ABSTRACT A gane systemincludes a reader/witer unit 160 that perforns the
transm ssion/reception of data by radio to/from an RFID tag 162 nounted to
a character itemand perforns a data read operation and wite operation on
a storage nmedium included in the RFID tag 162 and a gane processing unit
that perforns the transm ssion/reception of data to/fromthe

reader/witer unit 162, obtains the data, which is read from the RFID tag
162, fromthe reader/witer unit 260, and perfornms game processing
animating a ganme character associatedow® th the character itemon the basis
of the obtained data. The RFID tag 162 stores credit data associated with
the nunber of plays left for a ganme and a gane paraneter to be used for

t he gane processing. The gane proc%‘ nggﬁpit obtains the credit data from
the RFID tag 162 through the reade %ﬁ?ﬁ unit 160, perforns update
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an RFID tag 162 mounted to a character item and performs a

data read operation and write operation on a storage medium
included in the RFID tag 162 and a game processing unit that
performs the transmission/reception of data to/from the
reader/writer unit 162, cobtains the data, which is read from
the RFID tag 162, from the reader/writer unit 260, and
performs game processing animating a game character
associated with the character item on the basis of the
obtained data. The RFID tag 162 stores credit data
associated with the number of plays left for a game and a
game parameter to be used for the game processing. The game
processing unit obtains the credit data from the RFID tag
162 through the reader/writer unit 160, performs update
processing on the credit data stored in the RFID tag 162
through the reader/writer unit on the basis of the
satisfaction of a given condition, and starts the game

processing after the update processing on the credit data.



