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A gaming management system has a gaming management 
server for storing a credit balance; and a card unit Which 
reads a card ID from a permanent membership card or a 
provisional membership card Where a card ID used for 
specifying a credit balance is stored. The gaming manage 

(73) Asslgnee: ARUZE CORP" Tokyo (JP) ment server updates the credit balance to a credit balance 
_ determined by means of addition or subtraction. The card 

(21) Appl' NO" 11/343,276 unit discharges the permanent membership card or the 
(22) Filed: Jam 31, 2006 provisional membership card after having updated the credit 

balance thereof, and neWly issues a provisional membership 
(30) Foreign Application Priority Data card. Further, either the card unit or the gaming management 

server stores player information in association With the 
Jan. 31, 2005 (JP) .................................. .. P2005-023652 permanent membership Card. 
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GAMING MANAGEMENT SYSTEM, CARD UNIT, 
AND GAMING MANAGEMENT SERVER 

CROSS-REFERENCE TO THE RELATED 

APPLICATION(S) 
[0001] The present application is based upon and claims 
priorities from prior Japanese Patent Application No. 2005 
023652, ?led on Jan. 31, 2005, the entire contents of Which 
are incorporated herein by reference. 

TECHNICAL FIELD 

[0002] The present invention relates to a gaming manage 
ment system that manages a valuable balance corresponding 
to the value or quantity of a game medium, such as money 
or coins, the valuable balance being required to start a game 
on a slot machine, a Pachinko gaming machine, a Pachi-Slot 
machine, or another gaming machine. The present invention 
also relates to a card unit and a gaming management server, 
both of Which used in the gaming management system. 

BACKGROUND 

[0003] Hitherto, there has been an apparatus Which is 
called a sandWiched machine, because it is usually installed 
betWeen gaming machines. The sandWiched machine 
enables a player to play a game provided by a gaming 
machine, by means of accepting a game card (a magnetic 
card, an IC card, or the like) into Which is Written a valuable 
balance corresponding to a predetermined amount of money, 
or issues a neW game card. There also has been a system 
Which manages the valuable balance by alloWing the player 
to play a game on a gaming machine With the amount 
corresponding to the valuable balance stored in the game 
card. 

[0004] There is disclosed in JP-A-2002-200323 a sand 
Wiched machine that subtracts the amount of money to be 
used for a game from the valuable balance corresponding to 
the amount of inserted paper money, stores the result of 
subtraction into a game card, and issues that game card. 
When the valuable balance has become Zero, the sandWiched 
machine collects the game card. 

[0005] There is disclosed in JP-A-2002-074470 a system 
Which stores identi?cation information unique to a game 
card, collectively manages the valuable balance in associa 
tion With an ID number by use of a central management 
apparatus, and collects the game card When the valuable 
balance has become Zero. 

[0006] HoWever, according to the related-art techniques 
described in the documents JP-A-200323 and JP-A-2002 
074470, the game card is collected after the valuable balance 
has become Zero. In order to continue playing the game 
Without using a game medium such as money or coins; i.e., 
in a cashless manner, after the balance has become Zero, the 
player must endure the inconvenience of purchasing another 
game card or the like. For this reason, the related-art 
technique has failed to meet the players’ demands for 
continuously playing the game. Moreover, When the valu 
able balance has become Zero, the related-art game card 
comes off the player’s hands and is merely collected. The 
game card is not arranged to cater to the game arcardes’ 
needs for the ability to manage information about a player 
Who plays the game through use of the game card in addition 
to managing the valuable balance. 
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SUMMARY 

[0007] The present invention provides a gaming manage 
ment system having a con?guration that enables continuous 
cashless playing of a game and Which is suitable for man 
aging information about the player Who plays the game 
along With the valuable balance, as Well as providing a card 
unit and a gaming management server that is used for the 
gaming management system. 

[0008] A gaming management system includes: a gaming 
management server; and a card unit that is connected to the 
gaming management server. The gaming management 
server includes: a storage unit that stores a valuable balance 
for each of players, the valuable balance being required to 
start a game; and an updating unit that updates the valuable 
balance for a player speci?ed by an identi?cation informa 
tion output from the card unit, the identi?cation information 
being con?gured to specify the valuable balance for each of 
the players. The card unit includes: a reading unit that reads 
the identi?cation information from a membership card 
inserted to the card unit, the membership card being con 
?gured to be either one of a permanent membership card 
permanently used by the player and a provisional member 
ship card provisionally used by the player; a card discharge 
unit that discharges the membership card inserted to the card 
unit after the valuable balance is updated by the updating 
unit; and a card issuing unit that neWly issues the provisional 
membership card. The gaming management system further 
includes at least one of: a ?rst storage control unit that is 
provided in the card unit and stores player information in the 
permanent membership card, the player information includ 
ing at least one of information unique to a player, and 
information relevant to the game; and a second storage 
control unit that is provided in the gaming management 
server and stores the player information in the storage unit 
in association With the identi?cation information. 

[0009] A gaming management server is connected to a 
card unit that includes a reading unit that reads identi?cation 
information from a membership card inserted to the card 
unit, the identi?cation information being con?gured to 
specify a valuable balance for each of the players, and the 
valuable balance being required to start a game. The gaming 
management server includes: a storage unit that stores a 
valuable balance for each of players; and anupdating unit 
that updates the valuable balance for a player speci?ed by an 
identi?cation information output from the card unit. 

[0010] A card unit is connected to a gaming management 
server that includes: a storage unit that stores a valuable 
balance for each of players, the valuable balance being 
required to start a game; and an updating unit that updates 
the valuable balance for a player speci?ed by an identi?ca 
tion information output from the card unit, the identi?cation 
information being con?gured to specify the valuable balance 
for each of the players. The card unit includes: a reading unit 
that reads the identi?cation information from a membership 
card inserted to the card unit, the membership card being 
con?gured to be either one of a permanent membership card 
permanently used by the player and a provisional member 
ship card provisionally used by the player; a card discharge 
unit that discharges the membership card inserted to the card 
unit after the valuable balance is updated by the updating 
unit; and a card issuing unit that neWly issues the provisional 
membership card. 
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BRIEF DESCRIPTION OF THE DRAWINGS 

[0011] In the accompanying drawings: 

[0012] FIG. 1 is a block diagram of a game system having 
a gaming management system according to a ?rst embodi 
ment; 

[0013] FIG. 2 is a perspective view of a card unit and a 
gaming machine according to the embodiment; 

[0014] FIG. 3 is a block diagram showing the con?gura 
tion of the card unit of the embodiment; 

[0015] FIG. 4 is a schematic block diagram of the card 
unit of the embodiment, mainly showing a card storage-and 
transfer section; 

[0016] FIGS. 5A and 5B are views showing an example 
membership card valuable information ?le and an example 
provisional membership card valuable information ?le; 

[0017] FIG. 6 is a view showing an example of a player 
information ?le; 

[0018] FIG. 7 is a ?owchart showing operation proce 
dures of main processing of a gaming management system 
of the embodiment; 

[0019] FIG. 8 is a sequence chart showing an operation 
sequence of the gaming management system and an opera 
tion sequence of a corresponding gaming machine, which 
are performed during membership card processing; 

[0020] FIGS. 9A and 9B are ?owcharts showing opera 
tion procedures of the card unit and those of the gaming 
management server, which are performed during member 
ship card processing, wherein FIG. 9A shows operation 
procedures of the card unit, and FIG. 9B shows operation 
procedures of the gaming management server; 

[0021] FIG. 10 is a sequence chart showing an operation 
sequence of the gaming management system and an opera 
tion sequence of the corresponding gaming machine, which 
are performed during provisional membership card process 
111%; 

[0022] FIGS. 11A and 11B are ?owcharts showing opera 
tion procedures of the card unit and those of the gaming 
management server employed during provisional member 
ship card processing, wherein FIG. 11A shows operation 
procedures of the card unit, and FIG. 11B shows operation 
procedures of the gaming management server; 

[0023] FIG. 12 is a sequence chart showing an operation 
sequence of the gaming management system and an opera 
tion sequence of the corresponding gaming machine, which 
are performed during cash processing; and 

[0024] FIG. 13 is a schematic con?guration diagram of a 
game system having a gaming management system of a 
second embodiment. 

DETAILED DESCRIPTION 

[0025] Embodiments of a gaming machine according to 
the present invention will be described herein below. Iden 
tical elements are assigned the same reference numerals, and 
their repeated explanations are omitted. 

Aug. 17,2006 

First Embodiment 

[0026] FIG. 1 is a block diagram of a game system having 
a gaming management system 1A according to a ?rst 
embodiment. A game system 100 is con?gured of the 
gaming management system 1A having a gaming manage 
ment server 10 and a plurality of card units 20, 20, . . . ; a 

plurality of gaming machines 2, 2, . . . connected to the 
respective card units 20, 20, . . . ; an adjustment machine 3; 
and a membership card issuing machine 4. The gaming 
management server 10, the plurality of card units 20, the 
adjustment machine 3, and the membership card issuing 
machine 4 are connected together by way of private line 5, 
to thus constitute an in-store LAN (Local Area Network). 

[0027] The gaming management system 1A includes the 
gaming management server 10 having a data storage section 
16 for storing valuable information including the valuable 
balance required to start a game; and the card units 20, each 
of which has a chip reader/writer 33 (see FIG. 3) for reading 
a card ID from a game card which stores a card ID (to be 
described in detail later) used for specifying the valuable 
information (including the valuable balance). The term 
“valuable balance” means information corresponding to the 
value or quantity of paper money, coins, or other game 
mediums used for commencing a game. In the embodiment, 
the valuable balance corresponds to a credit balance. The 
valuable information includes information relevant to the 
valuable balance, in addition to the valuable balance. In the 
embodiment, the valuable information includes the card ID 
and the credit balance. As will be described later, the game 
card of the embodiment is classi?ed into two types; namely, 
a membership card and a provisional membership card. 
Each of the cards stores identi?cation information (a card 
ID) used for specifying the valuable information. 
Gaming Management Server 
[0028] The gaming management server 10 stores the valu 
able information associated with the card ID in the data 
storage section 16. The gaming management server 10 
performs processing for updating the credit balance in the 
valuable information associated with the card ID transmitted 
(output) from the card unit 20 over the private line 5 to the 
valuable balance that is determined through addition or 
subtraction according to the result of the game. Further, the 
gaming management server 10 stores information about the 
player in the data storage section 16 in association with the 
card ID stored in the membership card, as well as storing the 
credit balance, to thus perform an update as required. This 
player information includes at least any one selected from 
the group comprising: information unique to the player (e. g., 
a personal identi?cation number, an address, a phone num 
ber, a phone number of a cellular phone, an account number, 
and a credit card number); information about the games 
played by the player (e.g., game count information and game 
time information); and information about other games (e.g., 
the frequency of a visit to the game arcade, and the amount 
of money used in the game arcade). 

[0029] As shown in FIG. 1, the gaming management 
server 10 includes a CPU (Central Processing Unit) 11, 
ROM (Read Only Memory) 12, RAM (Random Access 
Memory) 13, the data storage section 16, a communications 
control section 14, and a communications processing section 
15. 

[0030] The CPU 11 operates according to programs stored 
in the ROM 12; controls the operation of the entire gaming 
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management server 10; and operates as updating unit and 
storage control unit in the embodiment. 

[0031] The ROM 12 stores the programs to be executed by 
the CPU 11, and the RAM 13 stores the information required 
by the CPU 11 to execute the programs. 

[0032] The data storage section 16 is an auxiliary storage 
device, such as an HDD (Hard Disk Drive) or the like, and 
functions as the storage unit in the embodiment and stores 
the valuable information (a card ID and a credit balance). 
The data storage section 16 stores a membership card 
valuable information ?le 17, a provisional membership card 
valuable information ?le 18, and a player information ?le 
19, such as those shoWn in FIGS. 5 and 6. 

[0033] The membership card valuable information ?le 17 
shoWn in FIG. SA has a record consisting of a ?eld 17a for 
a “Card ID” and a ?eld 17b for a “Credit Balance.” The card 
ID is set in a search key to thus make reference to the 
membership card valuable information ?le 17, so that a 
corresponding credit balance can be searched. The card ID 
of the membership card of the embodiment is formed from 
the alphanumeric “A” and four digits, as Will be described 
later. Similarly, as shoWn in FIG. 5B, the provisional 
membership card valuable information ?le 18 also has a 
record consisting of a ?eld 18a for “Card ID” and a ?eld 18b 
for “Credit Balance,” and enables search of a corresponding 
credit balance on the basis of the card ID. The card ID of the 
provisional membership card of the embodiment is formed 
from the alphanumeric “B” and four digits, as Will be 
described later. 

[0034] The player information ?le 19 shoWn in FIG. 6 is 
for managing the player information about the player pos 
sessing the membership card, and has a record consisting of 
a ?eld 19a for a “Card ID,” a ?eld 19b for a “Personal 
Identi?cation Number,” a ?eld 190 for a “Total Cumulative 
Number of Times Games have been played,” and a ?eld 19d 
for a “Total Cumulative Period of Time During Which 
Games have been played.” The card ID is set to a search key, 
and reference is made to the player information ?le 19, so 
that a corresponding personal identi?cation number, the total 
cumulative number of times games have been played, and 
the total cumulative periods of time during Which games 
have been played can be searched. For instance, When Card 
ID “A0002” is set to the search key and a search is 
conducted, a personal identi?cation number of “1234,” a 
total cumulative number of times games have been played 
“168,” and a total cumulative period of time during Which 
games have been played “2520 sec.” are acquired. 

[0035] The communications control section 14 (see FIG. 
1) operates upon receipt of a command from the CPU 11, 
and controls connection/disconnection of a line used for 
establishing communication With the card units 20, the 
adjustment machine 3, and the membership card issuing 
machine 4. The communications processing section 15 oper 
ates under control of the communications control section 14, 
and performs transmission/receipt of information by means 
of Wireless or Wired communication. 

Card Unit 

[0036] FIG. 2 is a perspective vieW shoWing the external 
con?guration of the card unit 20 and the gaming machine 2. 
FIG. 3 is a block diagram shoWing the con?guration of the 
card unit 20. FIG. 4 is a schematic block diagram of the card 
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unit, mainly shoWing a card storage-and-transfer section. As 
shoWn in FIG. 2, the card unit 20 of the embodiment is 
mounted betWeen a main display 41 and a sub-display 42, 
both of Which belong to the gaming machine 2 and Will be 
described later. In the game system 100, the card unit 20 is 
in a one-to-one correspondence With the gaming machine 2. 

[0037] As shoWn in FIG. 3, the card unit 20 includes a 
control section 21 for controlling operation of the card unit 
20; a communication control section 25 for transmitting and 
receiving information betWeen the gaming management 
server 10 and the gaming machine 2; and a communication 
processing section 26. The card unit 20 has a keyboard 27, 
a display control section 28, a liquid-crystal display section 
29, and a card storage-and-transfer section 30. 

[0038] The control section 21 has the CPU 22, ROM 23, 
and RAM 24. The CPU 22 operates in accordance With the 
programs stored in the ROM 23 and controls the operation 
of the entire card unit 20. The ROM 23 stores the programs 
to be executed by the CPU 22, and the RAM 24 stores 
information required by the CPU 22 to execute the pro 
grams. 

[0039] The communication control section 25 operates, 
upon receipt of a command from the CPU 22, and controls 
connection and disconnection of a line used for establishing 
communication With the gaming management server 10 and 
the gaming machine 2. The communication processing sec 
tion 26 operates under control of the communication control 
section 25, and performs transmission and receipt (output 
and input) of information. 

[0040] As shoWn in FIG. 2, the keyboard 27 has a total of 
ten buttons arranged in tWo lines, or an upper line and a 
loWer line. The buttons are assigned to numeric of 0 to 9. By 
means of the numbered buttons being operated (pushed or 
contacted), corresponding numerical information is input to 
the CPU 22. The keyboard 27 is used by the player to input 
a personal identi?cation number. 

[0041] Upon receipt of a command from the CPU 22, the 
display control section 28 displays an image, such as a 
character or a numeric, on the liquid-crystal display section 
29. Although the liquid-crystal display section 29 displays 
the image representing a character or a numeric, it princi 
pally displays a credit balance corresponding to the result of 
the game in the embodiment. 

[0042] As shoWn in FIGS. 3 and 4, the card storage-and 
transfer section 30 includes a card insertion section 31, a 
card transfer section 32, the IC chip reader/Writer 33, a 
stacker 34, a ?rst motor 35, a second motor 36, and a third 
motor 37. The card storage-and-transfer section 30 operates 
as a card discharging unit and a card issuing unit. 

[0043] The card insertion section 31 is disposed inside a 
front panel of the card unit 20 (in the inside of the card unit 
20) in Which is formed a slot 31a enabling insertion of tWo 
types of game cards (a permanent membership card C1 and 
a provisional membership card C2). The card insertion 
section 31 is constituted of a pair of upper and loWer 
carrying-in and carrying-out rollers 31b, 310 Which trans 
port, in a sandWiching manner, the game cards C1, C2 
inserted from the insertion slot 31a; and a sensor (not 
shoWn), or the like, for detecting the game card C1 or C2 
inserted by the player. 
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[0044] The card transfer section 32 has a plurality of 
transfer rollers 32a, and a transfer belt 32b Which is passed 
around the transfer rollers 32a and transfers, by means of an 
upper surface thereof, the game cards C1 and C2. The card 
transfer section 32 is set so as to connect the card insertion 
section 31 to the stacker 34 by Way of the IC chip reader/ 
Writer 33. 

[0045] The IC chip reader/Writer 33 has an antenna sec 
tion, a transmitting/receiving section, and the like, and is 
placed in a reading position With the antenna section ori 
ented toWard the transfer belt 32b. The IC chip reader/Writer 
33 corresponds to a reading unit of the present invention. 
The IC chip reader/Writer 33 is con?gured so as to read a 
card ID from an IC chip M (storage unit) embedded in the 
game card C1 or C2 situated in the reading position; to input 
the thus-read card ID to the CPU 22 of the control section 
21; and to Write predetermined information into the IC chip 
M pursuant to a command from the CPU 22. 

[0046] The stacker 34 is disposed in a deep position aWay 
from the card transfer section 32, and has a storage section 
capable of storing a plurality of provisional membership 
cards C2 in a stacked manner, and a dispatch section for 
dispatching the stored provisional membership cards C2 to 
the transfer belt 32b one at a time. The provisional mem 
bership card, Which has been inserted by Way of the insertion 
slot 31a and transferred by the transfer belt 32b, is accepted, 
stored, and fed one at a time. 

[0047] The ?rst motor 35, the second motor 36, and the 
third motor 37 are connected to the CPU 22 of the control 
section 21. Upon receipt of a command from the CPU 22, 
the ?rst motor 35 performs activation and deactivation of the 
carrying-in and carrying out rollers 31b, 310. Similarly, the 
second motor 36 performs activation and deactivation of the 
transfer rollers 32a, and the third motor 37 performs acti 
vation and deactivation of the dispatch section of the stacker 
34. 

Game Cards 

[0048] TWo types of the game cards are used in the game 
system 100. One type of the game card is a membership card 
(a permanent membership card) Which is permanently used 
for a game in the game system 100, and the other type of the 
game card is a provisional membership card (a provisional 
membership card) Which is provisionally used for a game in 
the game system 100. Each of the permanent membership 
card C1 and the provisional membership card C2 has an 
embedded IC chip M Which is an information storage unit. 
A card ID (unique identi?cation information) used for 
specifying valuable information is stored in the IC chip M. 
The card ID of the permanent membership card C1 consists 
of the alphanumeric A and four digits, and the card ID of the 
provisional membership card C2 consists of the alphanu 
meric B and four digits. By means of the card ID, the gaming 
management server 10 and the card units 20 can identify the 
type of the card (Whether or not the card is a membership 
card) and discriminate the individual game cards C1 and C2. 
The permanent membership card C1 and the provisional 
membership card C2 differ from each other in terms of an 
appearance (a design, such as a pattern, a character, or the 
like, printed on the card). Thus, the player can identify 
Whether or not the card is a membership card by appearance. 
In the embodiment, only the card ID is stored in the game 
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cards C1 and C2. HoWever, valuable information may be 
stored in the game cards C1 and C2, or player information 
may be stored in the same. 

Gaming Machine 

[0049] As shoWn in FIG. 2, the gaming machine 2 of the 
embodiment is a slot machine. This slot machine has the 
main display 41 Which displays images of a plurality of 
symbols to be variably displayed, and enables the player to 
play a variable display game (also called a “slot game”) 
Where a Win is determined according to images of stopped 
displayed symbols among the images of the plurality of 
symbols to be variably displayed. In order to start the 
variable display game on the gaming machine 2, the player 
is required to insert money or coins or to use a credit balance 
speci?ed by use of the game card C1 or C2. The con?gu 
ration of the gaming machine 2 Will be described hereunder. 

[0050] As shoWn in FIG. 2, the gaming machine 2 has, in 
the front side of a cabinet 43, the main display 41 having a 
liquid crystal display device. Further, the sub-display 42 
similarly having a liquid crystal display device is provided 
in a position above the main display 41. 

[0051] The main display 41 is an image display unit, and 
has a total of nine variable display sections 41a, 41b, 41c, 
41d, 41e, 41f, 41g, 41h, and 411', Which are arranged in three 
roWs and three columns. The main display 41 is arranged 
such that scroll display images (reel images Which are 
displayed as if mechanical reels spin), Which look as if a 
plurality of symbols move from up to doWn, are displayed 
in the respective variable display sections 41a to 411'. 

[0052] The sub-display 42 displays an image Which is not 
involved directly in the game (e.g., an explanation of spe 
ci?cs of the game). 

[0053] Provided beloW the main display 41 are a control 
panel 44, a coin insertion slot 45 by Way of Which coins to 
be betted on the game are inserted, and a paper money 
insertion slot 46 used for inserting paper money. A coin 
receiving tray 47 for receiving paid coins is provided in a 
loWer portion of the cabinet 43. The control panel 44 has a 
payout button 44a for instructing payout of coins; a MAX 
BET (MAXBET) button 44b used for making the setting so 
as to bet the maximum number of coins; a 1BET button. 440 
used for making the setting so as to bet one coin; a repeat 
BET (REPEATBET) button 44d Which is used for betting 
the same number of coins betted in an immediately-preced 
ing game and instructs commencement of a game; a start 
(START) button 44e by Way of Which an instruction for 
starting a game is input; and an end-of-game button 44f for 
instructing payout of the card. 

[0054] The coin insert slot 45 is provided for the player to 
insert coins to be betted on a game, and has an inserted coin 
sensor (not shoWn) Which outputs a signal indicating inser 
tion of coins. The paper money insertion slot 7 is provided 
for the player to insert paper money, and has an inserted 
paper money sensor (not shoWn) Which outputs a signal 
indicating insertion of paper money. 

[0055] The gaming machine 2 has a plurality of constitu 
ent elements, notably, the microcomputer. 

[0056] The microcomputer has a main CPU, RAM, and 
ROM (none of these elements are shoWn). The main CPU 
operates pursuant to the programs stored in the ROM. The 
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main CPU receives inputs of signals from individual sec 
tions of the control panel 44, and also receives inputs of 
signals from other constituent elements and outputs signals 
to the same, thereby controlling the operation of the overall 
gaming machine 2. The RAM stores data and programs, 
Which are used at the time of operation of the main CPU. 
The ROM 34 stores .the programs to be executed by the main 
CPU 32 and permanent data. 

[0057] The gaming machine 2 further has a random num 
ber generator, a sampling circuit, a clock pulse generation 
circuit, a frequency divider, and a data storage section (none 
of these elements are shoWn). The random number generator 
operates pursuant to a command from the main CPU, and 
generates random numbers in a given range. The sampling 
circuit samples an arbitrary random number from random 
numbers generated by the random number generator in 
accordance With a command from the main CPU, and inputs 
the thus-sampled random number to the main CPU. The 
clock pulse generation circuit generates a reference clock 
signal used for activating the main CPU, and the frequency 
divider inputs to the main CPU a signal Which is generated 
by dividing the reference clock signal at a given cycle. 

[0058] The gaming machine 2 has an image control cir 
cuit. The image control circuit controls an image display on 
the main display 41, thereby causing the main display 41 to 
display various types of images, such as variable display 
images of a plurality of symbols, or the like. 

[0059] Moreover, the gaming machine 2 has a timer for 
counting a start time and an end time of the game, and a 
counter for counting the number of games. 

Adjustment Machine 

[0060] The adjustment machine 3 includes the card inser 
tion section into Which the game cards C1 and C2 are 
inserted; a coin storage section for storing coins; a reading 
section for reading the card ID of each of the game cards C1 
and C2; an adjustment button for accepting adjustment 
processing requested by the player; a money adjustment 
section for paying out predetermined paper money or coins 
from the coin storage section; a control unit for controlling 
the operation of the overall adjustment machine 3, and the 
like (none of these elements are shoWn). The adjustment 
machine 3 reads a card ID from the game card C1 or C2 
inserted by the player; transmits the thus-read card ID to the 
gaming management server 10; and pays out a game 
medium, such as money or coins, on the basis of a credit 
balance upon receipt of the credit balance corresponding to 
the card ID from the gaming management server. 

Membership Card Issuing Machine 

[0061] The membership card issuing machine 4 has a 
membership card storage section; a personal identi?cation 
number input section; a money insertion section a member 
ship card issuing section; a communication processing sec 
tion for transmitting and receiving information to and from 
the gaming management server; a control unit for control 
ling operation of the entire membership card issuing 
machine 4; and the like (none of these elements are shoWn). 
The membership card issuing machine 4 also transmits in an 
associated manner, to the gaming management server 10, a 
credit balance corresponding to the money inserted by the 
player, the personal identi?cation number input by the 
player, and the card ID stored in the membership card issued 
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for the player. The gaming management server 10 that has 
received the information transmitted from the membership 
card issuing machine 4 generates a neW record in each of the 
membership card valuable information ?le 17 and the player 
information ?le 19, on the basis of the received information. 

Detailed Operation of the Gaming Management System 

[0062] The gaming management system 1A stores the 
valuable information including the credit balance required to 
start a game on the gaming machine 2, and outputs to the 
gaming machine 2 a credit balance equivalent to the valu 
able information corresponding to the game card C1 or C2 
inserted by the player. At the end of the game, the gaming 
management system 1A updates the stored credit balance to 
a neW credit balance Which is determined through addition 
or subtraction. As mentioned above, the credit balance can 
also be updated to a neW credit balance Which has been 
determined not only through subtraction but also through 
addition. Accordingly, the gaming management system 1A 
can cause the player to increase the credit balance before the 
credit balance becomes Zero, Which Would make the player 
unable to play the game, thereby enabling continuous play 
ing of a game Without use of the game medium, such as 
money or coins; i.e., in a cashless manner. 

[0063] The gaming management system 1A is arranged to 
be able to manage the credit balance corresponding to the 
provisional membership card C2 and the credit balance 
corresponding to the permanent membership card C1. When 
the credit balance of the provisional membership card C2 
has become Zero, the card is stored in the stacker 34; namely, 
the card is collected. In contrast, When the credit balance of 
the permanent membership card C1 has become Zero, the 
permanent membership card C1 is discharged after the credit 
balance of the card has been updated, Whereby the perma 
nent membership card C1 can be used repeatedly Without 
being collected. For this reason, the permanent membership 
card C1 provides the player With improved convenience. 
Moreover, in addition to storing the valuable information, 
such as a credit balance and the like, the permanent mem 
bership card C1 also stores player information, thereby 
enabling management of various types of information about 
the player in conjunction With the credit balance. 

[0064] Operation procedures of the gaming management 
system 1A Will noW be described by reference to ?oWcharts 
and sequence charts shoWn in FIGS. 7 through 12. In 
FIGS. 7 through 12, steps are abbreviated as S. 

[0065] FIG. 7 is a ?owchart shoWing operation proce 
dures of main processing of the gaming management system 
1A on a per-block basis. 

[0066] The card unit 20 of the gaming, management 
system 1A causes processing to branch depending on 
Whether or not the game card C1 or C2 is inserted. When the 
game card is inserted, processing proceeds to step S2. When 
the game card is not inserted, processing proceeds to step S3, 
Where cash processing to be described later is performed. 
When processing proceeds to step S2, the card unit 20 
determines the type of the inserted game card to be C1 or C2. 
When the card is the permanent membership card C1 (the 
alphanumeric of the card ID is A), processing proceeds to 
step S5, Where membership. card processing to be described 
later is performed. When the card is the provisional mem 
bership card C2 (the alphanumeric of the card ID is B), 
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processing proceeds to step S6, Where provisional member 
ship card processing is performed. 
Membership Card Processing 

[0067] During membership card processing, the perma 
nent membership card C1 is discharged to return to the 
player after the credit balance has been updated. 

[0068] First, operation procedures of membership card 
processing Will be described by reference to FIGS. 8, 9A 
and 9B. FIG. 8 is a sequence chart shoWing an operation 
sequence of the gaming management system 1A (the card 
unit 20 and the gaming management server 10) and an 
operation sequence of a corresponding gaming machine 2, 
Which are performed during membership card processing. 
FIG. 9 is a ?owchart shoWing operation procedures of the 
card unit 20 and those of the gaming management server 10, 
Which are performed during membership card processing. 
FIG. 9A shoWs operation procedures of the card unit 20, and 
FIG. 9B shoWs operation procedures of the gaming man 
agement server 10. FIG. 8 shoWs the transmission direction 
of information by means of reference symbol ST. A block, 
Which performs transmission processing in the ?owchart 
shoWn in FIGS. 9A and 9B, is assigned a parenthesiZed 
transmission number indicated by ST in FIG. 8. Steps (S) 
shoWn in FIG. 8 correspond to steps (S) in FIGS. 9A and 
9B. 

[0069] First, an overvieW of operation processing is 
described With an emphasis on transmission and receipt of 
information betWeen the gaming management system 1A 
that performs membership card processing and the gaming 
machine 2 Which performs operation processing in associa 
tion With the membership card processing. 

[0070] When the permanent membership card C1 is 
inserted and the card ID assigned to the permanent mem 
bership card C1 are read, the card unit 20 transmits the read 
card ID and the input personal identi?cation number to the 
gaming management server 10 (ST1). Upon receipt of the 
card ID and the personal identi?cation number, the gaming 
management server 10 determines Whether or not the per 
sonal identi?cation number is authenticated. If the personal 
identi?cation number is authenticated, the credit balance 
corresponding to the card ID is transmitted to the card unit 
20. If the personal identi?cation number is not authenticated, 
the card error information is transmitted to the card unit 20 
(ST2). Upon receipt of the credit balance, the card unit 20 
transmits the credit balance to the gaming machine 2 (ST3). 

[0071] Upon receipt of the credit balance, the gaming 
machine 2 performs gaming operation Which performs a 
variable display game to be started by use of the credit 
balance. When one variable display game has been com 
pleted, the credit balance is subjected to addition or sub 
traction, and a resultant credit balance is transmitted to the 
card unit 20 (ST4). Upon receipt of the credit balance 
determined after addition or subtraction, the card unit 20 
causes the liquid-crystal display section 29 to display the 
received credit balance. MeanWhile, the gaming machine 2 
repeatedly performs game processing and transmission of 
the credit balance, Which has undergone addition or sub 
traction, until a game end signal is input. The card unit 20 
displays the credit balance, Which has undergone addition or 
subtraction, every time it receives the credit balance. 

[0072] Upon receipt of an input of a game end signal, the 
gaming machine 2 transmits game completion information 
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(including game history information suchas information 
about the number of times games have been played, infor 
mation about a time during Which the game has been played, 
etc.), or the like, to the card unit 20 (ST5). Upon receipt of 
the game completion information, and the like, the card unit 
20 transmits to the game managing server 10 the credit 
balance, Which has been updated to a value obtained by 
addition or subtraction, and the player information (ST6) 
Upon receipt of the credit balance, or the like, the gaming 
management server 10 performs player information storage 
processing and credit balance update processing for updat 
ing the credit balance to a credit balance obtained by 
addition or subtraction, and transmits the update end infor 
mation to the card unit 20 (ST20). Upon receipt of the update 
end information, the card unit 20 performs membership card 
discharge processing, to thus terminate the operation pro 
cessing. 

[0073] Operation procedures of the card unit 20, those of 
the gaming management server 10, and those of the gaming 
machine 2 Will be described in detail hereinbeloW. 

[0074] As shoWn in FIG. 9, When membership card pro 
cessing has been started, processing proceeds to step S11, 
and the card unit 20 performs personal identi?cation number 
receipt processing during Which the CPU 22 commands the 
display control section 28 to cause the liquid-crystal display 
section 29 to display an image Which prompts the player to 
input a personal identi?cation number. In subsequent step 
S12, the card unit 20 aWaits input of a personal identi?cation 
number. 

[0075] When a personal identi?cation number of four 
digits is input to the CPU 22 from the keyboard 27 by means 
of the player’s operation, processing proceeds to subsequent 
step S13, Where there is performed processing for transmit 
ting the card ID and the personal identi?cation number to the 
gaming server 10. Here, the CPU 22 causes the communi 
cation processing section 26 to transmit the card ID and the 
personal identi?cation number, both of Which are stored in 
the RAM 24, to the gaming management server 10. As 
shoWn in FIG. 8, transmission ST1 of a card ID and a 
personal identi?cation number is performed. 

[0076] When processing proceeds to subsequent step S14, 
the information received by the communication processing 
section 15 through transmission ST2 is input to the CPU 22, 
and processing proceeds to step S15. When processing 
proceeds to step S15, the CPU 22 determines the type of the 
input information (Whether the input information is card 
error information or a credit balance) When the input 
information has been determined to be card error informa 
tion, processing proceeds to step S16. When the input 
information is determined to be a credit balance, processing 
proceeds to step S17. When processing proceeds to step S16, 
the CPU 22 causes the liquid-crystal display section 29 to 
display a message indicating that the personal identi?cation 
number is incorrect. When processing proceeds to subse 
quent step S25, membership card discharge processing, 
Which Will be described later, is performed. In contrast, 
When processing proceeds to step S17, the credit balance and 
the card ID received by the CPU 22 are stored in the RAM 
24 in an associated manner, and the liquid-crystal display 
section 29 is caused to display the credit balance. When 
processing proceeds to subsequent step S18, the communi 
cation processing section 15 is caused to transmit the credit 


















