- 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 suppbrted 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 medi um s, 0 a character itemsuch as a
trading card and a figure and information on the character is read from

the storage negiimdyehay sy abh Sﬁllﬁéfki\ﬁz@r%h]'@?@ﬁi\t@”mk%gﬁ]

However, the gane systenldlsclosed i n Unexam ned Patent Application
Publ i cation No. 2006-95180 requires, in order to - 2

Technical Field
[0001]

The present invention relates to a game system, &
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 pcpular, 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. 2006-95180 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
[0003]

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 ganme systens are being stpongly demanded. [0004] In a gane
system di scl osed in Unexam ned Patent Application Publication No.
2002-1.53675, a three-dinmensional article that is equivalent to a
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real |y beyond the tolerance, whi Is a wongful. act that nay not be

prevent edsnd 00053t rodgly lnterested in the collection of character
items to play a game, and it is difficultf 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.
[000C4]

In a game system disclosed in Unexamined Patent

Application Publication No. 2002-153675, a three-dimensional
article that is eguivalent to a character item is pre-
mounted to a memcry, and the data defining a plavable 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 plavable 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.

[0005]



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 ¢ racte i tens _and the pronmoti.on of the use ganmes and
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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.

[0C06]

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 promotion of the
purchase of character items and the promotion of the use of
games and secure the charging for a game.

[0007]

{1} The present invention relates tc a game system
including 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 coperation 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 nediuminclyded in the RFID tag through the
reader/writer 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
game systerhaifigt e2 FRRABF T t BRLhini 1% REXpPEGFafP E€alsing 58 Eéput er in
t he game systemto function as tEe ame processi.ng unit. The present
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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 obtalns
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 program.
[0009]

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

[6010]



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
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the value of the number of plays left for a game itself
{such as 1 (play) and 10 (plays)).
[CC011]

The "game parameter" may correspond toc a parameter
defining the type or attribute of a game character
assocliated 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 ke 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 ¢f the use of a game can be



sought. 00 131 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 ganme can be securely perforned 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/witer unit and the RFID tag pmognted to the character itemfromthe
reader/writer unit as input information 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 freedotR¥dtapparatus design of the game system can be enhanced

Furt hernore roviding an unprecedented input interface can attract

pl ayer's HQQ%ﬁkion. [0016] (3) In the ganme system program and information

st orage nedigp1of the present invention, the reader/witer unit may 7
ccording to the present invention, the update

processing on the credit data is performed before the gane
processing is started by using the game parameter stored in
the storage medium included in the RFID ftag. Therefore, the
charging for a game can be securely performed when the game
is played.

[0G14]

(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.

[0015)

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 playver's attention.
[C016]

{37 In the game system, program and information storage

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



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 game system program and information storage

di um of, th t the reader/writ t have at | east
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obtain at | east one of the fact™ that the RFID tag pertforns a reciprocating
notion betawenosBrion 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
have at least one reader/writer that can perform beth 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 coperation
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 the comunication range of the reader/witer or the reader as

input information by a player and performthe game processing.

[ 0019]

i nput required for the gane processing can be perfornmed by a player by
causing a character figure to performa reciprocating notion between the
inside of the conmmunication range and ghe outside of the conmmunication
range of the reader/witer or reader, and the fact that the reciprocating
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
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input information by a player and perform the game
processing.
[0019]

The input required for the game processing can be

performed by a player by causing a character figure to

as

perform a reciprocating moticn 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 period reguired for the reciproccating mcotion can

be handled as the input information by a player. Therefore,

without an input device that has been adopted in a

conventicnal game system, such as a button and a lever,

a

wide wvariety of input informaticn by a player can be handled,

which can enhance the input interface.

[(CC20]

(57 In the game system, program and information storage

medium of the present inventicn, the game processing unit

may update The game parameter stored in the storage medium

included in the RFID tag mounted to the character item



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-npney 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
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to a program a conput er havi ng; I'iput/out put interface, a
reader/wwi?ggl nit that perforns the transm ssion/reception of data by
radio wit FID tag nmounted to a character itemand perforns a data

read operati omeRiRd s ithe OREMNAFLNpddPing 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 promoted.
[0022]

{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 provides the
character item. Notably, the "coin" includes not only money
in circulation on the market but also a medal to which a
value corresponding to money is given, for example.

[0023]

Because this allows purchasing a character item for
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.

00243

(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



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 nediumincluded in the RFID tag through the reader/witer
unit in the conputer. The present inventjon 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 ed ever | ay of .a ganme. Alternatiyel given value may be added
to the crédit d ?g?géh%?€f68e?H?EBdeseﬁget f ﬁygﬁbﬁggfeﬁjﬁienlis al | owed,
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[Fig. 2Eﬂm£éﬂbmzf%é§uégdefﬂl@H@tQ?XDd%Q%r@%bEQE & 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.

[0025]

According to the present invention, the wvalue of credit
data is subtracted every play of a game. Alternatively, a
given value may be added to the credit data. Therefore, the
reuse of a character item is allowed, from which the

contributicn fo 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. ZA is an explanatory diagram for a

character figure used in the game system of the embodiment.



character figure used in the game systemof the enmbodinent. [Fig. 3] Fig.
3 is a hardware configuration diagramfor the gane system of the
enbodinment. [Fig. 4] Fig. 4 is a functional block diagramfor the gane
system of the enbodinment. [Fig. 5] Fig. 5is a flowhart illustrating a
control nmethod for the gane system of the enmbodinment. [Fig. 6A] Fig. 6Ais
an explanatory diagramfor an input formby a player in the gane system of
the enbodinent. [Fig. 6B] Fig. 6B is an explanatory diagramfor the input
formby a player in the gane system of ltthe enbodinent. [Fig. 6C] Fig. 6C
is an explanatory diagramfor the input formby a player in the gane
system of the enbodinent. [Fig. 7] Fig. 7 is a diagramshow ng a display

screen on thqﬁggﬂeéééﬁ%f%}Of2érf%¢§P0?§nFn%at£§ggdi§§%gg:9 BAis a
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[Fig. 4] Fig. 4 is a functional block diagram for the
game system cof the embodiment.

[Fig. 5] Fig. 5 is a flowchart illustrating a control
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. 6RB] 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. BA 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. 10} Fig. 10 is a diagram showing an application



[Fig. 11] Fig. 11 is a diagramshow ng an application exanple of the
enbodi nent. Best Mdde for Carrying Qut the Invention [0027] An enbodi nent
of the present invention will be described below Notably, the enbodi nent
which will be described below does not invalidly [imt the spirit of the
present invention disclosed in CLAIMS. Al 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 presentjd nvention. [0029] A game system of
this enbodi ment has a configuration integrally including, as showm in Fig.
1, a sales unit that provides a character figure (which is an exanple of

the character item in a caasule-type container and a ganme unit for
pl ayi ng &SRB By tisFng ERBOChERErer figure purchased fromthe sales unit

in a body cabinet . This ows _purchasing a character figure required
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Best Mode for Carrying Cut the Invention
[(0027]

An embodiment of the present invention will be
described below. DNotably, the embodiment which will be
described below does not invalidly limit the spirit of the
present invention disclosed in CLAIMS., All components
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
embodiment 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 regquired for plaving a game in
a game system, which can synergistically promote both of the

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



i npl emented by a formin which the sales unit and the gane wunit are

provi ded separately, without being limted to the integration of the sales
unit and the ganme unit as shown in Fig. 1. For exanple, one of the sales
unit and the game wunit may be provided in an upper part while the other
may be provided in a |lower part. One may be placed on the left hand side
whil e the other may be placed on the right hand side. In the configuration
shown in Fig. 1, the gane unit nay be renovable fromthe sales unit.

[0030] In the sales unit, if a player jianserts 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 slot M, a rotational operation on a
rotation med Rot at i Eg t he rotational handl e RHD
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may be configured such that 1t can accept the insertion coin, for
exanpl e, mnd can @b%Cte&laﬁ@Jﬂey RRvige tfie salds capsuleatynpe gontainer CP

to a player in accordance with a
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
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 coin (such as
meney in circulation on the market and a medal to which a
value corresponding to money is given) to a coln insertion
slot MI, a rotational operation on a rotaticonal handle RHD
is allowed. Rotating the rotational handle RHD clockwise
provides a capsule-type container CP to a player from &
container storage unit CS to an output port CO. The sales
unit is configured such that pressing a return button RRT
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/or
electronic money is acceptable instead of & coin. The sales
unit may be configured such that it can accept the insertion

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



switch input, for exanple. [0031] In the game systemof this enbodinent,
as showmn 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 the enbodi nent, as shown in Fig. 2B, the character figure CF
is afigure formng a robot, and the figure body BD, which is a resin
mol d, has a projection Pi  at the bottom _The projection PJ of the figure
body BDis 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 includes a handle unit HD that opens on the surface side of

t he oppoS?%%ﬁ%}%étbﬁet%%nt%h??écéPhQQiﬁgpﬂﬁéeﬁoPé BECaRded Fade Whit  BP
that is fixed to block the opening of the handle unit HD. The base unit

BP has a 1%g-S? ot &get unf ¢ B®*¢Hat stores an RFID tag TO, which is an IC
chip havi@ﬂ?%ff integration of a nmenory (storage nedium, an antenna and a
logic cir . The RFID tag TG has a function of starting the logic

circuit CO””%@# N9 F(;?%I&ehes[)ﬁsncteen?nc?‘f and, perf,of 15, operalLopgl ;IR rig.
processi ng on data within e Trenory by receiving radio
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 ocut 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 robot, and the
figure body BD, which is a resin mold, has a projection PJ
at the bettom. The proiection PJ of the figure body BD is
inserted tc 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
to block the opening of the handle unit HD. The base unit
BP has a tag storage unit BS that stores an RFID tag 76,
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



waves (or el ectromagnetic waves), which are transmtted by radio froma
reader/witer unit R\U 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
authentication data for individually identifying a character figure CF,
credit data corresponding to the nunber of plays left for a game and gane
paranmeters that define the type and-sti& us (such as a strength, a striking
power, a defensive strength and a qui ckness) of a gane character.
Particularly in this enbodi nent, character figures CF forned to imtate

th i . but .. h i iff. t
tat uses Piih Hre oF eagls bkl R e P B O AR B Faed ™ Fom ¢ ne
sales unjd,do @O@I@yé&tr&@aafgg@{c%ggs) ?vgpigﬁcaérea%%sﬁdﬁ%% be

externally forned to imtate e sane kind aracter rmay provide gane

charact ersodd he dif ferent st ahusesy Whiehzyar §;taadntr gmethe RFID tag TG
In this case, scarcity values are given to the character figures CF forned

to imtatedde same k&cﬁ'&dfﬂ?uﬁeﬁ}@i@ﬁt@f whithchheadibi-errenced ns slatus. This
can notivate a player to collect character figures CF. "According to this

enbodi nertimiawen whethods dedérilescabbed phoveayt harstatuses of gane
characters read from
[0033]

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 guickness) 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 CPFP 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



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 gane 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
ganme, a reader/witer unit RN for performng the transm ssion/reception
of data to/froma character figure hyirpadi o, a speaker unit SO that
outputs a sound effect in a game and a system board (gane processing unit)
that creates a gane imge to be shown on the liquid crystal display LCD on
the basis, of optained data fromthe reader/witer unit RAU. In the gane
syst em of S HF P @A ient CREhFERCERGFat egaF‘Fgﬁﬁé@Eér‘?rﬁe ‘&Rgndéd™ o use
in one play of a gane, the body, cabinet CAB has _figu storag units FP1
and PPo O TS PR T GRECSTHES OFPRES FeadBr arrear e CARD f or
storing character figur .ch re pot. in.use.. Notably, .the s er body
and the §§%?%%%t %a#g %fésrﬁke?%%%?§ g?og?déﬁa%ﬁtyﬁgﬁggéfbégbingﬁ§gAB and

g]gv\goit n%&%"@idé&%& ded lapdNE-GANE, UPEL N8BS fahardwar & el gwration as
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 CS 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 liguid 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.

[0035]



Fig. 3. The systemboard is an electronic circuit substrate including
processors such as a CPU, a GPU and a sound processor and nenories such as
a ROM a RAMand a VRAM The CPU is a processor that authenticates the
RFID tag nounted to a character figure, determines input data required for
devel oping a gane, controls the display of an object such as a gane
character or perforns operational processing by using a gane paraneter.
The GPU is a processor that perforns processing of creating a gane inage
to be displayed on the liquid crystal idi splay on the basis of the
processing result by the CPU. The gane inmage created by the GPU i s output
to the liquid crystal display in a video signal (RGB signal) formthat

def i nes bl xol 190l QL JdALIRGIon. o The, SOUNd BLOCESSOL; b3 2:PLASERSOL, {hat

performs processi repro UC|ng a soun inta
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speaker in an audio si he processors perform operationa

processi %&m&&@%f@&@%@&(%&ﬁ as & BAY andcpa YRAM, Senect ed thereto
through a bus interface. [0036] In the gane unit, the reader/witer unit,

whi ch i s Arbcd N oUW pibnd P15 T 868n 58ChUABE, aar RAHCEAW it @RARW thaL can
read data fromthe RFID tag nounted to a char act er figure and wite data

to the REIND tiag antdracdeddr repgderahesentstes th8 rieadesqRAcandea right
reader R3 that can only read data from

to a character figure, determines input data required 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
liquid crystal display on the basis of the processing result
by the CPU. The game image created by the GPU is output to
the liquid 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/cutput 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



the RFID tag nounted to a character figure (refer to Fig. 1). 1In other
words, the reader/witer unit has the reader/witer RWand the |left reader
R, center reader R2 and right reader R3 as read positions for perforn ng
the transm ssion/reception of data to/fromthe RFID tag nmounted to
character figure and perform ng data read operations. In this
configuration, a player may place a character figure on the reader/witer
RWto check the status of the game character associated with a character
figure or to pay for the credit required-for playing a gane. A player may
pl ace a character figure on the left reader R, center reader R2 or right
reader R3 to performan input operation required for developing a gane.
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systemof this e ment” 1 s not required to
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 assocliazed 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 R1l, center reader RZ
or right reader R3 to perform an input operation required
for developing 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 R1l, center reader RZ, 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.

[0038]
Fig. 4 shows an example of the functional block diagram

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



t he shown conponents (and units), and a part of themmay 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
perform ng a data read operation and data wite operation on a nmenory (not
shown) included in the RFID tag 162. In the enbodi nent, the reader/witer
unit 160 also functions as a player input interface for a gane. By noving
a character figure to change the positional relationship between the
reader/witer unit 160 and the RFID tagdl62 by a player, input information
can be obtained for game processing. [0040] A storage unit 170 functions
as a work area for a processing unit 100, and the function can be

i npl enented_b har dwar e _such. as RAM and_a VRAM . An i.nfarnmati st orage
roai um 180 T | 6 e COREOT NP BabAn G BRI 26k oPed M1 R0 gram dnd: o
data, for Lon n_be. _i npl.enent ed by rdware _such as an
opt | cal ok TRgh SataoHRE e fATua L PR e to LoBt) B Ik VDL a
magnetic gisk,oqa hard disk, a magnetic tape and a mermory (ROM) . The
processing unit 100 perforns various kinds of processing of the enbodi nent
on the basigz®f programs (or data) stored in - 20 the information storage
medi um 180 or data read fromthe

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 obtained 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 magneto-optical disk (MO}, 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



RFID tag 162 through the reader/witer unit 160. In other words, the
i nformati on storage nedium 180 stores progranms causing a conputer to
function as the conponents of the enbodinent (which is a program causing a
conputer to perform the processing by the conponents). The storage nedi um
in the RFID tag 162 stores auxiliary data (added data) for prograns
causing a conputer to function as the conponents of the enbodi nent, such
as ID authentication data for individually identifying an RFID tag, credit
data corresponding to the charge for the _game system and/or the nunber of
plays left for a gane, gane paraneters that define the status of a gane
character, personal data of a player and saved data on a gane. Notably, it
may be configured such that other gortablg égfgrnation storage. nedi a t han
r ¢ad

the RFID%gibortan ¢ B5e82IData tah be' PrEMF R Foldr) B4 d, a
manet i GRS A1 1 CBhe 9L 2, B Loode ey oand, chor sxarpley The
tormnal PG 50 s CRTTUM4r BhoRes 1604170 Al gl &y 160 SUTSLrE an | mage
e o B FBIE 00 L R0 LB PR RELATOL Ll gygood o
di spl ay %gamﬂﬁﬁngﬁtiU@Afgﬁnigdab%rQGEQMBEQusing a computer to perform
the processing by the components). The storage medium in
the RFID tag 162 stores auxiliary data (added data) for
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



such as a CRT display, an CELD (organic el ectrol um nescence display), a
PDP (pl asna di splay panel), a touch panel type display and an HVD (head
nmount di splay) 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] Notably, a program (or data) causing a conputer to
function as the conponents of this enbodi nent may be distributed from an
i nformation storage nedium of a host apparatus (or ganme server) to the
information storage nmedium 180 (or theistorage unit 170) over a network.
The use of an information storage nedium by a ganme server (or host
apparatus) can be included in the scope of the present invention. [0043]
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CPU,
outputs a sound created by this embodiment. The function
can be implemented by hardware such as a speaker and a
headphone,
[0042]

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.

[0043]

The processing unit 100 (or a processor) performs
processing such as game operation processing, image creation
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



a GPU and a DSP) and an ASIC (such as gate array) and by a program (or a
gane progran). [0044] The processing unit 100 further perforns gane
processi ng such as processing of starting a game when a gane starting
condition is satisfied, processing of devel oping a gane, processing of
arrangi ng an object such as a gane character, processing of animting and
di spl aying an object, processing of conputing a gane result, processing of
ending a gane if a game ending condition is satisfied and credit
processing for collecting a charge in the.game system [0045] The
processing unit 100 further perfornms game processing of determ ning the
type of input information by a player on the basis of input information
fromthe  reader/witer unit 160 and/or a program for exanple,
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t he gane space. - 23 - [0046]

The processing unit 100 further performs game
processing such as processing of starting a game when a game
starting condition is satisfied, processing of develeoping 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 if a game ending condition is satisfied and credit
processing for collecting a charge in the game system.

[(0045]

The processing unit 100 further performs game
processing of determining the type of input information by &
player 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
basis 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.



The processing unit 100 includes a credit processing section 110, a
character registering/changing section 111, an input processing section
112, an eval uation 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 themcan 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 nenory internally included in the-REIDtag 162 is a val ue associ ated
with the nunber of plays left for a gane and nmay be the val ue (such as
100(yen) and 200(yen)) indicating the amunt of noney corresponding to

t he chargﬁ3§£§ one or nore plays of a gane or may be the value itself
(such as 1 5y) and 10 (plays)) of the nunber of plays left for a gane.
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24 - [004¥Hction 114, a display control section 116, a parameter

updating section 118, a rendering processing section 120 and

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

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 1690

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

iz the satisfaction of a given condition).



In the ganme system of this enbodi nent, 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
gane 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
changing the gane characters to use_ingza _gane. [0050] In the gane system
of this enbodi ment, after the conpletion 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 steretP @8 h character to use in a game. Furthermore, in the gane
system of this enbodinent, the addjtiopal registrati

ft
characters is Hdl I'"ded@ het 6t oie, ©F wheh® 22PP3 %WeBFacggegpﬁﬂ\égﬁg?gE figure

th der/wit it 160 t _ h t i shed
onthe SRl ML Ler, WOLLL 150, 931 RALTR! o 01,3 QTS Chargel g, u she

charact er [l gue. and, mves the!B.2; 8! sgetermned gode j2a..and thus
predetermned Thput Thformali on 'S Obtai ne rough
processing on credit data has completed in the credit
processing section 110 and controls such that game
processing for causing game characters to fight can be
started.
[0049]

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.

[C050]

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 is mounted is
registered as a character to use in a game. Furthermore, in
the game system of this embodiment, the additional
registration of two game characters is allowed. Therefore,
when a playver places a character figure on the reader/writer
unit 160, a game parameter on a game character wished to
register additicnally is read. Then, if a player picks up

the character figure and moves i1t in a predetermined mode



the reader/witer unit 1.60, the gane character is additionally registered
with a character table within the storage unit 170. [0051] In the gane
system of this enbodinent, if a predeterm ned condition is satisfied
during the play of a gane, control is perforned 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, before the gane is
started, whether it is a character fdgwe corresponding to the gane
character registered with the character table in the storage unit 170 or

not is checked. If so, the gane characters are changed. In other words, a
game character, before the change.is _deleted froman object |j havi ng
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[0051]

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 characier 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
or not 1is 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



frame (1/60 of a second) to several franes) and determnes the type of

i nput information by a player by conparing the result of the conmunication
performed periodically and the 1input determ nation table stored in the
storage unit 170. The input determi 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 exanple, different types of input
information are set in accordance wi.thhe differences in reader that
communi cates wth the RFID tag 162, the fact that the RFID tag 162
perfornms a reciprocating notion between the inside and outside of the
comuni cation range within a given period of time of one reader _and/or the
period of*Y§he 9%%@#?%%W$%ﬁd thet RREPLPEg ( §6?ht6Sp§P969ﬁF§aF€éWprocating
noti on be ween i de and qutsi de of tEe connunlcatlon ragggﬁgf one

the in
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period ofpdd ng, Y B S8hination table has settings of the
information depending on the positional relationship 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 of 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 of the communication range within a given period of
time of one reader and/or the period of time reguired 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 te the number of reciprocating motions between the

inside and outside of the communication range of cne reader



on the input determ nation table. This allows the acceptance of a w de
variety of input information even when the nunber of readers is reduced
for space saving. [0053] The eval uation processing section 114 perforns
eval uati on processing of evaluating the result of offence and defense in
the fight between ganme characters on the basis of the determ nation result
on the type of input information by the input processing section 112, gane
paranmeters defining statuses (such as strengths, striking powers,

def ensi ve strengths and qui cknesses) -f @r; the gane characters and/or the
times when input information is obtained, for exanple, and updating the
statuses (such as a strength) of the gane characters. [0054] The display
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i spl ayed arid e bt pﬁ%ﬁé?ﬁvéﬁ%?@S%fagf?%oﬁ‘e’m?éeéaeal"e’ Ry % R spl ay

control unlt 116 erf splay c ch as, £aysi an object (such
as a gane cHgF%c ép gro%%ﬁgn £ %é%ét l%d? Ow%a?ﬁ an item a
bui | di ng, 4 I d esi.gna t he
di spl ay po%é[é%aﬁm% cgfn %)g‘i”é% and ug?ngﬂg nfg%&tgg’l\?gn%sv%% H’l?%glt her
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28 registering an occurring object wth an obj
[0C53]

The evaluation processing section 114 performs
evaluation processing of evaluating the result of cffence
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 guicknesses) for the game
characters and/or the times when input information is
obtained, for example, and updating the statuses (such as a
strength) of the game characters.

[0054)]

The display control unit 11¢ performs the display
control over an object to be displayed and be output on the
display 19C. More specifically, the display control unit
116 performs display control such as causing an object (such
as a game characiter, a Pkackground, a target, a car, a ball,
an item, a building, a 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



transferring the object list to the rendering processing section 120, for
exanpl e, and deleting the object, which has vanished, fromthe object
list. [0055] The display control section 116 further perfornms control for
di spl ayi ng an i mage 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 aninmation processing of noving or operating a gane
character. [0057] The animation processi ng may include processing of
novi ng a gane character (which is an object defined by two- dinensional
data or three-dinensional data) in a gane field (whichis a

t wo- di nensi onal or three-di nensi onal gane space). More specifically, the
di spl ay COMitBIe MY N6 PErTbiAE CanFrat Wéﬁhprﬁac@?g@ﬁé df-Sifevi ng an obj ect
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[0055]

The display control section 116 further performs
control for displaying an image of a caused movement or
operation on the display 180 if input information by a
player, for example, causes the movement or an operation of
a game character.

[0056]

The display contrel section 116 further performs
animation processing of moving or operating a game character.
[0057]

The animation processing may include processing of
moving a game character (which is an object defined by two-
dimensional data or three-dimensicnal data) in a game field
(which is a two-dimensional or three-dimensional game space).
More specifically, the display contrel unit 116 performs
animation processing of moving an object 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 cbtaining the movement

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



second) . Notably, the frame is a unit of the tinme for perfor
processi ng of controlling the novenent or operation of an obj
The ani mati on processing may include processing for operating
In other words, on the basis of input data input by player th
reader/writer unit 160, a program (or operation algorithm or
notion data), the display control unit 116 perforns the anina
processi ng of causing an object to operate (or produce notion
nore specifically, the display contrel 2uni-t 116 perforns proc

sequentially obtaining operation information (or the position,

angle or formof each part) of an object for each 1 frane (or
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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 obiect to operate {or produce

motion). Still more specifically, the display contro

1 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 {oxr 1/60 of a second).

[0058]

The parameter updating section 118 performs proc

essing

of updating a game parameter stored in a memory in the RFID

tag 160 mounted to a character figure on the basis of the

histeory 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 1s always written te 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



and qui ckness) of a game character on the basis of the history of input
information by a player as of the end of a gane. 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 |evel of a gane character.
In this enbodi nent, the paraneter updating section 118 perforns |evel-up
updat e processing for raising the level of the status if a gane character
of a player wins a fight and the gane xgnds. [0060] The rendering
processi ng section 120 perforns rendering processing on the basis of the
result of various processing (or gane processing) perforned by the
processi ng_ unit éOO, t hus_creates an lgaﬁe, and outp%ts i,t to the display
190. In thidt'casei the®? nalgeSLPEat edthy “th€ PEHEEri AG I HrEcdSsitig S ¢t i on
120 may be a so-cal |l ed two-di nensiopal _i e or_. three-di nensional inmage.
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processi ng result, renderi g data IS created (such as the - position

coordi nat s, 4 &xd Mre, 000k dinat €8y £9! 95188t Bne concept of levels.
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 levei-up update processing for raising
the level of the status if a game character of a player wins
a fight and the game ends.
[0060]

The rendering processing section 120 performs rendering

processing on the basis of the result of various processing
(or game processing) performed by the processing unit 100,
thus creates an image, and cutputs it to the display 1920.
In this case, the image created by the rendering processing
section 120 may be a so-called two-dimensicnal image or
three~dimensional image. In order to create a three-
dimensional image, geometry processing is first performed
including cocordinate transformation {such as world
coordinate transformation and camera coordinate
transformation}, clipping processing or perspective
transformation, for example, and, on the basis of the

processing result, rendering data is created (such as the



normal vector or (z-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 image information in pixels, such as a frane buffer and m ddl e
buffer: a VRAM. This creates an inage viewed froma virtual canera (or
gi ven eyepoint) within a gane space. [0061] The sound processing section
130 performs sound processing on the Izasi-s of the result of various
processing perforned by the processing unit 100, creates a gane sound
such as a BGM a sound effect and voice and outputs it to the speaker 192.
o this enhodi nent na system
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phone) connect'ed thereto over network (such as a transm ssion |line
and a compHH LRI ion (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.
[0061]

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 ocutputs it to
the speaker 192.

[0062]

Notably, 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 multi-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 cne terminal or may
be created by using multiple terminais {(such as a game

system and a cellular phone) connected thereto over a



line). [0063] 2. Control Method of the Enbodinment Wth reference to Figs.
5to 9, acontrol nethod for the ganme system of the enbodi nent wll be
described below. [0064] Fig. 5is a flowhart showi ng an exanple of the
control nmethod for the ganme system of this enbodinent. [0065] First of
all, in the game system of the enbodinment, the reader/witer unit RAW
receives ID authentication fromthe RFID tag nounted to a character figure
(step S10). As shown in Fig. 6, if a player places a character figure CF
on the reader/witer RWin the reader/yyiter unit RAJ, the ID

aut hentication 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 determned that it is a valid ID as a result of the

det er m natFofOT Er éAPE N dafPa® BRENETGERE CPpartdmst 1% Rer &Y € bt ned.

Then, %ger they can be used for a ganme or not is determ ned (step S13).
I n thls e nent, a new character figure purchased from the sales unit
st ores, égg credit data, the value corresponding to one play as the
nunber of p ay% left for a ganme in a nenory (or a storage nmediun) in the

RFID tag., 1T 3. 1o MRS Of Pl 2vS,b8il,dE @ oame is one (1), it is

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

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
REFID tag mounted to a character figure (step 510). As shown
in Fig. 6, i1f 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
the character figure CF. Then, whether it is a valid 1D or
not is determined (step S$11). 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 i1s determined (step 3513).
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 fag. If



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
t he player does not have credit. [0066] If it is determ ned that the

pl ayer has credit fromthe <credit data obtained fromthe |ID authenticated
RFID tag (step S13), that is, if the player places a character figure CF
new y purchased fromthe sales unit on the reader/witer RW a status
check screen as shown in Fig. 7 is displayed on the liquid crystal display
(step S14). Then, control is performedso as to obtain a state that can
accept the start of the gane. The status check screen displays a status
such as the type, strength, striking power, defensive strength, quickness
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enbodlnent t'he reader/writer unit for reading data fromthe RFID tag - 34
nountedixnaggmaracter figure or witing data to the RFID

If it is determined that the player has credit from the
credit data obtained from the ID-authenticated RFID tag
(step 513), 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 liguid crystal display {(step S$S14). Then, contrcl is
performed so as to chtain 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
cbtained game parameters from the RFID tag and displays the
possible number of plays of a game (which is synconymous 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 of a game, and
notifies the mode of the input operation to the player.
[0C67]

In the game system of this embodiment, the

reader/writer unit for reading data from the RFID tag



tag is used as an input interface for obtaining input information by a

pl ayer in a gane. Morre specifically, the reader/witer RW left reader R1,
center reader R2 and right reader R3 conposing the reader/witer unit RW
have i ndependent conmunication 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 comrunication range CA within a predeterm ned period of
time can be obtained as the input infaymation by player. Notably, the
reci procating notion by a character figure CF is determned on the basis
of the communicability with an RFID tag, which is perforned al nost
periodically for the ID authentication. [0068] In this enb di nent, a cane
can be st%?%l%%e%yt‘be?f%%f%teﬁ Féﬁ%ﬁe%t WBht%BEBf Birﬁuiré‘dtl?y epIR.%}é)r whi ch

i ncl udes _ rearran he char act er flg % on the reader/witer
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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
reciprocating 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.
[0068]

In this embodiment, a came can be started by performing
a tap operation performed by a plaver, 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 RZ2 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. BA. In order to allow a plaver to perform selection



ot her 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 nmultiple
choices. In order to pronpt a player to performdeterm nation 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 RFID tag
nounted to the character figure) perfQ=s a reciprocating notion between
the inside and outside of the comrunication range of one reader as shown
in Fig. 6B wthin a predeterm ned period of tinme (such as wthin one

d, h_within 60 . [006 f i
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not d'5F”éé@dtiﬁﬁﬁ%@gﬁlﬁﬁaih@r9@@&§rt@npﬁﬁﬂgﬁ”kﬁ@ ERBYhcter figure is
currently placed is selected from the multiple choices. In
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
outside 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;) .
[C069]

Also if it is determined that the player does not have
credit from the credit data obtained from the RFID tag, that
is, 1f 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 $15). 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



operation, which triggers the start of a gane, and notifies the node of
the i nput operation to the player. [0070] If the newy purchased character
figure CF placed w thin the communication range of reader/witer RW as
shown in Fig. 6A, is rearranged to the communi cation 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

bet ween the inside and outside of the comrunication range of the center
reader R2 (Y in step S16), it is deterygned that the gane starting
condition is satisfied. Then, the credit data stored in a nenory in the
RFID tag nounted to the character figure CF is updated (step S17). In

ot her words, the value stored as the nunber of pl%ys left for a gane is
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figure Chgs A, Ghatgcter 10-use l0, 2 gafe L, perfared, and the additional
regi strati'on of gane "Charactters“is acceptéd wthin‘a’l'imtation of game
character @ﬁ@pciated with two character figures (step S18). The

additional registration of gane characters is performed by placing a

character figure (g %Jﬁﬁ@\l}dé&gsé@ dher gare, - £ 34u - ENaFagt gEe Wi shed to
used on the reader/witer to have the

within the communication range of reader/writer RW, as shown
in Fig. ©A, 1s rearranged to the communication range of the
center reader RZ, as shown in Fig. 6B, and the tap input is
performed by causing the rearranged character figure CF to
perform a reciprocating moticn between the inside and
outside of the communication range of the center reader R2
(Y in step 516), it is determined that the game starting
condition is satisfied. Then, the credit data stored in a
memory in the RFID tag mounted to the character figure CF is
updated (step $17). In other words, the value stored as the
number of plays left for a game is subtracted, and the
subtraction result 1s written to the memory in the RFID tag
to update the credit data. If 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 1s accepted within a limitation of game
characters associated with two character figures (step S18).
The additional registration of game characters is performed

by placing a character figure CF corresponding to the gamne



gane paraneters read fromthe RFID tag nounted to the character figure CF
by the reader/witer RW [0071] If the registration of a game 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 gane characters fight with each other (step S19) . At that tine,
a ganme screen as shown in Fig. 9 is displayed on the liquid crystal

di spl ay. The ganme screen displays a pl aer-s gane character PRC (robot A)
to be operated by a player and an eneny gane character ERC (robot B) which
is an opponent and may display a strength gauge HPG visually i ndi cati ng
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eneny ga dract er 'S an opponent eérence to the

evel (wWhiighed sy | evehryabpep) NehasedacpyGLY cLikMya player wins a fight)
set for the player's gane character e operated by the player. Mre

speci ficaldgyz1it can be inplenented by storing data on the - 38 eneny gane
character ERC in the information storage nedi um
If the registration of a game character completes, the

game character registered in step $S18 i1s moved or coperated
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 liquid
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 (robkot 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, a 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, i1t can be implemented by storing data on the



180 shown in Fig. 4, for exanple, in connection wth the |evel of the

pl ayer's ganme character RPC and, when a player's gane character RPC is

regi stered, reading data on a preferably eneny ganme character ERC fromthe
information storage nmedium 180 to the storage unit 170, 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 ganme character ERC and can
provi de heated gane devel opnent even when. the player's gane character RPC
is set to any one of the levels. [0073] In this enbodinent, a player's
gane character PRC can nove anong a center position CP, a |left position LP

and a right position RP in ac dance. with the instruction to ve by a
olayer. BREREITHE POAFEFbAS ARG ¢HetPBadBlfe aRE | ORs SO AHed Tt bach

her, ' h RPC | di spl d .th iti
G i1 the ChLTARIBr i Bine TCFTE BrALERCon The RBRLEL T eAder. FPhs. Shon
in Fig. f ter fi ' f d R1
the TPt S Sahet s FE LR b s 0 Ban AP LR aye TRG 2rAre"(hBt = the player' s

gane charatlal, FRGIRYCSpiLtPEC | bt POSLELORoRAOM (LRAL O ROSL Ion RP

on the r uni t novenent of the chdracter figure
OF. An enoryr SR v SPem§NAEALT &Fa ERG WP SoANtARPORERL Rk ihe player’s

ane

° storage medium 180 to the storage unit 17C¢, which is a work
area, with reference to the level of the registered player's
game character RPC. This can prevent a cone-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 cne of the levels.
[0073]

In this embodiment, a player's game character PRC can

move among a center position CP, a left position LP and a
right position RP in accordance with the instruction to move
by a player. Because the positions and the readers are
associated with each other, a plavyer's game character RPC is
displavyed at the center position CP if the character figure
CF is placed on the center reader R2Z as shown in Fig. 6C.
If the character figure CF 1is moved to the left reader R1 or
the right reader R3, the game screen displays the state that
the plaver's game character PRC moves to the left position
LP or the right position RP on the reader/writer unit RWU

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



character PRC, also noves anong the |left position LP, center position CP
and right position RP in accordance with a predeterm ned algorithm
Furthernore, in this enbodi ment, ganme processing nmay be performed in which
a player's gane character PRC and an eneny gane character ERC enmt 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 game character hit by the beamis
performed. Wen the strength of one-of3d he gane characters finally reaches
zero (0), the fight ends. [0074] |In the ganme system of this enbodi nent,
whi | e the gane processing is being perforned, the input information by a

pLaver | soprocesspday UShng, an, i ppul deterdi ngtien Lable as shown in Fig

8B. For exanpl e, as s fovensnt are char acter can

be st ual ek by £hay 'ngtsmﬁopgglgh BoOLrthe Leade gl%mﬁt g gharact er

figure CF The tap i nput ts and rop character flgure

CF from %t@l&hectse@@@f:p@hwg&ttsnchﬁr agt %t:cofﬂd% 8 GRS currently

pl aced, as shown in Fig. 6B, can 1nstruct a normnal attack (such as an
attack Ofpzﬁiﬁéﬁéﬂﬂlr@edb§%ﬂ@tﬁﬂta gaE: Khaf a6t er i tﬁléh@mbaamewt a

character figure may be noved to keep outsi de’ of the conmunication - 40
range of ddie: reasgessdoig ti eeosesondsrand thenndeapat Beayer's game
character PRC and an enemy game character ERC emit beams,
for example, to each other to play a shooting game. If the
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.
[0074]

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



character figure to the inside of the comunication 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 gane 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
pl aced, as shown in Fig. 6B, can instruct an operation defendi ng against a
beam attack fromthe enenmy ganme character ERC. In this case, if the
instruction to defend a player's gane sgharacter PRC conpl etes before the
beam attack fromthe eneny gane character ERC hits it, the danage caused
by the beam attack to the player's character PRC can be reduced. The
change of ane cgaracters is ccegted if a redetergl condition is

“th

satisfied g% YarEle For %&aﬁ%Fe fFet AECSE énépﬁ b ke "éhar acter to

be operated curren chara%ters
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in which 't aracter |gures a use si mul taneously as a speci al
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t hose of the - normal attack and a ki-attack by two game characters in

tap 1nputs 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 a 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 player's character
PRC can be reduced. The change of game characters is
accepted if a predetermined condition is satisfied in a game,
for example, i1f 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 additionally
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
simultaneocusly as a special attack. The double attack (such

as an attack emitting a stronger beam than those of the



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 wupdated as they occur, and, when the outcone of the gane is
determ ned and the gane finally cones to end, the ganme paraneters used for
the gane characters in the gane are -updated in accordance with the history
of input information by a player (step S20). In this case, for the gane
character corresponding to the character figure with the credit data

upie o0 (gl 23y L0, 0BT boBLeC P 6C58L10-p L gEfoned el ud no new
rank (Skléé dié?é’(?ljfgtl()ﬁ)k één(ﬁ eflllg#EM%tga {)p Ilé%?l’l ngWO tcﬁxaracter

i ncreasi ng/ decreasi ng the e statuses su e strength,

stri king Heyefes &?fc@{‘ﬁfé@eﬂr%‘%@r ngnﬁ‘#{%@%@@% mgdgagl gag tgharact er

used as a supporting character 1n the ga

reg'Strakh@ﬂdﬂﬁﬁgﬁ&%lyC@@5§h@gré§d@§§fQﬁnﬁglbﬂcng'@Qo character
i ncreasi ng/ decreasing the value of the statuses by weighting the already

defined atitdidul esrd ghka@dd, skill. Considering - 42 a case where the skill
is to be defined, for exanple, none
[0075]

While the game processing is being performed, the
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 S$20). 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 gquickness. 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



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 ganme paraneter for
determning the striking power of the ki-attack can be easily increased
when the level is raised. Because this updates the ganme paraneters every
time the gane is played, the enjoynent that a gane character can be

custom zed in accordance with the idea input 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
enbodi nent, if it is determ ned that a player has won a fight on the basis

of the histor of in info ti t he ga proce53|ng in
Step S10.5 TIP TS BrocRtel h  PotBebt o FEalEicl BT nG FAPSFho ORE. | Svel
of the ga har act er, used b t he Ia in_ st S20 r dat.ing the
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of the afigy %%ﬁmﬁlf@rﬁemg&sﬁh@}@@gﬂgnheaﬂargh@ég httse_zlf of the

character flgure to 43 which an D'tag 1s nmounted as charging for a
garne. defined such that the game parameter for determining the

striking power of the ki-~attack can be easily increased when
the level 1s 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.

[0076]

In this embodiment, if it is determined that a plavyer
has won a fight on the basis of the history of input
information by a player in the game processing in step 519,
the update processing is performed including raising the
level of the game character used by the player in step 520
(or updating the level value as a game parameter) and
increasing the values of statuses such as the strength,
striking power, defensive strength and qgquickness in
accordance with the level of the game character.

[0077]
The contrel method of the aforesaid emboediment allows

handling the purchase itself of the character figure to



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 nent, wupdate processing is perforned
on credit data before ganme processing in which game characters fight

agai nst each other s started by usi-ng3 he gane paraneters stored in a
menory in the RFID tag. Supposing that the credit data is updated during
the gane processing or after the gane processing ends, the wongful usage
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can be securely charged to p e gane. (0079]  "According to e contro

net hod OﬁjﬂrﬁEtﬁﬁﬁgﬁh@ﬁnitaﬁh@an'B@Ugoﬁéﬁg'reﬁlf@ﬁefﬂgrganﬁeEEQQ@s§tn9 can
be perfornmed by a - 44 player by causing a character flgure to performa

can also allow a person who wishes to purchase a character
item to 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 other
is 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 precliuded, 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 precessing is started as in the control method of this
embodiment, the play of a game can be securely charged to
play the game.

(0079}
According to the control method of this embodiment, the

input required for the game processing can be performed by a



reci procating notion between the inside of the communication range and the
out side of the conmmunication range of the readers of the left reader R1,
center reader R2 and right reader R3 or noving a character figure anong
the left reader R1l, center reader R2, and right reader R3. Therefore,

wi t hout providing the input device such as a button and a |ever adopted in
a conventional gane system a wide variety of input information by a

pl ayer can be handl ed, which can enhance the input interface. [0080] 3.
Application Exanples Wth reference to 44 gs. 10 and 11, application
exanples of the enbodinent will be described below [0081] The gane
system of this enbodi nent may be configured by connecting nultiple gane

syst ens to a server SVR ove net war k NET such as the Internet, as
shown 1 n 14730571 £ €aSBa  FRecCr SAPEEGatR Ry (68 cant ral |y managed

by the server 3: unted to

h
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45 is transmtted fromthe gane system de to the Server
reader R3 or moving a character figure among the left reader

R1l, center reader RZ, 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.

{0080C]

3. Application Examples

With reference to Figs. 10 and 11, application examples
of the embediment 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. 1In
this case, the credit data may be centrally managed by the
server SVR side. In this case, a memcry in the RFID tag
mounted fo 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



SVR side over the network NET. The server SVR updates the credit data
associated wth the received ID authentication data and transmts the
information notifying that a gane starting condition is satisfied to the
gane system GS. Starting the gane processing after the reception of the
notification of the satisfaction of the gane starting condition fromthe
server SVR in the gane system GS can secure charging for the play of the
ganme. [0082] The update processing nay be perforned on the credit data
stored in the RFID tag nounted to a chamacter figure used in the gane
system of this enbodi nent such that the gane system can be reused by using
a home reader/witer (whichis an exanple of the reader/witer unit) as

h , 11 the.lik F wh th I
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and - 46 swaddsi dhe-abiai ned val yer pasedsopst BReeLBRE QRi:¢ cADRRY data

Starting the game processing after the reception of the
notificaticon 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



fromthe server SVRto the credit data stored in a nmenory in the RFID tag
nmounted to the character figure. Thus, the character figure can be reused
in the gane systemin the sane manner as that for a newy purchased
character figure. [0083] Notably, the present invention is not limted to
those disclosed in the enbodi nent, but various changes can be nade
thereto. For exanple, the terns quoted by parentheses as broadly-defined

or synonynous ternms or the like in the description and illustration in the
specification and draw ngs can be replsgced by broadl y-defined or
synonynous ternms in other descriptions and illustrations in the
specification and drawi ngs. Having described the enbodinent wth reference
to the exa in which a character figure is used as .the character item
to which & ﬁﬁ?%) Rl H e Fotnt Be, ba?ﬁ% REI F)hFaﬁlif‘rﬁWBéllﬁnﬂ“ﬁPé*ér Y& trading
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Notably, the present invention i1s not limited to those
disclosed in the embodiment, but varicus changes can be made
thereto. For example, the terms quoted by parentheses as
broadly-defined or synonymous terms or the like in the
description and illustration in the specification and
drawings can be replaced by broadly-defined or syncnymous
terms in other descriptions and illustrations in the
specification and drawings. Having described the embodiment
with reference to the example in which a character figure 1is
used as the character item to which the RFID tag is mounted,
the RFID tag may be mounted to a trading card, for example.
[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 players
participate, simulators, multimedia terminals and cellular
phones. The control methed of the embodiment is applicable
to the execution of various games such as shooting games,

fighting games, sport games {such as baseball and soccer



(0085] The game system according to the enbodi ment may further include an
operation unit for inputting an operation performed 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). - 48 - CLAIMS 1.
A gane systemconprising: a reader/witer unit that perforns the

transm ssion/reception of data by radio to/froman RFID tag nounted to a
character itemand perforns a data read7 eperation and wite operation on a
storage nediumincluded in the RFID tag; and a gane processing unit that
perfornms the transnission/reception of data to/fromthe reader/mwiter
unit, obtalns the ta, which islre%&'fron1the RFID

r eader / w1er° uhl?uséﬁdg%@?POrﬁg Jate prode &AMy %ﬂ1réh?%£ 5?%%n%ames
character(ﬂﬁﬁgFlated with the character itemon the basis of the obtained
dat a, mhekeln the storage nmediumincluded in the RFID tag stores credit

data associ at g4, ezx f%sggflrgﬂ)eicé)gr&l S egﬁefé)rﬁl?%duggﬂ? 00 a,9a0%E,

parameter to be u gane pro ssi ng ane processing unit;
and the gal® OGRS MM bn 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
a controller, an operaticon button, an operation lever, a

touch panel and a microphone (or sound input device).



obtains the credit data fromthe RFID tag through the reader/witer unit,
performs update processing on the credit data stored in the storage nedi um
included 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 update processing on the credit data. 2. The gane system
according to Caiml, wherein: - 49 - the gane processing unit: obtains

i nformati on dependi ng on the positional relationship between the
reader/witer unit and the RFID tag _noynted to the character itemfromthe
reader/writer unit as input information by a player and perforns the gane
processing. 3. The ganme system according to Caim2, wherein: the
reader/witer unit has a plurality of _read positions for perform ng the
transm ssion/reception of data with Hhé 158 D tag nounted to the character
item and erformng a data read gperation; and the game processing unit:
obt ai ns t he “di fgﬁggcéy?gepegﬁmﬁgéﬁﬁﬁﬁh where the transm ssion/reception

of data is perfarne i th the RFID tq? in Ehe reader/witer unit as input
e &

i nformation by & B Ayer and péttor ik Gane"processing. 4. The game

syst em according. £ 0, a0y, Q0. 95, 21 BBc2 AP, 341 MENRD 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

2 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
satisfacticon 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:



the reader/witer unit has at |east one reader/witer that can perform
both of a data read operation and wite operation on a storage nedi um
included 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 capable of perform ng the

transm ssion/reception of data - 50 wth the RFID tag in separate

comuni cati on ranges; and the game processing unit: obtains at |east one
of the fact that the RFID tag perforiteia +eciprocating notion between the
i nside and outside of the conmunication range of the reader/witer or the
reader within a given period of tinme and a period of tine required by the
RFID tag for §{f g? Qé§§§ rocatlng notion between the inside and
out si de of the commi ation rd%g% bf the reader/writer or the reader as

i nput i nf or may rpsvlanﬂ%ﬂml&pd BSLESLR. LRe. 98B Ds peashng. 5 The

gane system according to any one o E€rern the gane
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included in the RFID tag nounte e character item throug

reader / Wikd @4t 4ti £o OPn b h§h§§§t§e9fl£8ﬁ Bi-SHORY e Qfeablé‘%/'w'}@%ter' nfn%nvatg on by
a player. 6. The gane system further conprising a sales unit that

input information 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.

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



receives the insertion of paper currency, a coin or electronic noney and
provi des the character item 7. A programfor a conputer having, as an

i nput/output interface, a reader/witer unit that performns 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 RFID tag, the reader/witer unit being
enployed in the ganme system according to any one of Clainms 1 to 6,

wherein: the storage mediumincluded.nihe RFID tag stores a val ue
subtracted by the game systemas credit data before a gane is started; and
the conputer is caused to function as a credit update processing unit that
perfornms credit update processin adding a given.value to the credit data
Stored | HiHe TRt FAbE Pedi i FRCRGAEH FAMEHA REFBOPag PHESIGREhe
reader/witer ynit in the conputer. 8. A programfor a gane system having a
reader/witer tgaqquﬁr?ﬁﬁ%g;Qﬁ;%Wﬁ;transnission/reception of data by

radio with an,RFI.D t unt.ed to a-character i o) a data
read operatioﬁQ%? Wt | e“%%ﬁ?é{?ﬁ% %ﬁl%ﬁ%t%?§%e£%%g}g§? ?ﬁgbuégg in the
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outside of the communication range of the reader/writer or
the reader within a given pericd of time and a peried 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 colin or
electronic money and provides the character item.

7. A program for a computer having, as an input/ocutput
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 recad

operation and write operation on a storage medium included



transm ssion/reception of data with the reader/witer unit, obtains data
read fromthe RFID tag fromthe reader/witer wunit and perforns ganme
processi ng animating the gane character associated with the character item
on the basis of the obtained data; the storage nediumincluded 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 for the gane processing by the gane
processing unit; the game processing unit: obtains the credit data fromthe
RFID tag through the reader/witer unidi fperforns update processing on the
credit data stored in the storage mediumincluded in the RFID tag through
the reader/witer unit on the basis of the satisfaction of a given

condi Lon S0 B L BRI BrgesEsio, Sher, 1S, UPdaLs dprcesi o o
stores th€h£r8&£§”éQQEQ%déBQOESiS%akg‘£n9ro%e of Claims 1 to 6,
wherein:
the storage medium included in the RFID tag stores a
value subtracted by the game system as credit data before a
game 1is 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.

8. A program for a game system having a reader/writer unit
that performs the transmission/reception of data by radic
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:

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 according to Claim 7 or 8.



