcKD UAR8ss the gane

h t ' d f t th t al f th h t
o Sut f1 ETONE CPONEL (He VAYiSTYCOro esat r GRREGUTOr et HAReREuEP gane can

be incrqgﬁgqniddle 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 aZ. 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 is 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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[ 0135] Further, when arrangenment of the respective gane characters is
determ ned, the gane field 70 and the respective gane characters are

di splayed. In the attack or defense scene, the gane field is deleted and
the gane characters for the match-up are displayed in a close-up nanner.
Accordi ngly, the gane characters for the match-up are clear, and the attack
or defense scene of the gane can be produced for dynam c change of the

di splay screen. [0136] <Display of Series> As a sal es strategy of
gane cards, gane cards nmay be provided by a series. For exanple, gane cards
with designs BfllgHe characters in basic fornms (for exanple, before grow h)
may be sold in a first series, and gane cards with dﬁ;i ns of gane

characters i niotFr23orvhe (G Sk ApFeeasqt dhYriitsH Ye sold in a
second series. Also, the duration of each serjes ,may Qe desi gnated, for
exanpl e, PRFBREREEUSE Eh?OS%&%EE?dSQa%ﬁdC?%Eagé?¥egyiE Gdvertised. If a gane
card of the previous serjes is ejected, even in e.per] ext

seri es, Pﬁ@déﬁgf%h%?dnﬁﬁiﬁﬁ Af sappBFht & %c%%gt%g %%ﬁg?gé éPﬁnegarticle
selling device has to care,about the serjes . car | e. That
is, if tﬁélﬂﬁnﬁg EBR Pet @%ing?ﬁep%ﬁ??%%?rsgﬁ?%2€ﬁ§9h2t£§g©9%§% od as

pose! O e rhe SUREhel 8 BLILSOMETLEPLye [ BETLe peneh Popareecand i

_ ( ngenen I el en the article selling
process'gﬁogg EHS A bgrgﬁéters of the game character

corresponding to the operation member arranged in the front
region of the operation panel surface. Since aZ2 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 S2106.

[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 S$2130. That is, in this case, it is
judged that the selected game character is present in the
bottom 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.

[0116]
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executed, the CPU 61 causes the code reader unit 6 to read the code of the
gane card. The ROM 62 has a series managenent table. In the series
managenent 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 nenber and series information indicative
of a series nunber of the operation nenber in an associ ated manner. Hence,
the CPU 61 acquires information indicative of the series corresponding to
the identificati ane card acquired through the code

i nf ti th
reader unit ,nf$%%$@h2{€2r¢§@ gth@%ﬁ%ﬁ?e?th%.mqﬂEa%FPPBQrdisplays t he
i nf t] i i ti ft i he di | devi 3. As d i bed
Lhove i PARRREEREaoE! Endl s 18BN Bond chATAC R B, O b et samg eraans
wh th i syt th 1f i i i nformati on
2 R A AT
e code . . , _
Fig. 25 Fggaﬂ ??Pu§¥§a§Foﬂﬁé%gmkggagggﬁégﬁa§8e§§%pFg%g ms%?ﬁé?nigggrnation.

A ganme cagdr3sdvisearpanged OﬂstE@sgéﬁﬁeaaggog%gagggnﬁﬂb fhel d. A code

printed on the back surface of the gane car contains identification

I nf or mat eAct DehEakkVReShst RAL LB gaIENGALHel $22uEahYE Phednbl series.
Hence, the CPU 61 disp?ayg series ?nforﬁgtioﬁ 7% Pndicatﬁsemgg?gﬁhat t he

game cargowsrOpatffetsfSbrSehbe§am@nNchheadtepl ayrde¥pead3ngAes0kdngly, the
owner of the article selling device can supply gane cards in the article

sel li ng deerseishihemsbeckiragnybe cHr tRBt regki e8giohNaretpk Document ]
CLAIMS [C ai m 1]
operation panel surface with time while the operation member
is arranged in the rear region. Then, the processing goes
to S2110.
[0117]
Fig. 24 is a flowchart showing an example of defense
processing. This defense processing corresponds to S2110.
[0118]
In S2401, 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 6l 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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An article selling device having a gane function that executes a gane when

an article is purchased by a custoner, the i i si

. : . : machi ne conpri si ng:

grtlcle housing unit that houses a plurality of articrgs; ) a payﬁgnt
etection unit that detects paynent of a consideration; an eject unit

that ejects an article housed in the arti i it
( _ _ cle housing unit if the
t he pgn5|dgrat|on is detected; a count unit that cognts t he sunltg?;reg$ °
g???tlggaé}ggfegeéec:ﬁd by the payment detection unit or the nunber of
y e eject unit; and a ganme paraneter control
that conis®lSr an@yTe Pes@nmet erhe vl shid Q@@@Fiiﬂﬁ‘%%p‘b%n@ef HEt T on in gnl t
current gane play, to be a value nore advantageous to_the ﬁgstoner as a
ggrr}néaggffﬁguﬁied Ey the cauatchatacier | b§ gekSPIaYed m»1e Chhe article
_ according to claiml1, wherein_ the gane paraneter contr
. : ol
aﬂgtigogifgi?gg7gagetharpn@%%$59%@o@?%%eﬁowﬁgﬁo t Ieasf one gane character
under a predeterm ned sel ection rul i
of gane charabd¥t&) who appear in the gane. ¢ fromamong & plurality

in $2403, the CPU 61 decreases the mental power
parameter from among the game parameters of the selected
game character by the predetermined value al.
{0121]
In 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 §2106. If a rear support character is present, the
processing goes to 52405, and if not present, the processing
skips $2405 and goes to 52406.
[0122]
In S2405, the CPU 61 increases the defense power
parameter by a predetermined value bl. The CPU 61 may o
display an image indicative of that the rear game character g
supports the front game character when the CPU 61 increases
the defense power parameter (Fig. 23).

f0123]

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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[ C ai m 3] The article selling device according to claim11 or 2,
wherein the gane paraneter control unit controls at |east one gane
parameter which is selected under a predeterm ned selection rule from anong
a plurality of ganme paraneters associated with a ganme character who appears
in the gane. [Caim4] The article selling device according to any of
claims 1 to 3, wherein the paynent detection unit detects insertion
of a coininto the article selling device for the purchase of the article,

and atWhgEeLR é@@a&?“@id@nh&m&°5ﬂé§a&@@ HHBe%I§ %HBQS detected by the

paynent detection unit. [Caimb5] The artlc evich according to
any of cpatfmetdert8ef, oﬂhﬁrﬁéﬂeﬁgé—gﬁag Qéh@ngﬁgiaegékroésuﬁ'Haﬂggé not
execute the control for the game parametér if the counf value is val ue

correspopgll ng. t oThHe CORBLFEr 0h1 08 A&V Mal aRltip1088 BythCl e, but executes

the control for the gane paraneter 1f the count value is a val ue

cor r espopckdgt é omBnedNSdELL ati ent equIrNal ert 60 atibteastst wRcalhinghES-
value from the physical power parameter of the defense-side
game character. Then, the processing goes to $2111 shown in
Fig. 21.

[0124]

In contrast, if it is judged that the selected game
character is not present in the top region 72a in 82402, the
processing goes to 52410.

[0125]

In S2410, 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
12b, the processing goes to S2411.

f0126]

In 52121, the CPU 61 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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[Claim6] The article selling device according to any of clains 1 to 5,

further conprising: a top plate on which at | east one article is
nmount ed and which has transparency to light; a reading unit that reads a
code provided at the article; and a display unit that displays an

| mage of a gane character corresponding to the code, wherein the gane
paraneter control unit

In S2412, the CPU 61 decreases the mental power
parameter of the selected game character by the
predetermined value a2. Since a2 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 $52404.

[0128]

In contrast, if it is judged that the selected game
character is not present in the middle region 72b in 52410,

the processing goes to 52420.

Gee et HE Il et e

{0129]

en el

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

I ndi cative of a gane character who is a target of the control for the gane
par aneter, 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 game paraneter associated with

the ganme character. [Caim7] The article selling device according to
any of clains 1 to 6, wherein the gane paraneter control unit deletes a

result ofothencenbish 9k, the 9BRBLRREATBLCL1WNeRLLRE QAT L3 eaded, - 70 -
goes to S52406.

[0131]

According to the present invention, the game character
corresponding to the code read from the operation member
arranged on the operation panel surface by the customer is
displayed depending on the position of the operation member,
and the game parameter is controlled depending on the
position. That is, the game parameter of the game character
can be controlled depending on the position of the operation
member with respect to the operation panel surface.

[0132]

In particular, according to the present invention, the
game card is sold to the customer and the game card is used
as the operation member, and 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 controlied depending on the position of the
real card arranged by the customer.

[0133]
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Further, with the present invention, since the vanguard
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. In particular, if the support is exccuted
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



respective game characters are displayed. In the attack or
defense scene, the game field is deleted and the game
characters for the match-up are displayed in a close-up
manner. Accordingly, the game characters for the match-up
are clear, and thelattack or defense 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 is 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




executed, the CPU 61 causes the code reader unit 6 to read
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, 1f
the code of the operation member is read by the reading
means when the game is not executed, the CPU 61 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



of that the game card is of the first series, on the display
device 3. Accordingly, the owner of the article selling
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]

An 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 play, 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 1is
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
associlated 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 device 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 any‘of claims 1
to 4, wherein the game parameter control unit does not
execute the control for the game parameter if the count
value is a value corresponding to a consideration eguivalent
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.

[Claim 6]
The article selling device according to any of claims 1

to 5, further comprising:




:
:

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 is
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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