- 1 - DESCRI PTI ON GAME SYSTEM PROGRAM AND | NFORVATI ON STORAGE MEDI UM
Technical Field [0001] The present invention relates to a gane system a
program and an i nformati on storage nmedi um [0002] Background Art In recent
years, gane character itens each created by wusing an ani nated character or
a character of a professional sport player, for exanple, increasingly
becone popular, and collecting cards each with a picture of a character,
for exanple, (which are so-called trading cards) and collecting figures
created to imtate a character are supparted by a w de range of ages. The
gane system di scl osed i n Unexam ned Patent Application Publication No.
2006- 95180 or Unexam ned Patent Application Publication No. 2002-153675 is

known in which a storage nediyn1iiﬁg¥#§#§g%h€ a character itemsuch as a
trading card and a figure and info _ he character is read from
ceser: *0re SURUE, S25BLRY, 39TEy R EAITIREIL AN AR,
Publ i cati on No. 2006-95180 requires, in order to 2
Technical Field
[0001]
The present invention relates to a game system, a
program and an information storage medium.
[0002]
Background Art
In recent years, game character items each created by
using an animated character or a character of a professional
sport player, for example, increasingly become popular, and
collecting cards each with a picture of a character, for
example, (which are so-called trading cards) and collecting
figures created to imitate a character are supported by a
wide range of ages. The game system disclosed in Unexamined
") Patent Application Publication No. 2006-$5180 or Unexamined
Patent Application Publication No. 2002-153675 is known in
which a storage medium is mounted to a character item such
as a trading card and a figure and information on the
character is read from the storage medium to play a game.
Disclosure of Invention
[000c3]
However, the game system disclosed in Unexamined Patent

Application Publication No. 2006-95180 requires, in order to



play a gane, the purchase of a character itemto which a storage nediumis
to be nmounted and additional insertion of noney or a coin worth of the

val ue of noney to a gane apparatus. Therefore, it is difficult to notivate
a person who is strongly interested in the collection of character itens
to play a gane, and it is difficult to notivate a person who is strongly
interested in playing ganes to purchase character itens. For that reason
the pronotion of purchase of character itens and the enhancenent of
operations of gane systens are being strongly demanded. [0004] In a gane
system di scl osed i n Unexam ned Patent”‘ﬁbﬁiication Publ i cati on No.

2002- 153675, a three-dinensional article that is equivalent to a character
itemis pre- nmounted to a nmenory, and the data defining a playable tine
and/ or thelpgssi blagenuritey mfrqiays of @ Gadeactor exampte, whstare

pre-stored in the nenory. However, beyond the ] tolerance of the playable
time or theopegs bleelinmmber tof I ays:rofed gaeaddoriexanphesethechaet is
witten into the nenory. Therefore, by renoving the three-di nensional
article fmonevherganecsystwemtdurdafing hee gaaip,e tdie wsaneyt boee- gdingensi onal
article can be reused for the gane although it is really beyond the
t ol er ancearmhirghuiss aTheoagbuk, act tihatlfriEyuidt tve rprieviented o005 - 3
who 1s strongly interested in the collection of character
items to play a game, and it is difficult to motivate a
person who is strongly interested in playing games to
purchase character items. For that reason, the promotion of
purchase of character items and the enhancement of
operations of game systems are being strongly demanded.
[0004]
In a game system disclosed in Unexamined Patent
Application Publication No. 2002-153675, a three-dimensional
article that is equivalent to a character item is pre-
mounted to a memory, and the data defining a playable time
and/or the possible number of plays of a game, for example,
is/are pre-stored in the memory. However, beyond the
tolerance of the playable time or the possible number of
plays of a game, for example, the fact is written into the
memory. Therefore, by removing the three-dimensional
article from the game system during a game, the same three-
dimensional article can be reused for the game although it
is really beyond the tolerance, which is a wrongful act that

may not be prevented.

f0005]



The conventional gane system has a problemthat a character itemof a gane
is of noutility value after the <character infornmation is read fromthe
character item In the conventional game system in order to pronpt a

pl ayer to performan operation in a gane, a separate gane controller such
as a lever and a button nust be deployed in addition to a device that
reads data froma character item Therefore, there is concern that the
degree of freedom of the apparatus design nay be reduced. [0006] The
present invention was nmade in view of the -~ situations, and it is an object
of the present invention to provide a gane system program and information
storage nediumthat can synergistically seek the pronotion of the

pur chase of ch? gctgr itgns %gd t he progoti n of the use of anes and
secure the cha élnﬁ PEPILELGRAS. IRO60TE S TET) PRife Aa<sEht®™ vkt ion rel at es

t i ncl udi der/wit it.that f t
tr ansi So DT F SOE5 1o Tof 104 980 rad S Wit K K DL FhUREeH Fo a
character chLem.and ReiLorR 3.0dLa Lead - .operald o, andout] t e ggerafjon on a
storage nmediuminclu ed " the "RFITD ag,” and a gane processing unit that

o oo SRR R B! SO e B
perform an operation in a game, a separate game controller
such as a lever and a button must be deployed in addition to
a device that reads data from a character item. Therefore,
there is concern that the degree of freedom of the apparatus
design may be reduced.

[0006]

The present invention was made in view of the
situations, and it is an object of the present invention to
provide a game system, program and information storage
medium that can synergistically seek the promoticn of the
purchase of character items and the promotion of the use of
games and secure the charging for a game.

”ﬁ [0007)

(1} The present invention relates to a game system
including a reader/writer unit that performs the
transmission/reception of data by radio with an RFID tag
mounted tc a character item and performs a data read
ocperation and write operation on a storage medium included
in the RFID tag, and a game processing unit that performs
the transmission/reception of data to/from the reader/writer

unit, obtains the data, which is read from the RFID tag,



fromthe reader/witer unit, and perforns ganme processing aninmating a gane
character associated with the character itemon the basis of the obtained
data, wherein the storage nediumincluded in the RFID tag stores credit
data associated with the nunber of plays left for a game and a gane
paranmeter to be used for the gane processing by the gane processing unit,
and the gane processing unit obtains the credit data fromthe RFID tag
through the reader/witer wunit, perforns update processing on the credit
data stored in the storage nediun1inglgded in the RFID tag through the
reader/witer unit on the basis of the satisfaction of a given condition,
and starts the gane processing after the wupdate processing on the credit
data. [0008] The present invention further relates to a programfor a
ganme syst émvhavhiagraadeaden/iweirt eniuni tand he piagiangancaust sige @s cogputer in
the gane systemto function as the game processing unit. The present
i nvent i onahuméhéngr el ghes charactenputserodaieddablve. imfidrarathane ster age
medium that stores the program [0009] The "character itenf may
correspondten ancand weshsaofpitbruodtefined krtact erfjeze i gure sreated to
imtate a character or the like. [0010] - 5

medium included in the RFID tag stores credit data

assoclated with the number of plays left for a game and a

game parameter to be used for the game processing by the

game processing unit, and the game processing unit obtains

the credit data from the RFID tag through the reader/writer

unit, performs update processing on the credit data stored

in the storage medium included in the RFID tag 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.

[(0008]

The present invention further relates to a program for

a game system having a reader/writer unit, the program

causing a computer in the game system to function as the

game processing unit. The present invention further relates

to a computer-readable information storage medium that

stores the proegram.

[00L9]

The "character item" may correspond to a card with a
picture of a character, a figure created to imitate a

character or the like.

[0G10]



The "credit data" may be a val ue associated with the nunber of plays left
for a gane and correspond to the charge for one or plural ganmes, which may
be the value indicating the anount of noney (such as 100 (yen), and 200
(yen)) or the value of the nunber of plays left for a gane itself (such
as 1 (play) and 10 (plays)). [0011] The "game paraneter” may correspond to
a paraneter defining the type or attribute of a gane character associated
with a character item a paraneter defining a status (such as strength,
striking power, defensive strength andsquickness) of a gane character or
the Iike. [0012] According to the present invention, the storage nedi um
included in the RFID tag stores credit data associated with the nunber of
plays left for_a game gnd ajye paraneter to be used for the gane
processing by The gah® bFo%@géinﬁaMnPF.a TReMEf 80 tRE SpuMddseENa sel f of
a character_itemto ich. the REFID tag is unted can be handled as a
P PR 8148 T S o 2n GRS VLD P SO i i Sheent ool ay

charge for a” "ga

a game to r se._a racter item .the pronotiqn of the , purchase of

char act erf%??e%rg%cgﬁ gng(‘%‘ggﬁtﬁ@eﬁm% rcrl?ofrga,y rpi;eec evaijtuei:alﬁp Y ow a

person whop wi o,.pu e racter 4t to play ganme only by

pur chasi ng %ﬂggﬁgpgc?gr&gpgﬁ1(F%g%p%%nn§¥%Hﬁgﬁmfhégﬁgéng} eaéﬁh(%%n be 6 -
the value of the number of plays left for a game itself

(such as 1 {play) and 10 (plays)).
[0011)

"

The "game parameter"” may correspond to a parameter
defining the type or attribute of a game character
associated with a character item, a parameter defining a
status (such as strength, striking power, defensive strength
and quickness) of a game character or the like.

[0012]

According to the present invention, the storage medium
included in the RFID tag stores credit data associated with
the number of plays left for a game and a game parameter to

/ be used for the game processing by the game processing unit.
Therefore, the purchase itself of a character item to which
the RFID tag is mounted can be handled as a charge for a
game. Because this can motivate a person who wishes to play
a game to purchase a character item, the promotion of the
purchase of character items can be sought. Furthermore,
because it can also allow a person who wishes to purchase
character items to play a game only by purchasing a

character item, the promotion of the use of a game can be



sought. [0013] According to the present invention, the update processing
on the credit data is perfornmed before the game processing is started by
usi ng the gane paraneter stored in the storage nmediumincluded in the RFID
tag. Therefore, the charging for a gane can be securely performed when the
gane is played. [0014] (2) In the gane system program and information
storage nediumof the present invention, the ganme processing unit nmay
obtain information depending on the positional relationship between the
reader/writer unit and the RFID tag mnounted to the character itemfromthe
reader/witer unit as input informati'oR by a player and performthe gane
processi ng. [0015] Because this elimnates the necessity for a speci al
i nput device (such as a lever and a button) for playing a ganme, the degree
of freedomughapparatus design of the gane system can be enhanced.
Furthernore, providing an unprecedented input interface can attract
pl ayer's gi@¢emntion. [0016] (3) In the gane system program and information
storage 'nediumof the present invention, the reader/witer unit may 7
According to the present invention, the update
processing on the credit data is performed before the game
processing 1s started by using the game parameter stored in
the storage medium included in the RFID tag. Therefore, the
charging for a game can be securely performed when the game
is played.
[C014]
(2) In the game system, program and information storage
medium of the present invention, the game processing unit
may obtain information depending on the positional
relationship between the reader/writer unit and the RFID tag
mounted to the character item from the reader/writer unit as
input information by a player and perform the game
processing.
f0015]
Because this eliminates the necessity for a special
input device (such as a lever and a button} for playing a
game, the degree of freedom in apparatus design of the game
system can be enhanced. Furthermore, providing an
unprecedented input interface can attract plavyer's attention.
[C016]

(3) In the game system, program and information storage

'medium of the present invention, the reader/writer unit may

e



have a plurality of read positions for performng the

transm ssion/reception of data to/fromthe RFID tag nounted to the
character itemand performng a data read operation, and the gane
processing unit nmay obtain the difference in read position where the
transm ssion/reception of data is perforned with the RFID tag in the
reader/witer unit as input information by a player and performthe gane
processing. [0017] This allows animating a game character based on the
novenent a character item by a player . which allows a player to perform
intuitive input operations. Therefore, the input interface can be
enhanced. [0018] (4) In the gane system program and information storage

medi um of r i.nventd on, the r. ader/ iter it m ave at | east
one reader%m%i%e tﬁgﬁltgh peﬁ?bf%ﬁb ﬁ1%)nsv¥%ﬁu3?§ %ﬁp%$% fon and wite

oper at | Ontggngmﬁts%&%gl?r@é%' NEReT &d, ![thno; 18R W%uagé ?fg‘f%&%%{gg

character 1tem an t one rea er can perf

oper ati on:,onky. CEQQac%%qeréﬁ%f%ﬁﬁi?ﬂgﬂﬁnﬁﬁengkaﬂﬁy:Rﬁagt %9?? 5Q as to

be capabl e of performng the transm'ssio i on of TOM t he

bt ai n ot "Teact ong e Crhe Taer s thar The REF%% o Factpr ocal
perfornms reci procating
noti on betweBNp8sition where the transmission/reception of data is
performed with the RFID tag in the reader/writer unit as
input information by a player and perform the game
processing.
{0017]

This allows animating a game character based on the
movement a character item by a player, which allows a player
to perform intuitive input operations. Therefore, the input
interface can be enhanced.

[0018]

(4) In the game system, program and information storage

medium of the present invention, the reader/writer unit may

e

have at least one reader/writer that can perform both of a
data read operation and write operation on a storage medium
inciuded in the RFID tag mounted to the character item and
at least cne reader that can perform the data read operation
only. The reader/writer and the reader may be provided so
as to be capable of performing the transmission/reception of
data to/from the RFID tag in separate communication ranges.
The game processing unit may obtain at least one of the fact

that the RFID tag performs a reciprocating motion between



the inside and outside of the communication range of the reader/witer or
the reader within a given period of tine and a period of tinme required by
the RFID tag for performng a reciprocating notion between the inside and
outside of #he comunication range of the reader/witer or the reader as

i nput information by a player and performthe game processing. [0019] The
i nput required for the gane processing can be perfornmed by a player by
causing a character figure to performa reciprocating notion between the

i nside of the comunication range and the outside of the conmunication
range of the reader/witer or reader, "afid the fact that the reci procating
notion is performed wthin a given period of tine or the period required
for the reciprocating notion can be handled as the input information by a
pl ayer. Theeetosedet Bndwbtinetiticanfi nput cdewicd dahatorhasarbpemcadapied in a >
conventional ganme system such as a button and a lever, a wide variety of

i nput i nfoeadeirdnrbyea praybe candee Wandlieda oihicoh pean ehhahceindie | nput
interface. [0020] (5) In the ganme system program and infornmation storage
medi um of anfleappesent! pPAvénreomequheegaimy phec®Eihg aunifior neyr Updates t he
gane paraneter stored in the storage nmedium included in the RFID tag
mount ed t®» ¥helphacatinvg inpbpgprn between the inside and cutside of the

communication range of the reader/writer or the reader as
input information by a player and perform the game
processing.
(00197

The input required for the game processing can be
performed by a player by causing a character figure to
perform a reciprocating motion between the inside of the
communication range and the outside of the communication
range of the reader/writer or reader, and the fact that the
reciprocating motion is performed within a given period of
time or the periocd required for the reciprocating motion can
be handled as the input information by a player. Therefore,
without an input device that has been adopted in a
conventional game system, such as a button and a lever, a
wide variety of input information by a player can be handled,
which can enhance the input interface.
[0020C]

(5) In the game system, program and information storage
medium of the present invention, the game processing unit
may update the game parameter stored in the storage medium

included in the RFID tag mounted to the character item

§ /’
ey



- 9 through the reader/witer unit on the basis of the history of the
input information by a player. [0021] Because this allows updating a gane
paranmeter every tinme the ganme is played, the player can be notivated to
use the ganme system again next tinme. Therefore, the use of the gane can
be pronoted. [0022] (6) The gane system of the present invention may
further include a sales unit that receives the insertion of paper
currency, a coin or electronic noney and provides the character item

Not ably, the "coin" includes not only -meney in circulation on the market
but also a nedal to which a value corresponding to noney is given, for
exanpl e. [0023] Because this allows purchasing a character itemfor

f ' t t f _the
purchas of 6 Chafdbc &1 LAACAY Cha B G or* 11 * et of oAt can be
synerglstbgakh¥0?9§th n&%@%éklc§?&nj Jresent invention further relates

to a program nput'er "havi ng, as fan |nput/output interface, a
readerIMW|b@@1En|t that performs the transm ssion/reception of data by
radio with an RFID tag nounted to a character

Because this allows updating a game parameter every
time the game is played, the player can be motivated to use
the game system again next time. Therefore, the use of the
game can be promocted.

o022}

{6) The game system of the present invention may
further include a sales unit that receives the insertion of
paper currency, a coin or electronic money and pfovides the
character item. Notably, the "coin" inciudes not only money
in circulation on the market but alsc a medal to which a
value corresponding to money is given, for example.

[0023]

Because this allows purchasing a character item for

R

performing a game in the game system, both of the promotion
of the purchase of a character item and the promotion of the
use of a game can be synergistically sought.
[0024)

(7) The present invention further relates to a program
for a computer having, as an input/output interface, a
reader/writer unit that performs the transmission/reception
of data by radio with an RFID tag mounted to a character

item and performs a data read operation and write operation



itemand perforns a data read operation and wite operation 10 on a
storage nediumincluded in the RFID tag, the reader/witer unit being
enpl oyed in the gane system according to any one of (1) to (6), wherein
the storage nmediumincluded in the RFID tag stores a val ue subtracted by
the gane systemas credit data before a gane is started, and the conputer
is caused to function as a credit update processing unit that perforns
credit update processing adding a given value to the credit data stored in
the storage nmediumincluded in the RFID tag through the reader/witer
unit in the conputer. The present inventfon further relates to a
conput er-readabl e informati on storage nediumthat stores the program
[ 0025] According to the present invention, the value of credit data is
subtract ednewesyophay okddugareclAdser nat itved \WFED w@iyencival ue may be added
to the credit data. Therefore, the reuse of a character itemis allowed,
from whi chegher/sonteirbuhiion bied nichenpdsourd e rs aHangyaoan desexpect ed. Bri ef
Description of Drawings [0026] [Fig. 1] Fig. 1 is an external view of a
gane systearefdiag embediymene. ofFilg.) 24] F)g. Wenesiraniexpbamatoey di agram
for a character figure used in the game system of the enbodi nment.

medium included in the RFID tag stores a value subtracted by

the game system as credit data before a game is started, and

the computer is caused to function as a credit update

processing unit that performs credit update processing

adding a given value to the credit data stored in the

storage medium included in the RFID tag through the

reader/writer unit in the computer. The present invention

further relates to a computer-readable information storage

medium that stores the program.

[0CZ25]

According to the present invention, the value of credit

data is subtracted every play of a game. RAlternatively, a

given value may be added to the credit data. Therefore, the

reuse ¢f a character item is allowed, from which the

contribution to the resource saving can be expected.

Brief Description ¢of Drawings
[0026])

[Fig., 1] Fig. 1 is an external view of a game system of
an embodiment. |

[Fig. 2A] Fig. 2A is an explanatory diagram for a

character figure used in the game system of the embodiment.

—



- 11 [Fig. 2B] Fig. 2B is an explanatory diagramfor a character figure
used in the gane systemof the enbodinent. [Fig. 3] Fig. 3 is a hardware
configuration diagramfor the gane system of the enmbodinent. [Fig. 4] Fig.
4 is a functional block diagramfor the gane system of the enbodi nent.
[Fig. 5] Fig. 5is a flowhart illustrating a control nethod for the gane
system of the enbodinent. [Fig. 6A] Fig. 6A is an explanatory diagramfor
an input formby a player in the gane systemof the enbodinent. [Fig. 6B]
Fig. 6B is an explanatory diagramfor-the input formby a player in the
gane system of the enmbodinent. [Fig. 6C] Fig. 6Cis an explanatory diagram
for the input formby a player in the gane system of the enbodinent. [Fig.

71 F 7 d I th t f th
embod!ment [ A Wﬁ?“%?%@%h%ﬁ%%ﬁ%%ﬁ&i W an i nput

det erm na Le o | Hh ont th of _the,enbodi ment .
[Fig. SB]EE?SaEg% |§H§%g]agghn1s oﬁing%%n ex: np e 0 fm%¢1 embo bog!

det t t f
[Fig o] Fig o1& a i asranshonng s d %§@|§§5§é§%E@QqéﬁltJﬁﬁbane Syt em

of the enbpdi gBRL. skEiem 1] tFeertldifichdi agram showi ng an appli cation
. [Fig. 4] Fig. 4 is a functional block diagram for the

game system of the embodiment.

[Fig. 5] Fig. 5 is a flowchart illustrating a control

ey

method for the game system of the embodiment.

(Fig. 6A] Fig. 6A is an explanatory diagram for an
input form by a player in the game system of the embodiment.
[Fig. 6B] Fig. 6B is an explanatory diagram for the
input form by a player in the game system of the embodiment.
[Fig. 6C]Fig. 6C is an explanatory diagram for the
input form by a player in the game system of the embodiment.

[Fig. 7] Fig. 7 is a diagram showing a display screen
on the game system of the embodiment.

[Fig. 8A] Fig. 8A is a diagram showing an example of an
input determination table that implements the control method
of the embodiment.

[Fig. 8B] Fig. 8B is a diagram showing an example of
the input determination table that implements the control
method of the embodiment.

[Fig. 9] Fig. 9 is a diagram showing a display screen
on the game system of the embodiment.

[Fig. 107 Fig. 10 is a diagram showing an application



12 - exanple of the enbodinment. [Fig. 11] Fig. 11 is a diagram show ng an
application exanple of the enbodi nent. Best Mdde for Carrying Qut the

I nvention [0027] An enbodi nent of the present invention will be described
bel ow. Notably, the enbodi ment which will be described bel ow does not
invalidly limt the spirit of the present invention disclosed in CLAlI M5
Al'l conponents described in the enbodi nent are not typically necessary
constituent features of the present invention. [0028] 1. Configuration
Fig. 1 is an external view of a gane system of an enbodi nent of the
present invention. [0029] A gane systentof this enbodi nent has a
configuration integrally including, as shown in Fig. 1, a sales unit that
provi des a character figure (which is an exanple of the character item in
a capsul eskype leontfaither eaicbdangane unit for playing a gane by using the
character figure purchased fromthe sales unit in a body cabinet CAB. This
al l ows purchaéFng. althaFagt el 1f igure dieqguiaredhicoringl ayi ngp@l iganeiom  a
ganme system which can synergistically pronote both of the purchase of a
char act er ekpgale aAd thie cobedéfueg tgane.

Best Mode for Carrying Out the Invention
[0027]

An embodiment of the present invention will be
described below. Notably, the embodiment which will be
described below does not invalidly limit the spirit of the
present invention disclosed in CLAIMS., All compconents
described in the embodiment are not typically necessary
constituent features of the present invention.

[0028]
1. Configuration

Fig. 1 is an external view of a game system of an
empodiment of the present invention.
[0029]

A game system of this embodiment has a configuration
integrally including, as shown in Fig. 1, a sales unit that
provides a character figure {(which is an example of the
character item) in a capsule-type container and a game unit
for playing a game by using the character figure purchased
from the sales unit in a body cabinet CAB. This allows
purchasing a character figure required for playing a game in
a game system, which can synergistically promote both of the

purchase of a character figure and the use of a game.



- 13 Anot her enbodi nent of the present invention may be inplenented by a
formin which the sales unit and the gane unit are provi ded separately,

wi thout being limted to the integration of the sales unit and the gane
unit as shown in Fig. 1. For exanple, one of the sales unit and the gane
unit may be provided in an upper part while the other may be provided in a
| oner part. One may be placed on the left hand side while the other nay be
pl aced on the right hand side. In the configuration shown in Fig. 1, the
gane unit rmay be renovable fromthe sales_unit. [0030] 1In the sales unit,
if a player inserts a coin (such as noney in circulation on the market and
a nedal to which a value corresponding to noney is given) to a coin
insertion,_s operation on a rotational handle RHD is

Lot M ot at i |
al | owed. ﬁB?&gFﬁgepﬁgdﬁ%ﬁgﬁzgﬁiﬁ*ﬁhﬁﬁ%ﬁﬁﬂﬁj%ﬂ%ﬁﬂ&&?ﬂam%VdW?des a
| e-t t ai CP t | f tai n t it CSt
an out put LBer TR, ShgYs gl eI S Corfti QUi S UtH: & RS prassitlea
t b ] t t.h i i ted to, th i i ti
Got to-5h28 KR pOBN SR L N, e Ho e Gk aibnred hG BgEeT O

applicabl§nkgagagggnig§e%kkoga$%Spggﬁggggﬁaﬁgﬁ%é%ﬂggquie#ggﬁédg&g npney is

acceptabl e inStead of a coin. The e con such 't hat

it can acpept the pdSeLth@P1e0f oReCOENLnEOL 8%2MRIEr aRd) G lGpirically

provi de the
unit may be provided in an upper part while the other may be

= provided in a lower part. One may be placed on the left

Ry

hand side while the other may be placed on the right hand
side. In the configuration shown in Fig. 1, the game unit
may be removable from the sales unit.

[0030]

In the sales unit, if a player inserts a cein (such as
money in circulation on the market and a medal to which a
value corresponding to money is given) to a coin insertion
slot MI, & rotational operation on a rotational handle RHD
is allowed. Rotating the rotational handle RHD clockwise

_) provides a capsule-type container CP to a player from a
container storage unit CS to an output port CO. The sales
unit is configured such that pressing a return button RBT
down can return the coin inserted to the coin insertion slot
to a coin return opening. Notably, the configuration is
also applicable that the insertion of paper currency and/ox
electronic money 1is acceptable instead of a coin. The sales
unit may be configured such that it can accept the insertion

of a coin, for example, and can electrically provide the



- 14 capsule-type container CP to a player in accordance with a swtch

i nput, for exanple. [0031] 1In the gane system of this enbodi nent, as shown
in Fig. 2A a character figure CF contained in the capsul e-type container
CP is provided fromthe sales unit to a player. A player can take out the
character figure CF fromthe container CP by separating a hem sphere CPA
and a hem sphere CPB constructing the container CP. [0032] According to

t he enbodi nent, as shown in Fig. 2B, the character figure CFis a figure
formng a robot, and the figure body B?, which is a resin nold, has a
projection PJ at the bottom The proje fion PJ of the figure body BD is
inserted to a hole HL of a pedestal PD, which is a pillar- shaped resin
nold, and is fixed thereto with an adhesive, for exanple. The pedestal PD
i ncl udes aapandke tymict ddbttahater drense an pheysurfracecsedeantet hetbpposite
side of the surface having the hole HL and a base unit BP that is fixed

to bl ock shWétepeninpgtof fiche chamdilez.unit HD. The base unit BP has a tag
storage unit BS that stores an RFID tag TG which is an I C chip having the
integrati ®A0a8flla nenory (storage nmediun), an antenna and a logic circuit.
The RFID tag TG has a function of starting the logic circuit connecting
to the antennalanthpegfBensyepemarifondiis embodiment, as shown in Fig.

2A, a character figure CF contained in the capsule-type
container CP is provided from the sales unit to a player. A
player can take out the character figure CF from the
container CP by separating a hemisphere CPA and a hemisphere
CPB constructing the container CP.

[0032]

According to the embodiment, as shown in Fig. 2B, the
character figure CF is a figure forming a rchot, and the
figure body BD, which is a resin mold, has a projection PJ
at the bottom. The projection PJ of the figure body BD is
inserted to a hole HL of a pedestal PD, which is a pillar-
shaped resin mold, and is fixed thereto with an adhesive,
for example. The pedestal PD includes a handle unit HD that
opens on the surface side of the opposite side of the
surface having the hole HL and a base unit BP that is fixed
tc block the opening of the handie unit HD. The base unit
BP has a tag storage unit BS that stores an RFID tag TG,
which is an IC chip having the integration of a memory
(storage medium), an antenna and a logic circuit. The RFID
tag TG has a function of starting the logic circuit

connecting to the antenna and performs operational



- 15 processing on data within the nenory by receiving radio waves (or

el ectromagnetic waves), which are transmtted by radio froma
reader/witer unit RAU with the antenna. Notably, the configuration of the
character figure is not |imted to those described above but may vary.
[0033] According to this enbodinent, the RFID tag TG contained in the
pedestal PD for a character figure CF stores data such as ID

aut hentication data for individually identifying a character figure CF,
credit data corresponding to the nunbersof plays left for a game and gane
paranmeters that define the type and status (such as a strength, a striking
power, a defensive strength and a quickness) of a gane character.

Particulagly in_thi mbodi t.. .ch t fi CF. f dto imtat
the same KiTdOf ‘ORarCter-bit Yot gams Cdractbr <= Fawl g dF FePent
st at uses,

i.ch are r fromthe RFEID tag TQ .can be, provid fromthe
sales unit F% é%6|§§§%@%ﬂ?ﬁ%ﬁ%ﬁiﬂmﬁﬁﬁﬁs%a~¥ %f?ﬂ%ﬁ%c?g?n??bﬁggd %ﬁ

eXterna'|¥ah9%”%39h$ai@é&ﬁé%/JPiﬁ%yﬁﬁgﬂq¥%WU ﬁ%@ﬁagégran n%rOVide gane

characters wth erent statuses, I'c are tead fromthe RFID tag TO

In this caseapsgar %fey_co\fﬁ*il@%&a%%ngio\ﬁse%eg %}%Sr%%@cff ufd gL es, CF formed

to imtate the sane kind of character wt erente in status. This

can notivat@idehl ayerhb@CeldRel reharacher pdd gy esyLF, . According to this
enbodi nent, even when, as

[0C33]

According to this embodiment, the RFID tag TG contained

in the pedestal PD for a character figure CF stores data
such as ID authentication data for individually identifying
a character figure CF, credit data corresponding to the
number of plays left for a game and game parameters that
define the type and status (such as a strength, a striking
power, a defensive strength and a quickness) of a game
character. Particularly in this embodiment, character
figures CF formed to imitate the same kind of character but
for game characters having different statuses, which are
- } read from the RFID tag TG, can be provided from the sales
unit te a player. In other words, even a character figure
CF externally formed to imitate the same kind of character
may provide game characters with different statuses, which
are read from the RFID tag TG. In this case, scarcity
values are given to the character figures CF formed to
imitate the same kind of character with the difference in
status. This can motivate a player to collect character

figures CF. According to this embodiment, even when, as



16 described above, the statuses of game characters read from the sane
kind of character figures CF are different, the character figures CF
appear to be indistinguishable. This provides the new application of the
character figures CF in which the game unit is used to check the status
can be provided. [0034) The gane unit is provided on the front side of
the container storage unit CS in the body cabinet CAB and includes a
liquid crystal display LCD, which is a display screen for a gane, a
reader/witer unit RAJ for performng ihemtransnission/reception of data
to/froma character figure by radio, a @peaker unit SO that outputs a
sound effect in a gane and a system board (gane processing unit) that
creates a gane inage to be shown on the liquid crystal display LCD on the
basi s of dbtarnedddatavier,omhichetarteader /o igaie whdrdWMerd nr¢he faoe system
of this enbodinent, three character figures can be changed to use in one
pl ay of athaneamehéibody fcaiianetct@AB hagifdguie stordgefeumts €1 and FP2
on the left and right sides of the reader/witer unit RM for storing
char act er chpgactsrwiiighregr €Fhetrraaude Notiabd st ey speaikee - bddyisand t he
system board are internally provided in the body cabinet CAB and are not
shown. [OBBngdeS the new application of the character figures CF in

which the game unit is used to check the status can be

provided.

(0034]

The game unit is provided on the front side of the

container storage unit C$ in the body cabinet CAB and

includes a liguid crystal display LCD, which is a display

screen for a game, a reader/writer unit RWU for performing

the transmission/reception of data to/from a character

figure by radio, a speaker unit SO that ocutputs a sound

effect in a game and a system board (game processing unit)

that creates a game image to be shown on the liquid crystal

display LCD on the basis of obtained data from the

reader/writer unit RWU. In the game system of this

embodiment, three character figures can be changed to use in

one play of a game, the body cabinet CAB has figure storage

units FP1 and FP2 on the left and right sides of the

reader/writer unit RWU for storing character figures which

are not in use. Notably, the speaker body and the system

board are internally provided in the body cabinet CAB and

are not shown.

[0C35]

o’

. ;
e



- 17 The gane unit has a hardware configuration as showmn in Fig. 3. The
system board is an electronic circuit substrate including processors such
as a CPU, a GPU and a sound processor and nenories such as a ROM a RAM
and a VRAM The CPU is a processor that authenticates the RFID tag nounted
to a character figure, determnes input data required for developing a
gane, controls the display of an object such as a gane character or
performnms operational processing by using a game paraneter. The GPU is a
processor that perfornms processing of treating a gane inmage to be

di splayed on the Iliquid crystal display on the basis of the processing
result by the CPU The gane image created by the GPU is output to the

liquid t al d [ I f t d f
pi el ool or i nf B ngeF onumr%e%ésﬁ%d%%%?%eg%swfsl%faltaeg@é%% TRAE Pt o s
i f ffect i t put
processing.ol, romgduelusea sound ¢ £ s A
d 5 t b
51 ng. memer ee (<aoh gs S K Zsﬁ%%r%sﬂ%ﬁconnﬁf%@é%cﬂerﬁ%‘ﬁ?ihgﬁ 2 bus
interfaceprb@@36hr badt lﬂl‘%mgﬁ%su%'utc’ht e J qader /wr F%ﬁr a4yl Ch iR, an

|nput/output interface, includes a reader/wit'er t hat can read at a

fromthe REUDitag pRuBLed 0 tdGhaNAGE fdgWe crandkp te; dat @, hoefhe RFID
tag and a left reader Rl, center

to a character figure, determines input data reguired for
developing a game, controls the display of an object such as
a game character or performs operational processing by using
a game parameter. The GPU is a processor that performs
processing of creating a game image to be displayed on the
liguid crystal display on the basis of the processing result
by the CPU. The game image created by the GPU is output to
the liguid crystal display in a video signal (RGB signal)
form that defines pixel color information. The sound
processor 1s a processor that performs processing of

reproducing a sound effect in a game, which is to be output

[

from the speaker. The sound effect in a game is output to
the speaker in an audio signal form. The processors perform
operational processing by using memories (such as a RAM and
a VRAM) connected thereto through a bus interface.
0036}

In the game unit, the reader/writer unit, which is an
input/output interface, includes a reader/writer RW that can
read data from the RFID tag mounted to a character figure

and write data to the RFID tag and a left reader R1, center



- 18 reader R2 and a right reader R3 that can only read data from the
RFID tag nounted to a character figure (refer to Fig. 1). In other words,
the reader/witer unit has the reader/witer RWand the |left reader R1,
center reader R2 and right reader R3 as read positions for performng the
transm ssion/reception of data to/fromthe RFID tag nounted to character
figure and performng data read operations. In this configuration, a

pl ayer may place a character figure on the reader/witer RWto check the
status of the gane character associated with a character figure or to pay
for the credit required for playing a gane. A player may place a
character figure on the left reader Rl, center reader R2 or right reader
R3 to performan input operation required for developing a gane. [0037]
Not abl y, hasxiiag Hesentbedrtbat, riendele RGamdasy stzemcofl y trhisl etdiodi fiest, t he
reader/witer unit RAU is conposed of the reader/witer RW |left reader
R, centetheeB8éP R2g andniricghto reeaderraR3 et heigwrd efréfiact tonFrigy Be .
provided in any one reader of the left reader Rl, center reader R2 and

ri ght rehdeptRBrwiwohdat &atdi reedalkl/yrptevi dindg tiees rtdederdankd t/arr iRy
[0038] Fig. 4 shows an exanple of the functional block diagram for the
game syst® ardtbhhe éabbdraeder Rétabkprerheegaipe R2 and right reader

R3 as read positions for performing the
transmission/reception of data to/from the RFID tag mounted
to character figure and performing data read operations. In
this configuration, a player may place a character figure on
the reader/writer RW to check the status of the game
character associated with a character figure or to pay for
the credit required for playing a game. A player may place
a character figure on the left reader Rl, center reader RZ
or right reader R3 to perform an input operation reguired
for developling a game.

[0037]

Notably, having described that, in the game system of
this embodiment, the reader/writer unit RWU is composed of
the reader/writer RW, left reader R1, center reader R2, and
right reader R3, the writer function may be provided in any
one reader of the left reader R1l, center reader RZ and right
reader R3 without additionally providing the reader/writer
RW.

[0C38]
Fig. 4 shows an example of the functicnal block diagram

for the game system of this embodiment. Notably, the game

;"‘wv,w“j



19 systemof this enbodinent is not required to include all of the shown
conponents (and units), and a part of themnmay be omtted. [0039] A
reader/witer unit 160 is a unit for performng the transm ssion/reception
of data to/froman RFID tag 162 by radio and performng a data read
operation and data wite operation on a nenory (not shown) included in the
RFID tag 162. In the enbodi nent, the reader/witer unit 160 al so

functions as a player input interface for a game. By noving a character
figure to change the positional relationship between the reader/witer
unit 160 and the RFID tag 162 by a player, input information can be
obt ai ned for gane processing. [0040] A storage unit 170 functions as a

work area_for a rocessin nit 10Q, and the function can be inpl] enented
by har dwara "E0ch cad A SRANPZAA TS VRAR DA IHABHTARRT 0P SUGTHEE ot Um 180
(which is C er-readabl e diunm .stqres a rogr.am [ or dat for
exanpl e. }ﬁg ggﬁg i GRTESH b& S Hﬁﬁﬁeg%ﬁié ’bf”ﬁ%ﬁgﬁﬁ?t:§U§HHH§“éﬁ$% % cal
di sk (sucﬁmggtgd CD and a DVD), a magneto-optical disk (M), a magnetic
di sk, a har sk, a magnetic tape and a nmenory (ROM). The processing
unit 100 pgrkefns various kinds of processing of the enbodiment on the

basis of progranms (or data) stored in
A reader/writer unit 160 is a unit for performing the

transmission/reception of data to/from an RFID tag 162 by

radio and performing a data read operation and data write

—

operation on a memory (not shown) included in the RFID tag
162. In the embodiment, the reader/writer unit 160 also
functions as a player input interface for a game. By moving
a character figure to change the positional relationship
between the reader/writer unit 160 and the RFID tag 162 by a
player, input information can be cbtained for game
processing.
[0040]
A storage unit 170 functions as a work area for a

“} processing unit 100, and the function can be implemented by
hardware such as a RAM and a VRAM. An information storage
medium 180 (which is a computer-readable medium) stores a
program and/or data, for example. The function can be
implemented by hardware such as an optical disk (such as a
CD and a DVD), a magnetc-optical disk (MC), a magnetic disk,
a hard disk: a magnetic tape and a memory (ROM). The
processing unit 100 performs various kinds of processing of

the embodiment on the basis of programs (or data) stored in



20 the information storage nedium 180 or data read fromthe RFID tag 162
t hrough the reader/witer unit 160. In other words, the information
storage nedium 180 stores prograns causing a conputer to function as the
conponents of the enbodinent (which is a program causing a conputer to
perform the processing by the conmponents). The storage nediumin the RFID
tag 162 stores auxiliary data (added data) for progranms causing a conputer
to function as the conponents of the enbodinment, such as ID authentication
data for individually identifying an RFID tag, credit data corresponding
to the charge for the gane system and/ the nunber of plays left for a
gane, gane paraneters that define the status of a gane character, persona
data of a player and saved data on a gane. Notably, it nay be configured
such that thehernfpemtabbe isrbergat ned iskonage dredistd hared heronRRIER t ag 160
can be used. Data can be read froma nenory card, a nmagnetic card, an IC
card or aRbab- cadelpei nhedugar dhe frerdexamplis.cTheidl tlerthat ilvesther t he
RFID tag 160 may include a portable game systemincluding a radio
comuni cavpodsf uhbki anfamdasipor sablre genfrediati oG ertmired PuEhemS a
cel lular phone. [0041] A display 190 outputs an inage created by the
processi ngauaingleocenprrhergame faypstdmnofast Hilse amiadiasHis @nhd-lopt s an
LCD (liquid crystal display) in this .

embodiment (which  is a program causing a computer to perform

the processing by the components). The storage medium in

the RFID tag 162 stores auxiliary data (added data) forx

programs causing a computer to function as the components of

the embodiment, such as ID authentication data for

individually identifying an RFID tag, credit data

corresponding to the charge for the game system and/or the

number of plays left for a game, game parameters that define

the status of a game character, personal data of a player

and saved data on a game. Notably, it may be configured

such that other portable information storage media than the

RFID tag 160 can be used. Data can be read from a memory

card, a magnetic card, an IC card or a bar-code printed card,

for example. The alternatives for the RFID tag 160 may

include a portable game system including a radio

communication function and a portable information terminal
such as a cellular phone.
[0041]

A display 190 outputs an image created by the
processing unit 100 in the game system of this embodiment

and adopts an LCD (liguid crystal display) in this



- 21 enbodinent. The display 190 may be inplenented by hardware such as a
CRT di splay, an COELD (organic el ectrol um nescence display), a PDP (plasm
di spl ay panel), a touch panel type display and an HVD (head rount displ ay)
A speaker 192 outputs a sound created by this enbodi nent. The function

can be inplenented by hardware such as a speaker and a headphone. [0042]
Not ably, a program (or data) causing a conputer to function as the
conponents of this enbodi nent may be distributed froman infornmation
storage nedium of a host apparatus (orzgame server) to the information
storage nedium 180 (or the storage unit 170) over a network. The use of an
i nformati on storage nmedium by a gane server (or host apparatus) can be

unit 100 (BFREERIRESsOrs BerPOrRe o6 OBadiong L ok SR A g |
Basi s of | PRBT A & T NG o | 5 GEC 1605 b Bt B s CERpanded
[ Ko, The Aroaeading ot a0 bbr T orne pristees! ngt by LS i PRE 5{BPage
unit 170 @ss31Wer knaked v & HURELHAM O g 118 processing unit (109 can be
outputs a sound created by this embodiment. The function

can be implemented by hardware such as a speaker and a

headphone.

[C042]

Notably, a program (or data) causing a computer to
function as the components of this embodiment may be
distributed from an information storage medium of a host
apparatus (or game server) to the information storage medium
180 {or the storage unit 170) over a network. The use of an
information storage medium by a game server (or host
apparatus) can be included in the scope of the present
invention.

7) [0043]

The processing unit 100 (or a processor) performs
processing such as game operation processing, image creatiocon
processing and sound creation processing on the basis of
input data from the reader/writer unit 160, a program
expanded from the information storage medium 180 to the
storage unit 170 or the like. The processing unit 100
performs processing by using the storage unit 170 as a work

area. The function of the processing unit 100 can be



- 22 inmplenmented by hardware such as a processor (such as a CPU, a GPU
and a DSP) and an ASIC (such as gate array) and by a program (or a gane
program. [0044] The processing unit 100 further perforns game processing
such as processing of starting a gane when a gane starting condition is
satisfied, processing of devel oping a gane, processing of arrangi ng an

obj ect such as a gane character, processing of animating and di splaying an
obj ect, processing of conputing a ganme result, processing of ending a
gane if a gane ending condition is satisfied and credit processing for
collecting a charge in the gane systéﬁ122[0045] The processing unit 100
further perforns ganme processing of determning the type of input
information by a player on the basis of input information fromthe

reader/ w i el erBht e160 yandiaraa cproghams fopexamie; entkl) aeval vBvjng the
input information by a player. The processing unit 100 further perforns
ganme procesSbPugaall apesPor anag aan AGJer atdwarh faor deteeramrdayng 4ihe ippsati on
and operation of a game character within a ganme space on the basis of the
result ofprberemalluat kogaoe phegtype .of input information by a player

and/ or input information by a player and creating an image displaying a
state that0@4game character noves or operates within the ganme space.

The processing unit 100 further performs game
processing such as processing of starting a game when a game
starting condition is satisfied, processing of developing a
game, processing of arranging an object such as a game
character, processing of animating and displaying an object,
processing of computing a game result, processing of ending
a game 1if a game ending condition is satisfied and credit
processing for collecting a charge in the game system.

[C045]

The processing unit 100 further performs game
processing of determining the type of input information by a
plaver on the basis of input information from the
reader/writer unit 160 and/or a program, for example, and
evaluating the input information by a player. The
processing unit 100 further performs game processing of
performing an operation for determining the position and
operation of a game character within a game space on the
pasgsis of the result of the evaluation on the type of input
information by a player and/or input information by a player
and creating an image displaying a state that a game

character moves or operates within the game space.



- 23 - [0046] The processing unit 100 includes a credit processing section
110, a character registering/changing section 111, an input processing
section 112, an evaluation processing section 114, a display control
section 116, a paraneter updating section 118, a rendering processing
section 120 and a sound processing section 130. Notably, a part of them
can be omtted. [0047] The credit processing section 110 obtains credit
data fromthe RFID tag 162 through the reader/witer unit 160. The credit
data stored in a nmenory internally included in the RFID tag 162 is a val ue
associated with the nunber of plays left for a gane and may be the val ue
(such as 100(yen) and 200(yen)) indicating the anount of noney
corresponibﬁg to the charge for one or nore plays of a gane or may be the
value its ééuch as 1 (play) and 10 (plays)) of the nunber of plays left
for a gane. Thg credit processin tion 1%@ perfornms update processing
on cred T dat o B of BECF RS HoRbre L0Pt P LA SRR B EAY L16F CIRESUGH ¢ he
reader/witer,unit 360 the.basis of .the fact that a player pi cked
Up . chaf SeraPT Lar a2 S AR Peh R BoE] Ter T E AU ST Chbved |1
in a predgtetpiped, ppde % 3%@i predeterm ned _-input information through
t he reader/mm?%er nit f 8n§ igﬁlgpsqﬁ%é éﬁjéﬁﬁﬂzégﬁ?qﬁpgf%ﬁ%&ﬁpg
conditi oNdection 114, a display control section 116, a parameter
updating section 118, a rendering processing section 120 and
e a sound processing section 130. Notably, a part of them can
be omitted.
(0047)
The credit processing section 110 obtains credit data
from the RFID tag 162 through the reader/writer unit 160.
The credit data stored in a memory internally included in
the RFID tag 162 is a value associated with the number of
plays left for a game and may be the value {such as 100 (yen)
and 200 (yen)) indicating the amount of money corresponding
to the charge for one or more plays of a game or may be the
J value itself (such as 1 (play) and 10 (plays)) of the number
of plays left for a game. The credit processing section 110
performs update processing on credit data stored in a memory
within the RFID tag 162 through the reader/writer unit 160
on the basis of the fact that a player has picked up a
character figure to which RFID tag 162 is mounted and has
moved it in a predetermined mode to obtain predetermined

input information through the reader/writer unit 160 (which

is the satisfaction of a given condition}.



24 - [0048] In the gane system of this enbodinent, the processing unit 100
determ nes that a condition for starting a gane has been satisfied on the
basis of the fact that update processing on credit data has conpleted in
the credit processing section 110 and controls such that ganme processing
for causing game characters to fight can be started. [0049] The character
regi stering/ changi ng section 111 before a player plays a gane perforns
processing for registering a ganme character to use in a ganme and/or
changi ng the gane characters to use in % gane. [0050] 1In the gane system
of this enbodi nent, after the conpléfi% of the update processing on
credit data, the gane character associated with a character figure to
which the RFID tag 162 storing the updated credit data is nounted is
regi stere@o@gsa character to use in a gane. Furthernore, in the gane
system of this enbodi nent, the additional registration of two gane
characters is &hlowedyaildesefoer, of whbnsaspbayemepltac é$ea potrareactierg f i gure
on the reader/witer unit 160, a gane parameter on a game character w shed
to registeitaddPlt dehakiynes kbad. aThemdiitfica glayertpittkss up game has
character figure and noves it in a predeterm ned node

been satisfied on the basis of the fact that update

processing on credit data has completed in the credit

prccessing section 1310 and controls such that game

processing for causing game characters to fight can be

started.

[6049]

The character registering/changing section 111 before a

player plays a game performs processing for registering a

game character to use in a game and/or changing the game

characters to use in a game.

[0050]

In the game system of this embodiment, after the

completion of the update processing on credit data, the game

character associated with a character figure to which the

RFID tag 162 storing the updated credit data i1s mounted is

registered as a character to use in a game. Furthermore, in

the game system of this embodiment, the additicnal

registration of two game characters is allowed. Therefore,

when a player places a character figure on the reader/writer

unit 160, a game parameter on a game character wished to

register additionally is read. Then, if a player picks up

the character figure and moves it in a predetermined mode



- 25 and thus predeterm ned input information is obtained through the
reader/witer unit 160, the gane character is additionally registered with
a character table within the storage unit 170. [0051] |In the gane system
of this enbodinment, if a predeterm ned condition is satisfied during the
play of a game, control is perfornmed such that the gane character to use
can be changed. If, under the state, a player changes the character
figures, the ID authentication data is obtained fromthe RFID tag nounted
to the character figure 162. Then, bef@ese-the game is started, whether it
is a character figure corresponding to the game character registered with
the character table in the storage unit 170 or not is checked. If so, the

gare char ek, ARy U SR 46 Soyo PR R BEl S BRLELS e

change is el eted " froman object avi'ng

to construgl 3 GaRe A B9e,. g:ggzﬁa l% ﬁb@r@eerchﬁégéeéhf change is newy

added to the object list. | I nput "processi ng section 112 perforns

processi ngqefi + idekanm nikg e optained, t é)étéf‘%bié'f&{{’ﬁihoghé@“ a
pl ayer through the réader/witer unit. In the ganme system of thrs
embodi ment i otrhger gader Awgi ter unit 160 perforns communication for ID
aut hentication with the RFID tag 162

[0C51]

In the game system of this embodiment, if a
predetermined condition is satisfied during the play of a
game, control is performed such that the game character to
use can be changed. If, under the state, a player changes
the character figures, the ID authentication data is
obtained from the RFID tag mounted to the character figure
162. Then, before the game is started, whether it is a
character figure corresponding to the game character
registered with the character table in the storage unit 170
cr not is checked. If so, the game characters are changed.
In other words, a game character before the change is

} deleted from an object list having candidates for the
objects to construct a game image, and a game character
after the change is newly added to the object list.
[0052]

The input processing section 112 performs processing of
determining the obtained type of input information on a
player through the reader/writer unit. In the game system
of this embodiment, the reader/writer unit 160 performs

communication for ID authentication with the RFID tag 162



- 26 every predetermned unit period (such as approximately 1 frane (1/60
of a second) to several franmes) and determ nes the type of i nput
information by a player by conparing the result of the commrunication
performed periodically and the 1input determ nation table stored in the
storage unit 170. The input determ nation table has settings of the

i nformati on depending on the positional relationship between the
reader/witer unit 160 and the RFID tag 162 nounted to a character item as
the input information by a player. For fxanple, different types of input
information are set in accordance withfhe differences in reader that
comuni cates with the RFID tag 162, the fact that the RFID tag 162
perfornms a reciprocating notion between the inside and outside of the
conmuni catvenyr pngdewethined ghuénpperiicad (@ficht iare agfproneimaeadley and/ or the
period of tinme required for the RFID tag 162 to performa reciprocating
nmoti on befwewrn (1Hé0i nsi desandndit sibdeeoferalie fommaali catd aletrangene$ one
reader, for exanple. Because this can elimnate the necessity for a

speci al iwpattdeei eé {spneh asfarmevéprnaby @ Fduwvesn)oy cromplaayding Ehganre,
the degree of freedomin apparatus design of the game system can be
enhanced. reFat £ hef nbhe, cprBvndragian @ﬁﬁ%@é@ﬁéhﬁ@§%9ﬂﬂﬁa%%Meﬁﬁ%c%h%an
attract player's attention. Notably, input information according to the
numnber ole%%Fp?%E%FWh@aﬁﬁPPoﬁéb%€tﬁé@ﬁe@hén Fﬁﬁ(ﬁ?Qﬂﬂﬂ%nR%ﬁQk;%h t he

conmuni cgt.i on, range .of one reader
3% lnpug determgnat?on table has settings of the

information depending on the positional relaticnship between
the reader/writer unit 160 and the RFID tag 162 mounted to a
character item as the input information by a player. For
example, different types cof input information are set in
accordance with the differences in reader that communicates
with the RFID tag 162, the fact that the RFID tag 162
performs a reciprocating motion between the inside and
outside ¢f the communication range within a given period of
time of one reader and/or the period of time required for
the RFID tag 162 to perform a reciprocating motion between
the inside and outside of the communication range of one
reader, for example. Because this can eliminate the
necessity for a special input device (such as a lever and a
button) for playing a game, the degree of freedom in
apparatus design ¢of the game system can be enhanced.
Furthermore, providing an unprecedented input interface can
attract player’'s attention. Notably, input information
according to the number of reciprocating motions between the

inside and cutside ¢f the communication range of one reader

v
gy



- 27 by the RFID tag 162 within a give period of tine may be set on the

i nput determ nation table. This allows the acceptance of a wde variety of
i nput information even when the nunber of readers is reduced for space
saving. [0053] The evaluation processing section 114 perfornms eval uation
processing of evaluating the result of offence and defense in the fight
bet ween gane characters on the basis of the determnation result on the
type of input information by the input processing section 112, gane
paranmeters defining statuses (such as-strengths, striking powers,

def ensive strengths and qui cknesses) for the gane characters and/or the

ti mes when i nput infornation is obt ai ned, for exanple, and updating the

t at t th h t 0054 The di spl
control uttt b HaY OriE T Wl Shihy “EORer B Over CAnt OBFetP R fopecs T
di spl dgn t | 90. fically, the displ
cLﬁFriYeun.tdﬁeeﬁ%&#o‘%@n@ef 5 ‘iiygfé’oﬁ ol s e SRR an obj ect (such”
as a gane 4 p?cf‘atrﬁfe l%a%@cfé)‘{?% é‘tn%acﬁﬁein S%C%fo%ngé‘k n <88, Lem, a

ar wa 0y

bui I di ng, a tree, occur eS|gnat|ng t he
di spl ay pesidt Imu@r%k%aﬁfé ands causiag A9, 0 Lsh. 1n other
words, the display control J%It 116 per?%rnsrdgggféyggg¥?g such as
[0053]
The evaluation processing section 114 performs

evaluation processing of evaluating the result of offence

.

and defense in the fight between game characters on the
basis of the determination result on the type of input
information by the input processing section 112, game
parameters defining statuses (such as strengths, striking
powers, defensive strengths and quicknesses) for the game
characters and/or the times when input information is
obtained, for example, and updating the statuses (such as a
strength) cof the game characters.

[0054]

) The display control unit 116 performs the display
control over an object to be displayed and be output on the
display 190. More specifically, the display control unit
116 performs display control such as causing an object (such
as a game character, a background, a target, a car, a ball,
an item, a building, & tree, a pillar, a wall and a map) to
occur, designating the display position of an object and
causing an object to vanish. In other words, the display

control unit 116 performs display control such as



28 registering an occurring object with an object list, transferring the
object list to the rendering processing section 120, for exanple, and
del eting the object, which has vanished, fromthe object |ist. [0055] The
di splay control section 116 further perfornms control for displaying an
i mge of a caused novenent or operation on the display 190 if input
information by a player, for exanple, causes the novenent or an operation
of a gane character. [0056] The display control section 116 further
perfornms ani mati on processing of nnvlng or operating a ganme character.
[ 0057] The ani mati on processing may inc Bide processi ng of noving a gane
character (which is an object defined by two- dinensional data or
t hree-di nensional data) in a ganme field (which is a two-dinensional or
t hr ee- di nengiienal igamens pace)r.r i ripre speciditdal diy, ol hecdi Spkay control unit
116 perfornms animati on processing of noving an object on the basis of
i nput dat areppiierbyng phayebjekrtoughstt e ridaderd wite t iarg unir¢ced60nga program
(noving algorithm and/or data. Still nore specifically, the display
control uaectiee peéftofws epeordssi rgdfdsleruent i Hi¢ yolobtat ni ngichehas
novenent information (which is the position, rotation angle, speed or
vanished, from the object list.
[0055]
The display contrel section 116 further performs
control for displaying an image of a caused movement or
operation on the display 190 if input information by a
player, for example, causes the movement cr an operation of
a game character.
[0C5h6]
The display controel section 116 further performs
animaticon processing of moving or operating a game character.
[0O57]
The animation processing may include processing of
moving a game character (which is an obiect defined by two-
dimensional data or three-dimensicnal data) in a game field
{which is a two-dimensional or three-~dimensicnal game space).
More specifically, the display control unit 116 performs
animation processing of moving an obiect on the basis of
input data input by a player through the reader/writer unit
160, a program {moving algorithm) and/or data. Still more
specifically, the display control unit 116 performs

processing of sequentially obtaining the movement

information (which is the positicon, rotation angle, speed or



- 29 acceleration) of an object for each 1 frane (or 1/60 of a second)
Notably, the frame is a unit of the time for perform ng processing of
controlling the novenment or operation of an object. [0058] The animation
processi ng may include processing for operating an object. In other words,
on the basis of input data input by player through the reader/witer unit
160, a program (or operation algorithm or data (or notion data), the

di splay control unit 116 perfornms the animati on processing of causing an
object to operate (or produce notiomy 23Still nore specifically, the

di splay control unit 116 perforns processing of sequentially obtaining
operation information (or the position, rotation angle or formof each

part) of  8lceblent sban sachohrame (o, 100, of farseco%dza/ D G

par anet er ati ng se tron erforns processing

par anet er sét:%@@ 'm@t%ggr yﬁhg Fhe BFLD tagllﬁgfmeg@t %q Char act er

figure on the basis of Istory of T nput information player

through tperreeadan/ Wrbkes supigt o%ﬁgon't&otﬂ%_ vf‘él?léH t
enbodi nent, the history of input |nfornat|o y a player in a gane is

al ways mwbpéegtggntbg shobpgecunit 170 by the processing unit 100, and
gane paraneters such as data on the attribute and/or skill of a gane
character [andsggata on the

The animation processing may include processing for
operating an cbject. In other words, on the basis of input
data input by player through the reader/writer unit 160, a
program (or operation algorithm) or data (or motion data),
the display control unit 116 performs the animation
processing of causing an object to operate (or produce
motion}. Still more specifically, the display control unit
116 performs processing of sequentially obtaining operation
information (or the position, rotation angle or form of each
part) of an object for each 1 frame (or 1/60 of a second).
[0659]

The parameter updating section 118 performs processing
of updating a game parameter stored in a memory in the RFID
tag 160 mounted to a character figure on the basis of the
history of input information by a player through the
reader/writer unit 160. In the game system of this
embodiment, the history of input information by a player in
a game is always written to the storage unit 170 by the
processing unit 100, and game parameters such as data on the

attribute and/or skill of a game character and data on the



- 30 status (such as strength, striking power, defensive strength and

qui ckness) of a gane character on the basis of the history of input
information by a player as of the end of a ganme. Particularly in this
enbodi ment, the status of a game character can be updated by using the
concept of levels. More specifically, the width of increase for raising
the level of the status depends on the current |level of a gane character.
In this enbodi ment, the paraneter updating section 118 performnms |evel-up
updat e processing for raising the lev of the status if a gane character
of a player wins a fight and the gane ends. [0060] The rendering
processi ng section 120 perfornms rendering processing on the basis of the
result of various processing (or ganme processing) perfornmed by the
processi ngtahile 160ch phusteepedates abrilkage, raneroutdsftenditve estpendliispl ay
190. In this case, the inmage created by the rendering processing section
120 may be@ Sbieknead) t W6- di ABRSI Ghalacikege cor thehbesidi mehsitvhal i mage.
In order to create _a three- dinensional inage, geonetry processing is first
per f or med* ¥ heFudPhgleBBE di RAPETREARET GYmEt PARYESUSHE & Word EnEodf it nat e
transformati on and canera coordinate transformation), clipping processing

or perspedtT¥e HFEN<TOrivaty of: Flots exEnpinenhd, tBR ehathasrPd 6f IEHE

processing fesull, LENASLing detd LS GLeaLed LSUN 3¢ NS 1evels.
More specifically, the width of increase for raising the
level of the status depends on the current level of a game
character. In this embodiment, the parameter updating
section 118 performs level-up update processing for raising
the level of the status if a game character of a player wins
a fight and the game ends.
[CO60]

The rendering processing secticn 120 performs rendering
processing on the basis of the result of variocus processing
{or game processing) performed by the processing unit 100,
thus creates an image, and outputs it to the display 190.
In this case, the image created by the rendering processing
section 120 may be a so-called two-dimensional image or
three-dimensional image. In order to create a three-
dimensional image, geometry processing is first performed
including coordinate transformation (such as world
coordinate transformation and camera coordinate
transformation), clipping processing or perspective
transformaticn, for example, and, on the basis of the

processing result, rendering data is created (such as the



- 31 position coordinates, texture coordinates, color data, normal vector
or a-value of the vertex of a primtive). Then, on the basis of the
rendering data (primtive data), an object (one or nore primtives) after
perspective transformation (or after geonetry processing) is rendered in

a rendering buffer (which is a buffer that can store inage information in
pi xel s, such as a frame buffer and mddle buffer: a VRAM. This creates an
imge viewed froma virtual canera (or a given eyepoint) within a gane
space. [0061] The sound processing secBion 130 perforns sound processing
on the basis of the result of various processing perforned by the
processing unit 100, creates a gane sound such as a BGVM a sound effect

and voi ce %@q?ﬂ tr?olg. ?)rjr:'gtnlnaoceg hece G{Jalk 19r2d1r,[: 29[6?2%/ Tehie t%bl%lJE%t he gare

syst em of Shi's e ‘be A syst m 'spec le player

nmode undep, Whixgh v%@:lﬂér %r}:eéie)—lva&iqe GaN Bl Ay, ft&?yo %}_&}lﬁtgm having not

only the single player but also a mult de undér’ which

mul tiple phaver $rcamePhayd nonder Jﬁdépﬁhﬁg} Qinaﬁcla?: P{ﬁ { Oye PLRYa) game

i mges and ganme sounds to be provide o} a ers nay
created bynusibi@cengoher Bmalo & Jrayn: s &) eaé@élel%é&%ﬁ@cmkfé' pl e

termnals (such as a gane system and a ceIIuIar phone)” connected thereto

over a transformation {or after geometry processing) is rendered in

a rendering buffer (which is a buffer that can store image

information in pixels, such as a frame buffer and middle

buffer: a VRAM). This creates an image viewed from a

virtual camera (or a given eyepoint) within a game space.

f0061)

The sound processing section 130 performs sound
processing on the basis of the result of various processing
performed by the processing unit 100, creates a game sound
such as a BGM, a sound effect and voice and outputs it to
the speaker 192.

{0062}

4 Notakbly, the game system of this embodiment may be a
system specially for a single player mode under which only
one player can play or may be a system having not only the
single player mode but also a muiti-player mode under which
multiple players can play. In order for multiple players to
play, game images and game sounds to be provided to the
multiple players may be created by using one terminal or may
be created by using multiple terminals {(such as a game

system and a cellular phone) connected thereto over a



- 32 network (such as a transm ssion line and a conmunication |ine).
[0063] 2. Control Method of the Enbodinent Wth reference to Figs. 5 to 9,
a control nethod for the ganme system of the enbodinment will be described
below. [0064] Fig. 5is a flowhart show ng an exanple of the control

met hod for the game systemof this enbodinment. [0065] First of all, in the
gane system of the enbodinent, the reader/witer unit RAJ receives ID
authentication fromthe RFID tag nounted to a character figure (step S10).
As shown in Fig. 6, if a player places character figure CF on the
reader/witer RWin the reader/witer” t RW, the ID authentication data
is obtained fromthe RFID tag nounted to the character figure CF. Then,
whether it is a valid IDor not is determned (step S11). If it is

det er m nedethat ki t{suck asval itdahBressd aresulite @éind he detrernmi ot iom, credit
data and a gane paraneter therein are obtained. Then, whether they can be
used for &lgame or not is determined (step S13). In this enbodinent, a new
character figure purchased from the sales unit stores, as the credit data,
t he valueioﬁgﬁﬂesponding to one play as the nunber of plays left for a

gane in a nenory (or a storage nediun% inthe RFID tag. If
2, Control Method Of the Embodiment

With reference to Figs. 5 to 9, a control method for
the game system of the embodiment will be described below.
[0064] fwé

Fig. 5 is a flowchart showing an example of the control
method for the game system of this embodiment.

[0065]

First of all, in the game system of the embodiment, the
reader/writer unit RWU receives ID authentication from the
RFID tag mounted to a character figure (step $10). As shown
in Fig. 6, 1if a player places a character figure CF on the
reader/writer RW in the reader/writer unit RWU, the ID

authentication data is obtained from the RFID tag mounted to

i

the character figure CF. Then, whether it is a valid ID or
not 1s determined (step S11). If it is determined that it
is a valid ID as a result of the determination, credit data
and a game parameter therein are obtained. Then, whether
they can be used for a game or not is determined (step S$13).
In this embodiment, a new character figure purchased from
the sales unit stores, as the credit data, the value
corresponding to one play as the number of plays left for a

game in a memory (or a storage medium) in the RFID tag. If



- 33 the nunber of plays left for a gane is one (1), it is determ ned
that the player has credit. If the value has already been subtracted to
zero as a result of plays of the gane, it is determ ned that the player
does not have credit. [0066] If it is determ ned that the player has
credit fromthe credit data obtained fromthe ID authenticated RFID tag
(step S13), that is, if the player places a character figure CF newy
purchased fromthe sales unit on the reader/witer RW a status check
screen as shown in Fig. 7 is displayed ®pn ~the liquid crystal display (step
S14). Then, control is perfornmed so as to obtain a state that can accept
the start of the gane. The status check screen displays a status such as

t he type, r i - def ensi ve strengt qui ckness and
| evel = of éﬁéaﬁg%%%§r§§{£? 8%Sﬁh%§b§§?%e%fePhe opt'd Q% h% Paraneters
fromthe RELR.}39.and.di.spl th sihl.e, nunber. of Ia f_a gane
(which is syngnyngusqa%tthﬁﬁél%ﬁ%fr%§% q%é§2‘|e F-%ofpaéééﬁ%fmgh t he

basi s of Lhecaaht %'e@%d sebedizl-dat a f ramd he RFID §2g. Tpempls%{fé Use t?l%;k

screen further displays a nessage that pronpts to erfor

oper ati ongamBi, Chtt hkggers rtfig st at tOfth% xa% of
the i nput operation to thg pl ayer. ® [ 0067 rEgﬁﬁéthe 5§ﬂg&§§§§§n£h§m§ﬁﬁ€

enbodi nen{pothe reader/witer unit for reading data fromthe RFID tag

If it is determined that the player has credit from the
credit data obtained from the ID-authenticated RFID tag
(step S13), that is, if the player places a character figure
CF newly purchased from the sales unit on the reader/writer
RW, a status check screen as shown in Fig. 7 is displayed on
the liquid crystal display (step $14). Then, control is
performed so as to obtain a state that can accept the start
of the game. The status check screen displays a status such
as the type, strength, striking power, defensive strength,
quickness and level of a game character on the basis of the
obtained game parameters from the RFID tag and displays the
possible number of plays of a game (which is synonymous with
the number of plays left for a game) on the basis of the
obtained credit data from the RFID tag. The status check
screen further displays a message that prompts to perform an
input operation, which triggers the_start ofla game, and
notifies the mode of the input operation to the plaver.
[0067]

In the game system of this embodiment, the

reader/writer unit for reading data from the RFID tag



- 34 nmounted to a character figure or witing data to the RFID tag is
used as an input interface for obtaining input information by a player in
a ganme. More specifically, the reader/witer RW left reader R, center
reader R2 and right reader R3 conposing the reader/witer unit RW have
i ndependent conmuni cation ranges CA, as shown in Fig. 6B. The fact that a
character figure CF (nore strictly speaking, the RFID tag nounted to the
character figure CF) perforns a reciprocating notion inside and outside of
the comuni cation range CA within a_ppﬁpejernined period of tinme can be
obtained as the input information by player. Notably, the reciprocating
notion by a character figure CF is determned on the basis of the
comunicability with an RFID tag, which is perfornmed al nost periodically
for the IDoanthentpcat cbaracte@68] gumet birs werttddioreltta & cadrtes Galfil lbe
started bg perfornming a tap operation performed by a player, which
i ncl udes teeatfangefgathenchapact entkirdace CPrplodided romd hienputeader/ writer
RWto the center reader R2 and lifting and dropping the character figure
CF from ahdf ponehéctehver Phexdsr iR22ag28RownMPEeFEgecéBiced lvhe thgst em
board side, when the status check screen is being displayed on the |iquid
crystal dfepfay/vEheernBlir iLBESr KBEPSA By rachRdyer LHe2dd dresyel BYIlsi ng
the input determpation table %s shogn in Fig. 8A 1In order to allow a
pl ayer tor%% $br R sePBRPEORY the rea er/write¥r unit RWU have

independent communication ranges CA, as shown in Fig. 6B.

The fact that a character figure CF (more strictly speaking,

the RFID tag mounted to the character figure CF) performs a

reciprocating motion inside and outside of the communication

range CA within a predetermined period of time can be

obtained as the input information by player. Notably, the

recipreocating motion by a character figure CF is determined

on the basis of the communicability with an RFID tag, which

is performed almost periodically for the ID authentication.

(00681

In this embodiment, a came can be started by performing

a tap operation performed by a player, which includes

rearranging the character figure CF placed on the

reader/writer RW to the center reader R2 and lifting and

dropping the character figure CF from and to the center

reader RZ as shown in Fig. 6B. On the system board side,

when the status check screen is being displayed on the

liguid crystal display, the input information by a player is

processed by using the input determination table as shown in

Fig. 8A. In order to allow a playver to perform selection

k w,,ﬁ/f



35 input, choices and the readers are associated with each other in
advance. As shown in Fig. 6C, if a player noves a character figure CF to
change the reader to place the character figure CF, it is determ ned that
the choice associated with the reader on which the character figure is
currently placed is selected fromthe nultiple choices. In order to pronpt
a player to performdetermnation input, it is determned that the tap
operation has been perforned on the basis of the fact that a character
figure (nore strictly speaking, the RFE® tag nounted to the character
figure) perforns a reciprocating notion between the inside and outside of
t he communi cati on range of one reader as shown in Fig. 6Bwthin a

predet er m. per.i f. ot such as _w_thin one second,.  which is
synonym)glslg gltth v(\:n!h?ﬁic%%ﬁnr&rtar’?esr)e.a “Josd)*© ﬁsssooquaif?di”%lmt%?ﬂ?ned t hat
the pl ayef,.¢daes ;no credi .the.credit data qbtained fromthe
RFI D tag, that llﬂsfadi ¥$ﬁ€ C§§r§%§%§nkﬁg§%§-cgcp|5%2& %ﬁjﬁﬁﬁjf%ﬁﬁ%%/%witer

RW s showcocBrosi6h.chas heenaligrdyised.and the possiple nurber of

pl ays of a game is O, the status c screen IS ayed ep S15)

However, bRatherease:ighresten $15, hRatusshack sareen, only displ ays
statuses such as thetype, strength, striking power, defensive strength,
qui cknesszapdckavel ofita aare rehakactgr Nt a8 character figure is
currently placed is selected from the multiple choices. 1In
order to prompt a player to perform determination input, it
is determined that the tap operation has been performed on
the basis of the fact that a character figure (more strictly
speaking, the RFID tag mounted to the character figure)
performs a reciprocating motion between the inside and
cutside of the communication range of one reader as shown in
Fig. 6B within a predetermined period of time (such as
within one second, which is synonymous with within 60
frames) .

[0069]

J Also if it is determined that the player does not have
credit from the credit data obtained from the RFID tag, that
is, if the character figure CF placed on the reader/writer
RW, as shown in Fig. 6A, has been already used and the
possible number of plays of a game is 0, the status check
screen is displayed (step S15). However, in the case in
step S15, the status check screen only displays statuses
such as the type, strength, striking power, defensive

strength, quickness and level of a game character and does



36 not display a nessage that pronpts to performan input operation,
which triggers the start of a gane, and notifies the node of the input
operation to the player. [0070] |If the newy purchased character figure CF
placed wi thin the comruni cation range of reader/witer RW as shown in
Fig. 6A, is rearranged to the communication range of the center reader R2,
as shown in Fig. 6B, and the tap input is perforned by causing the
rearranged character figure CF to performa reciprocating notion between
the inside and outside of the connunic?%ipn range of the center reader R2
(Y in step S16), it is determ ned that e gane starting condition is
satisfied. Then, the credit data stored in a nenory in the RFID tag
mounted to the character figure CF > wupdated (step S17) In other words,

t he val uenstoredpasyt hememgager tofatplpaysdtef ttd qre af ganean sispibt ract ed, and
the subtraction result is witten to the nenory in the RFIDtag ) to

updat e t hereretiipndawaichf triggeredithedata its afpdatethe praovessdngt ofs

regi stering a game character associated with a character figure CF as a
charact er the wBedej afathamenpat peefraitmed, tandheheoladditi onal registration
of ganme characters is accepted within a limtation of ganme characters
associ at e Ph two charact er figures (step S18). The additional

regi stration of _ganme characters is perforned by,placin%wa character figure
CF Correspondi%g f%@t%%wbﬁn@urchased character figure CF placed

within the communication range of reader/writer RW, as shown
in Fig. 6A, is rearranged to the communication range of the
center reader R2Z, as shown in Fig. €6B, and the tap input is
performed by causing the rearranged character figuré CF to
perform a reciprocating motion between the inside and
outside of the communication range of the center reader R2
(Y in step S16), it is determined that the gamé.starting
condition is satisfied. Then, the credit data stored in a
memory in the RFID tag mounted to the character figure CE i3
updated {step S17). 1In other words, the value stored as the
number of plays left for a game is subtracted, and the
subtraction result is written to the memory in the RFID tag
to update the credit data. TIf the credit data is updated,
processing of registering a game character associated with a
character figure CF as a character to use in a game is
performed, and the additional registration of game
characters is accepted within a limitation of game
characters associated with two character figures (step $18).
The additional registration of game characters is performed

by placing a character figure CF corresponding to the game

:ww‘j



- 37 character wished to used on the reader/witer RWto have the gane
paraneters read fromthe RFID tag nounted to the character figure CF by
the reader/witer RW [0071] |If the registration of a ganme character

conpl etes, the game character registered in step S18 is noved or operated
by picking up and noving the character figure to the reader/witer unit

RW, as shown in Fig. 6B and Fig. 6C. Thus, the gane processing starts in
whi ch the game characters fight with each other (step S19). At that tine,
a gane screen as shown in Fig. 9 is displ’ayed on the liquid crystal

di splay. The gane screen displays a player's gane character PRC (robot A)
to be operated by a player and an eneny gane character ERC (robot B) which

52" coPonent, AN ey, ) sl ay. 8,1 engt . gmuge RO sl Ly ndesting

the current strengt each gane charact

QUi dance Las.d oGl ket esk SATE SALARIELS LRy pagditian, L.t base desor | bed

above. [0 In this enb ment, a nethod i s adopte et'erm nes an

eneny gan%wayggggﬁnfﬂ%ﬁ%e\Myw%yig%éﬂkég@@pgﬁgitg&tﬁw_reference to the

| evel (which is a level value i'ncreased every tine a player wins a fight)
set for thegpligyer's ganme character RPC to be operated by the player. Mre
specifically, it can be inplenented by storing data on the

If the registration of a game character completes, the

game character registered in step S18 is moved or operated
by picking up and moving the character figure to the
reader/writer unit RWU, as shown in Fig. 6B and Fig. 6C.
Thus, the game processing starts in which the game
characters fight with each other (step $19). At that time,
a game screen as shown in Fig. 9 is displayed on the liguid
crystal display. The game screen displays a player's game
character PRC (robot A} to be operated by a player and an
enemy game character ERC (robot B) which is an opponent and
may display a strength gauge HPG visually indicating the
current strength of each game character. The game screen
may display guidance for registered game characters in
addition to those described above.

[0072]

In this embodiment, & method is adopted that determines
an enemy game character ERC, which is an opponent, with
reference to the level (which is a level value increased
every time a player wins a fight) set for the player's game
character RPC to be operated by the player. More

specifically, it can be implemented by storing data on the



- 38 eneny gane character ERC in the information storage nedium 180 shown
in Fig. 4, for exanple, in connection with the |Ilevel of the player's gane
character RPC and, when a player's gane character RPC is registered,
reading data on a preferably enenmy gane character ERC fromthe information
storage nmedium 180 to the storage unit 1.70, which is a work area, with
reference to the level of the registered player's gane character RPC. This
can prevent a one-sided dom nance relationship between a player's gane
character RPC and an eneny gane chargcggr_ERC and can provi de heated gane
devel opment even when the player's gane”“character RPCis set to any one of
the levels. [0073] 1In this enbodinent, a player's gane character PRC can
nove anong a center position CP, a left position LP and a right position
RP i n accendawcgamet lthishe dtmst k€ iion thee novieo iyt Bopl ayeragBemadsent he
positions and the readers are associated with each other, a player's gane
char act er 1RPCshewrdiigpl|Fdyed 4at fichre esemtrele polgi t¢om@ iént hetbhbhact er
figure CF is placed on the center reader R2 as shown in Fig. 6C. If the
char act er LeVgdr @ LCt hes rlpved 'to gae |BfaraczderREd ord, tWeeri ght reader R3,
the gane screen displays the state that the player's gane character PRC
noves to PheYRef £ Fo&rt CoRTachedr Hite ir§ goipdsstdn REdhnghdata on a

reader/witer unk RW with the novenent of the character figure OF. An
eneny gangrefera y enemny game character ERC from the information

storage medium 180 to the storage unit 170, which is a work
area, with reference to the level of the registered player's
game character RPC. This can prevent a one-sided dominance
relationship between a player's game character RPC and an
enemy game character ERC and can provide heated game
development even when the player's game character RPC is set
to any one of the levels,
[0073]

In this embodiment, a player's game character PRC can
move among a center position CP, & left positicen LP and a
right position RP in accordance with the instruction to move
by & player. Because the positions and the readers are
asscclated with each other, a player's game character RPC is
displayed at the center position CP if the character figure
CF is placed on the center reader R2 as shown in Fig. 6C.
if the character figure CF is moved to the left reader Rl or
the right reader R3, the game screen displays the state that
the player's game character PRC moves to the left position
LP or the right position RP on the reader/writer unit RWU

with the movement of the character figure CF. An enemy game

;\w’w‘ /



- 39 character ERC, which is an opponent of the player's gane character
PRC, al so noves anong the left position LP, center position CP and right
position RP in accordance with a predeterm ned algorithm Furthernore, in
this enbodi nent, gane processing may be performed in which a player's gane
character PRC and an eneny gane character ERC emit beans, for exanple, to
each other to play a shooting gane. If the beamemtted by one gane
character hits the other gane character, processing of subtracting the
strength of the gane character hit by the-beamis perfornmed. Wen the
strength of one of the gane characters finally reaches zero (0), the fight
ends. [0074] In the gane systemof this enbodi nent, while the gane
processi ng.,.i i for.me the input infornptjon by a player is
processedgﬁﬁﬁﬁgﬁﬁggéﬁﬁﬁnghléhﬂ%ﬁrﬁ%mi?Qﬁp?%blggaéhesﬁ%ﬁﬁanSF §™“8B. For
exanpl e, as i ig. nt,. of ane_character can.be
instructeg ﬁ;ggﬁ%ﬁéﬁﬁgh t]gg%ggﬁﬁﬁ%gﬁﬁ? h%h?e%ggg %nSﬁE%%ﬁ % ChS?QEEEr
figure CFyhsitRlaced -The tiapd g b f haracter figure
CF fron1aﬁd #o the reéher dﬁﬁVhic f&:gﬁiﬂgéa%?e?gg??%%gggcéb?é %urrently
placed, agrsh@we il Eldd.218Byr 163, | BSLEWEE @ RO MB] ifack(Such. @s, an
attack of emtting a beamfroma gane character). In the tap 1 nput, a

char act er gafiegph@ iRy kg mRVehd @ Keap uH side,of it he SoaTupi catken

character PRC and an enemy game character ERC emit beams,

for example, to each other to play a shooting game. If the

L

beam emitted by one game character hits the other game
character, processing of subtracting the strength of the
game character hit by the beam is performed. When the
strength of one of the game characters finally reaches zero
(0), the fight ends.

[G074]

In the game system of this embodiment, while the game
processing is being performed, the input information by a
player is processed by using an input determination table as

J shown in Fig. 8B. For example, as shown in Fig. 6C, the
movement of a game character can be instructed by changing
the position of the reader on which a character figure CF is
placed. The tap input that lifts and drop a character
figure CF from and to the reader con which the character
figure CF is currently placed, as shown in Fig. 6B, can
instruct a normal attack (such as an attack of emitting a
beam from a game character). In the tap input, a character

figure may be moved to keep outside of the communication



- 40 range of the reader for three seconds and then drop the character
figure to the inside of the comrunication range of the reader. This can
instruct a ki-attack (such as an attack emtting a stronger beam than that
of the normal attack froma game character). Perform ng consecutive two
tap inputs each lifting and dropping a character figure CF to and fromthe
reader on which the character figure CFis currently placed, as shown in
Fig. 6B, can instruct an operation defending agai nst a beam attack from
the eneny gane character ERC. In this g@ if the instruction to defend
a player's gane character PRC conpletes efore the beamattack fromthe
eneny gane character ERC hits it, the damge caused by the beamattack to
the player's character PRC can be reduced. The change of ganme characters
is acceptredde o predeteedmmeidcandidd aredendatasd i €@den ndaogatee  for
exanple, if the strength of the gane character to be operated currently in
the ganme rHakewteThd ighargd cofthganesictrareattBrs cambel casicuctadgbyof

repl acing the character figure by a character figure which has been
addi ti onaFl¢ reégiester édipncadvaneérurt a friedét@ck nedaordi taron is
satisfied in a gane, for exanple, in a case where the strength of an
opponent @Eﬁécéhﬁﬁééﬁéﬂg'§I%ENOQQQﬁMHﬂﬁﬁ tHtamcdihats @f | ovwed ¢rnaki ch two
character flgures are used S|nultaneousléﬁas a special attack. The double

attack (s@ich®Cds f&nMaft SERCe LG & Jst r SAGEPTHEEM CRAP KBS Dftihe

tap inputs each lifting and dropping a character figure CF
to and from the reader on which the character figure CF is
currently placed, as shown in Fig. 6B, can instruct an
operation defending against a beam attack from the enemy
game character ERC. In this case, if the instruction to
defend & player's game character PRC completes before the
beam attack from the enemy game character ERC hits it, the
damage caused by the beam attack to the plaver's character
PRC can be reduced. The change of game characters is
accepted 1f a predetermined condition is satisfied in a game,
for example, 1f the strength of the game character to be
operated currently in the game is low. The change of game
characters can be instructed by replacing the character
figure by a character figure which has been additiocnally
registered in advance. If a predetermined condition is
satisfied in a game, for example, in a case where the
strength of an opponent game character is low, a double-
attack is allowed in which two character figures are used
simultanecusly as a special attack. The double attack (such

as an attack emitting a stronger beam than those of the

treg



- 41 normal attack and a ki-attack by two gane characters in

col | aboration) can be instructed by placing two character figures to
different readers and performng tap inputs sinultaneously on the readers
on which the two character figures are placed. [0075] Wile the gane
processing is being performed, the history of input information by a

pl ayer (or the history of action instructions to a player's gane character
PRC) is updated as they occur, and, when the outcone of the gane is
determ ned and the gane finally cones-téolend, the ganme paraneters used for
the gane characters in the ganme are updated in accordance with the history
of input information by a player (step S20). In this case for the gane

character ,,gorLes g h r e lgure witht credit data
updat ed f8r playlg(relggt%ea%81 5 %l gfgg%?oééégfn ame cer?of%%dslncludlng new

h h
setting OEoiﬁgb@EEE BHt c%%rbE gﬂﬁ%ﬁ% Sl e%*ﬁ%f?gﬁ?d%'éhéE&%{ég t),

rank (skill level), skill (spe

i ncreasi ngl degreasin I f. . th t engt h,
g 8b alff@@revﬁ SR a0l e, R AIISRS AUEN 3%, g%&é%

striking power, defensive strength and qui ckness. aracter
used as giguppentbigighanaeher rbadche ganeeH headdid ianalaceer
regi stration, update processing is perfornmed including
i ncreasi ngldaeceeasikagptheeral ue of the statuses by weighting the already
defined attribute, rank and skill. Considering

[0075]

While the game processing is being performed, the

Ry

history of input information by a player {(or the history of
action instructions to a player's game character PRC) is
updated as they occur, and, when the outcome of the game is
determined and the game finally comes to end, the game
parameters used for the game characters in the game are
updated in accordance with the history of input information
by a player (step $S20). In this case, for the game
character corresponding to the character figure with the
credit data updated for playing the game, update processing
/ is performed including new setting of the attribute (or the
dominance relationship in the fight}, rank (skill level),
skill {specialty) or the like and increasing/decreasing the
value of the statuses such as the strength, striking power,
defensive strength and guickness. For a game character used
as a supporting character in the game by the additional
registration, update processing is performed including
increasing/decreasing the value of the statuses by weighting

the already defined attribute, rank and skill. Considering



- 42 a case where the skill is to be defined, for exanple, none of the

attribute, rank and skill are defined at the first play, but, if a
ki-attack is often used in the first play, the ki-attack is defined as the
skill, and a weight is defined such that the gane paraneter for

determning the striking power of the ki-attack can be easily increased
when the level is raised. Because this updates the gane paraneters every
time the gane is played, the enjoynent that a game character can be
custom zed in accordance with the idegnput by a player can be given.
Furthernore, a player can be notivated to use the gane system agai n next
time. As a result, the use of the gane can be pronoted. [0076] In this
enbodiment, if it is determined that a player has won a fight on the basis
of the hidter§eofehRputhei AkélatPofobpeadsifaped i dathe Pr dEBESing in
step S19, _the update processing is performed including raisigg,the | evel
of the gane tharatterPuked bynkhengl ayédli arst dsisred @dr Udtinif t he
| evel vakﬁg as a anefparEneterg gnd increasin%_the val ues of statuses
such as t a%tr%ﬁgth% 2t FFRF G péwer, Cdérenstfl 4 &hgt Hdmd dulidekness in
accordance with the | evel of .the game character. 0077& .The control nethod
of the afgieshid bnboki hent® A 6isahiAa P%@Hfﬁheab@r Ch&dSd SselT of the
CharaCtenjgngég égch that the game parameter for determining the

striking power of the ki-attack can be easily increased when

the level is raised. Because this updates the game

parameters every time the game is played, the enjoyment that

a game character can be customized in accordance with the

idea input by a player can be given. Furthermore, a player

can be motivated to use the game system again next time. As

a result, the use of the game can be promoted.

f0076]

In this embodiment, if it is determined that a player

has won a fight on the basis of the history of input

information by a player in the game processing in step $19,

the update processing is performed including raising the

level of the game character used by the player in step $20

(or updating the level value as a game parameter) and

increasing the values of statuses such as the strength,

striking power, defensive strength and gquickness in

accordance with the level of the game character.

[0077]

The contrel method of the aforesaid embodiment allows

handling the purchase itself of the character figure to



43 which an RFID tag is nmounted as charging for a gane. Because this can
notivate a person who wi shes to play a gane to purchase a character item
the pronotion of the purchase of a character item can be sought.
Furthernore, because it can also allow a person who wi shes to purchase a
character itemto play a gane only by purchasing a character item the
pronotion of the use of a gane can be sought. [0078] According to the
control nethod of this enbodi ment, wupdate processing is perforned on
credit data before gane processing i ahi€h gane characters fight against
each other is started by using the ganme paraneters stored in a nmenory in
the RFID tag. Supposing that the credit data is updated during the gane

processi ng,, atte e SProce S|n the ongf ul usage may not

be preclugegghl%élﬁgﬁﬁgF %hen e dn% 5sit éﬁ%ﬂgl ﬁgéV%V%ble r enovi ng

a charact 8 cLLAU" 8,5 LT 80Kt RS, eader Inpib et unjt, and,abandening, the ag'nay to
e di datta &

prevent the update o cre ore the creéat at ed.

However, by HQQ@B&QQ gh@hgtgetgrd% n%gftgrl; etp%gh otdYIE S 9688 Jt%ﬂassétarted

as in the control nethod of this n play of a ganme can be
securely ehakgedat8ctplayrbhecgame, E@Q&%lt A@BQE%E‘ﬂoE% t Be contr qlt met hod

of this enmbodiment, the input required’for the gane protessing can be
performedchy also allow a person who wishes to purchase a character

item te play a game only by purchasing a character item, the
promotion of the use of a game can be sought.
{0078]

According to the control method of this embodiment,
update processing is performed on credit data before game
processing in which game characters fight against each cther
ig started by using the game parameters stored in a memory
in the RFID tag. Supposing that the credit data is updated
during the game processing or after the game processing ends,
the wrongful usage may not be precluded, including, when the
game situation is unfavorable, removing a character figure
’ from the reéder/writer unit and abandoning the play to

prevent the update of the credit data before the credit data
is updated. However, by updating the credit data before the
game processing 1s started as in the control method of this
empodiment, the play of a game can be securely charged to
play the game.
[0079]

According to the contrcol method of this embodiment, the

input required for the game processing can be performed by a



- 44 player by causing a character figure to performa reciprocating
noti on between the inside of the communi cation range and the outside of

t he conmuni cation range of the readers of the |eft reader Rl, center
reader R2 and right reader R3 or noving a character figure anong the |eft
reader R, center reader R2, and right reader R3. Therefore, wthout
provi ding the input device such as a button and a |ever adopted in a
conventional ganme system a wide variety of input information by a player
can be handl ed, which can enhance the %Eput interface. [0080] 3.
Application Exanples Wth reference to Figs. 10 and 11, application
exanples of the enbodinent will be described bel ow [0081] The gane
system of this enbodi nent may be configured by connecting nultiple gane
systens GBlees bErvers$vR ovehaxaatetrwdrikNET sugheaEotthes | nt er net, as
shown in Fig. 10. In this case, the credit data may be centrally nanaged
by the sERYEPrSYRLéNgemCLACPhbstegss thandsridd i H  RRI@Ut Ay CaHbudited to
a character figure may be only required to store |D authentication data
for identF#yPRgaaf ﬁha. Prdgarcand thameoparaEEie WA aref setting data
for a ga ar act In the exanple shown in Fig. 10, before gane

proceSS|n§e?ger§t8§tEBe LRETI BeAGERe Rt c &SGR A2 dad® ratf t WeIREI D t ag

reader R3 or moving a character figure among the left reader
RY, center reader R2, and right reader R3. Therefore,
without providing the input device such as a button and a
lever adopted in a conventional game system, a wide variety
of input information by a player can be handled, which can
enhance the input interface.

{0080}

3. Application Exanmples

With reference to Figs. 10 and 11, application examples
0of the embodiment will be described below.
[0081]

The game system of this embodiment may be configured by
connecting multiple game systems GS to a server SVR over a
network NET such as the Internet, as shown in Fig. 10. In
this case, the credit data may be centrally managed by the
server SVR side. In this case, a memory in the RFID tag
mounted to a character figure may be only reguired to store
ID authentication data for identifying an individual and
game parameters which are setting data for a game character.
In the example shown in Fig. 10, before game processing is

started, the ID authentication data read from the RFID tag



- 45 is transmtted fromthe gane system GS side to the server SVR side
over the network NET. The server SVR updates the credit data associ ated
with the received ID authentication data and transmts the information
notifying that a gane starting condition is satisfied to the game system
GS. Starting the gane processing after the reception of the notification
of the satisfaction of the gane starting condition fromthe server SVR in
t he gane system GS can secure charging for the play of the ganme. [0082]
The update processing may be performed om the credit data stored in the
RFID tag nounted to a character figure wused in the game systemof this
enbodi nent such that the gane systen1can be reused by using a hone
reader/wite ;s ean e nple of th er/ iter ynit) as shown in
Fig. 11 o?gtﬁgaF%@&%QEor & n%%g 9 Ca 83'35 e Wl SUbt$act ed by
the gane t r a redi.t data before ga started, a
S¥R gghbcﬁw%g %ge %e&@%r& %% @E?Igﬁrggr S?P Bgﬁabsg Eg

generi c conputer caused to ‘func

processi ng, 4pi t dQEéfQEngQa%Qg Ghed tpupdate In fﬁp%zﬁﬁgi ené%gg{% gi ven

value to the credit data stored in a nenory ed to
char act erdétguéﬁdtBEQHgﬁl 88 LRRULAQULPUL 5 JINTRSf: eneric conputer
COM In this case, sﬁown in &lg ,lfﬁe%§§ Q{éﬁ%ﬁbgi

el SCt r oni £ ABNENg Q@ﬁalﬁﬁem &Besé%&\é%eéVBOO\t%re tg}é?nel nhannet ’G§ or exanpl e,
an
Starting the game processing after the reception of the

netification of the satisfaction of the game starting
condition from the server SVR in the game system GS can
secure charging for the play of the game.

[0082]

The update processing may be performed on the credit
data stored in the RFID tag mounted to a character figure
used in the game system of this embodiment such that the
game system can be reused by using a home reader/writer
(which is an example of the reader/writer unit) as shown in
Fig. 11 or the like. For example, in a case where the value
subtracted by the game system is stored as the credit data
before a game is started, a generic computer COM may be
caused to function as a credit update processing unit
performing the credit update processing of adding a given
value to the credit data stored in a memory in the RFID tag
mounted to character figure through an input/output
interface of the generic computer COM, In this case, as
shown in Fig. 11, the computer COM obtains electronic money

data from the server SVR over the Internet, for example, and



- 46 adds the obtained value based on the electronic noney data fromthe
server SVR to the credit data stored in a nenory in the RFID tag nounted
to the character figure. Thus, the character figure can be reused in the
gane systemin the sanme nmanner as that for a newy purchased character
figure. [0083] Notably, the present invention is not limted to those

di scl osed in the enbodi nent, but various changes can be nade thereto. For
exanple, the terns quoted by parentheses as broadly-defined or synonynous

terms or the like in the description and illustration in the specification
and draw ngs can be replaced by broadly-defined or synonynobus terns in
ot her descriptions and illustrations in the specification and draw ngs.

Havi ng descri bed the enbodinment wth reference to the exanple in which a
char act eradiiigutbeei sbtaseddasaflpe thaedcter theemltes twhirch: thendRFIdxtag i s
nounted, the RFID tag may be nmounted to a trading card, for exanple.

[ 0084] Therpretkat sEhvent PUR its &hsocappliitcablte ¢ ormd cus a gemmeory stiens
such as commercial gane systems, honme gane systens, |arge anusenent
systens i AMQhRERDnBAY Brapeprd tpathecicparecteirmilisticics, LEi médica
termnals and cellular phones. The control nethod of the enbodinent is
appl i cabl @3¥3CtaE EXEBGEI 6ANOPeVAFIEES GaMESSs JeH Cas YSHESt iy ifres,

fightin anes, sport ganes uch as basebal | . and soccer
9 gJé%me manner ag t at(%or a new?y purchased character figure.

[0083]

Notably, the present invention is not limited to those
disclosed in the embodiment, but various changes can be made
thereto. For example, the terms guoted by parentheses as
broadly-defined or synonymous terms or the iike in the
description and illustration in the specification and
drawings can be replaced by broadly-defined or synonymous
terms in other descriptiocons and illustrations in the
specification and drawings. Having described the embodiment
with reference to the example in which a character figure is
used as the character item to which the RFID tag is mcunted,
the RFID tag may be mounted to a trading card, for exemple.
[0084]

The present invention is also applicable to various
game systems such as commercial game systems, home game
systems, large amusement systems in which many playvers
participate, simulators, multimedia tTerminals and cellular
phones. The control method of the embodiment is applicable
to the execution ¢f various games such as shooting games,

fighting games, sport games (such as baseball and soccer

) 9 M"

e



- 47 ganes), nusic ganmes, role playing ganmes and sinmul ati on ganes. [0085]
The ganme system according to the enbodi nent nmay further include an
operation unit for inputting an operation perfornmed by a player, for
exanpl e, as data. The functions of the operation unit may be inpl enented
by hardware such as a controller, an operation button, an operation |ever,
a touch panel and a m crophone (or sound input device). 1 - 48 - CLAI M

1. A gane systemconprising: a reader/witer unit that perforns the

transm ssion/reception of data by radiostoffroman RFID tag nmounted to a
character itemand perforns a data read operation and wite operation on a
storage nediumincluded in the RFID tag; and a gane processing unit that
per f or s ra S|on/rece tion f data to/fromthe r er/wit

ot ot driesh ke MR e T LY EH CReTRE DY ag iR PO PG aTEs
readerIMW|bg@5 n|t and perforns gane processing animating a gane
character aSSOC|ated with the character itemon the basis of the obtained

data, wherein:qfhe gﬁgrgggtﬁﬁdégg?kgﬁggdgﬁ ?HetQﬁbgﬁkReE%gm%bo%%%th%&edit

data associ ated w h t he
include an operation unit for inputting an operation
performed by a player, for example, as data. The functions
of the operation unit may be implemented by hardware such as

,M> a controller, an operation button, an operation lever, a

touch panel and a microphone {or sound input device}.



gane and a gane paraneter to be used for the gane processing by the gane
processing unit; and the game processing unit: obtains the credit data from
the RFID tag through the reader/witer unit, perforns update processing on
the credit data stored in the storage nediumincluded in the RFID tag

t hrough the reader/witer unit on the basis of the satisfaction of a given
condition, and starts the ganme processing after the update processing on
the credit data. 2. The gane system according to Claim1l, wherein: 49 - the
ganme processing unit: obtains informati dependi ng on the positional

rel ati onship between the reader/witer unit and the RFID tag nounted to
the character itemfromthe reader/witer unit as input information by a
pl ayer and perforns the game processing. 3. The gane system according to
Claim2, wherein: the reader/witer WmiMhas a plurality of read

positions for performng the transm ssion/reception of data wth the RFID
tag mount edl t o At KEEhaT Bt GLEN BhenY perform ng a data read operation

and the gane processing unit: obtains the difference in read position where
the transni ss? ohf?eeeprtohesf WdatathatpeprériBd W¥h the RFID tag in the

reader/wjter unit . as jinput infornation a
transm1331on/re%eption of data %@ radio to/from an RFID tag

mounted to a character item and performs a data read
cperation and write operation on a storage medium included
in the RFID tag:; and

a game processing unit that performs the
transmission/reception of data to/from the reader/writer
unit, obtains the data, which is read from the RFID tag,
from the reader/writer unit, and performs game processing
animating a game character associated with the character
item on the basis of the obtained data, wherein:

the storage medium included in the RFID tag stores
credit data associated with the number of plays left for a
game and a game parameter to be used for the game processing
by the game processing unit; and

the game processing unit:

obtains the credit data from the RFID tag through the
reader/writer unit, performs update processing on the credit
data stored in the storage medium included in the RFID tag
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.

2. The game system according to Claim 1, wherein:



pl ayer and perforns the game processing. 4. The ganme system according to
any one of Clains 2 and 3, wherein: the reader/witer unit has at | east
one reader/witer that can performboth of a data read operation and wite
operation on a storage nediumincluded in the RFID tag nounted to the
character itemand at | east one reader that can performthe data read
operation only; the reader/witer and the reader are provided so as to be
capabl e of performng the transm ssion/reception of data - 50 wth the
RFID tag in separate comuni cati on range$; -and the ganme processing unit:
obtains at |east one of the fact that the RFID tag perforns a

reci procating notion between the inside and outside of the comunication

range of the r er r.or._.the reader within a given period of tine and
a period of tﬁ%% EQUI%% eSSlﬁg ﬁﬂﬁ%tag for perform ng a reciprocating

moti on betweeniheinsi;d c%%th%ESkgﬁmﬁq the Coqunbﬁﬁggﬁgyg?ﬁnge of the

reader/witer or the rea as i npu and perforns

the gane pLAGeSSiMg:; 5 be%&?r@lesyrséa?@@%f{gé{'guﬁftag'r)fdogﬁ‘\e FPDalcggEZ to

4, wherein: the gane processing unit ane paraneter stofed in

the storageurRduM, it uded 4 d:he R E}:‘E&Q @PP@”E@%&P/&P&&P%?}EE%S' tem

input infeormation by a player and performs the game
processing.
3. The game system according to Claim 2, wherein:
the reader/writer unit has a plurality of read
positions for performing the transmission/reception of data
with the RFID tag mounted to the character item and
performing a data read operation; and
the game processing unit:
obtains the difference in read position where the
transmission/reception of data is performed with the RFID
tag in the reader/writer unit as input information by a
player and performs the game processing.
J 4. The game system according to any one of Claims 2 and 3,
wherein:
the reader/writer unit has at least one reader/writer
that can perform both of a data read operation and write
operation on a storage medium included in the RFID tag
mounted to the character item and at least one reader that
can perform the data read operation only;
the reader/writer and the reader are provided so as to

be capable of performing the transmission/reception of data



through the reader/witer unit on the basis of the history of the input
information by a player. 6. The gane system further conprising a sales unit
that receives the insertion of paper currency, a coin or electronic noney
and provides the character item 7. A programfor a conputer having, as an
i nput/output interface, a reader/witer unit that perforns the

transm ssion/reception of data by radio wwth an RFID tag nounted to a
character itemand perforns a data read operation and wite operation on a
storage nediumincluded - 51 in the_Rﬁ%%>£ag, the reader/witer unit being
enpl oyed in the gane system accordi ng any one of Clainms 1 to 6,

wherein: the storage nediumincluded in the RFID tag stores a val ue
subtracted by the game systemas credit data before a gane is started; and
t he conpuwethi sheased tedf unctsiepn rasca ceredirti agpdatre rpropeessamg unit t hat
perfornms credit update processing adding a given value to the credit data
stored in the tstogage pediessingl udéd:in the RFID tag through the
reader/witer unit in the conputer. 8. A programfor a gane system having a
reader/witer “niainghat perfdresethé thansacssitbatr ébepREd®y dfawat a by
radio wth an RFID tag nounted to a character itemand perfornms a data
read operBfTBArBAdEWEREAPEPERALNENNGH 18Ts bsrtage mddiaumnside and

outside of the communication range of the reader/writer or
the reader within a given period of time and a period of
time required by the RFID tag for performing a reciprocating
motion between the inside and outside of the communication
range of the reader/writer or the reader as input
information by a player and performs the game processing.

5. The game system according to any one of Claims 2 to 4,
wherein:

the game processing unit:

updates the game parameter stored in the storage medium
included in the RFID tag mounted to the character item
through the reader/writer unit on the basis of the history
of the input information by a plaver.

6. The game system further comprising a sales unit that
receives the insertion of paper currency, a coin or
electronic money and provides the character item.

7. A program for a computer having, as an input/output
interface, a reader/writer unit that performs the
transmission/reception of data by radio with an RFID tag
mounted te a character item and performs a data read

operaticon and write operation on a storage medium included

agptt



included in the RFID tag, wherein: a conputer in the ganme systemis caused
to function as a gane processing unit that perforns the

transm ssion/reception of data with the reader/witer unit, obtains data
read fromthe RFID tag fromthe reader/witer unit and perforns gane
processing animating the gane character associated with the character item
on the basis of the obtained data; the storage nmediumincluded in the RFID
tag stores credit data associated with the nunber of plays left for a - 52
gane and a gane paraneter to be used forqthe gane processing by the gane
processing unit; the ganme processing unit: obtains the credit data fromthe
RFID tag through the reader/witer unit, perforns update processing on the

credit data stor in the storage nmediumincluded in the RFID tag through
R tsfi%r%tt%% te® b i‘%e%?W?hEerséPilEfQ@ﬂPBnG@PlQY&F’véﬁ

t he reader?mwi _ _
conc L om BT 5L B8 g BLocEeLag SLLer i pdate o gosest ng on
stores thepregram according to daim7 or 8

the storage medium included in the RFID tag stores a
value subtracted by the game system as credit data before a
game is started; and

the computer is caused to function as a credit update
processing unit that performs credit update processing
adding & given value to the credit data stored in the
storage medium included in the RFID tag throuch the
reader/writer unit in the computer.

8. A program for a game system having a reader/writer unit

that performs the transmission/reception of data by radio
with an RFID tag mounted to a character item and performs a

data read operation and write operation on a storage medium

included in the RFID tag, wherein:

R

a computer in the game system is caused to function as
a game processing unit that performs the
transmission/reception of data with the reader/writer unit,
obtains data read from the RFID tag from the reader/writer
unit and performs game processing animating the game
character associated with the character item on the basis of
the obtained data;

the storage medium included in the RFID tag stores

credit data associated with the number of plays left for a



game and a game parameter to be used for the game processing
by the game processing unit;

the game processing unit:

obtains the credit data from the RFID tag through the
reader/writer unit, performs update processing on the credit
data stored in the storage medium included in the RFID tag
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.

9. A computer-readable information storage medium that

stores the program accerding to Claim 7 or 8.



