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(57) ABSTRACT 

A gaming facility management section 1 is provided With a 
game medium lending device 20, a management server 5, a 
?rst line 120a and a second line 1201) and a communication 
management controller. The game medium lending device 20 
includes a data processor unit that manages game medium 
lend-out data generated following a lend-out of a game 
medium and game data regarding a game in a gaming 
machine. The management server 5 includes a data processor 
unit that stores the various data in memory and manages the 
above data. The management server 5 is connected to the 

(22) Filed: Mali 31, 2008 game medium lending device 20 through netWorks 100 and 
_ _ _ _ _ 120. The ?rst line 120a and the second line 1201) are installed 

(30) Forelgn APPhcatmn Prlorlty Data inside the netWorks 100 and 120 and operate to transmit and 
receive game medium lend-out data and game data. The com 

Apr. 3, 2007 (JP) ........................... .. JP2007-097664 munication management Controller Carries out transmission 

P bl_ _ Cl _? _ of game medium lend-out data and game data through the 
u lcatlon assl canon second line 1201) in parallel With the transmission of game 

(51) Int_ CL medium lend-out data and game data through the ?rst line 
A63F 9/24 (2006.01) 120a. 
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GAMING FACILITY MANAGEMENT 
SYSTEM 

CROSS-REFERENCE TO RELATED 
APPLICATIONS 

[0001] This application is based upon and claims a priority 
from the prior Japanese patent Application No. 2007-097664 
?led on Apr. 3, 2007, the entire contents of Which are incor 
porated herein by reference. 

BACKGROUND OF THE INVENTION 

[0002] 1. Field of the Invention 
[0003] The present invention relates to a gaming facility 
management system suitable for a gaming facility in Which 
gaming machines such as pachinko machines, slot machines 
and the like are installed. 

[0004] 2. Description of the Related Art 
[0005] Conventionally, gaming machines, game medium 
lending devices, or card processing devices and the like are 
disposed in the gaming facility as described above. The gam 
ing machines are disposed adjacent to one another so as to be 
tightly enclosed Within a narroW area inside a block Which 
Will be referred to as a so-called bank. A game medium 
lending device is disposed betWeen these gaming machines. 
The card processing devices handle various types of cards 
such as members’ cards and prepaid cards and the like. A 
distributed netWork system similar to that disclosed in Japa 
nese Unexamined Patent Publication No. 2005-288017, for 
instance, is knoWn as a gaming facility management system 
of managing various types of operating devices disposed 
inside the gaming facility. This gaming facility management 
system includes a bank controller and a bank-end controller. 
The bank controller functions as a relay betWeen the operat 
ing devices (gaming machines and game medium lending 
machines) installed inside each bank and an exterior device. 
The bank-end controller is connected to the game medium 
lending machines installed betWeen the respective gaming 
machines so as to form a communication channel Which 
differs from a communication channel connected to the above 
bank controller. 

[0006] A base controller acquires and stores information 
indicative of an operating state of the operating devices. This 
information includes, for instance, information on the num 
ber of input balls and the number of output balls from the 
gaming machines, the number of Won jackpots, etc, the num 
ber of gaming media lend-outs (earning) from the game 
medium lending machines. The base controller performs con 
trol to detect Whether the operating device to Which it is 
connected is in a normal operating state or an abnormality has 
occurred therein. 
[0007] The bank controller further acquires and stores vari 
ous types of information regarding the operating devices, the 
information having been acquired by each base controller 
connected inside the bank. Also, the bank-end controller 
acquires and stores information regarding the members’ card 
and the prepaid card (also, referred to as visitors’ card), the 
information having been received from the game medium 
lending device installed adjacent each gaming machine. 
[0008] The bank controller disposed in each bank is con 
nected to a hall computer and a member management com 
puter via a hall information netWork, through a communica 
tion line. The bank-end controller is connected to the hall 
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information netWork through a different communication line 
other than the bank controller. 
[0009] In this distributed netWork system, distributed data 
processing using tWo systems is carried out, in consideration 
of traf?c during normal time. That is, the bank controller 
acquires only information indicative of the operating state of 
the base controller through one of the systems, and transmits 
this information to the hall computer through the communi 
cation line. The bank-end controller acquires only informa 
tion regarding the cards from the game medium lending 
devices through the other system, and transmits this informa 
tion to the card server through the other communication line. 
In this Way, each system processes different items of data 
independently. 
[0010] In the above-described gaming facility management 
system, the operation of the operating devices is temporarily 
suspended if the line or the operating devices fail(s). Once the 
failure is repaired and the operation is restored, the data of the 
operating devices existing until before the failure has 
occurred can be restored based on information stored in the 
bank controller and bank-end controller. 
[0011] In the gaming facility management system dis 
closed in the Japanese Unexamined Patent Publication No. 
2005-288017, the operating devices themselves operate even 
in the case Where communication of the various types of 
information through the bank controller or the bank-end con 
troller has been severed due to a failure occurring in the 
communication line. Generally, the game medium lend-out 
data and the game data of these operating devices (gaming 
machines and game medium lending devices) are alWays 
updated. More speci?cally, the data thus transmitted is 
matched by a data processor unit of high-order devices (the 
bank controller, the bank-end controller and management 
servers to Which the above data is transmitted from the respec 
tive controllers). After that, the data is stored in memory and 
is managed. HoWever, the above data of the operating devices 
transmitted after a communication failure has occurred is not 
accumulated in the memory of the high-order devices until 
the communication failure has been recovered from. For this 
reason, in the data recovery processing at the time of failure 
recovery, the data Which is currently accumulated in the 
memory of the respective high-order devices cannot be 
matched With the data Which Was transmitted to the respective 
high-order devices after failure recovery. This may cause the 
gaming medium lending devices to be deactivated. 
[0012] These operating devices operate in one pair. If the 
game medium lend-out data cannot be matched in the respec 
tive high-order devices, the game data cannot be matched 
either. If one operating device is deactivated, the other oper 
ating device Will also be deactivated, thus making it impos 
sible to acquire accurate data in such one pair of operating 
devices among the high-order devices. 
[0013] The present invention has been made in vieW of the 
above-described problems. It is an object of the invention is to 
provide a gaming facility management system that can sup 
port transmission and reception of main data With the game 
medium lending device continuing to function even if a com 
munication failure or the like occurs. 

SUMMARY OF THE INVENTION 

[0014] According to a ?rst aspect of the present invention, 
there is provided a gaming facility management system that 
has the folloWing con?guration. The gaming facility manage 
ment system comprises a game medium lending device, a 
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management server, a ?rst line and a second line, and a 
communication management unit. The game medium lend 
ing device includes a data processor unit that manages a game 
medium lend-out data item generated following lend-out of a 
game medium and a game data item relating to a game in a 
gaming machine. The management server includes a data 
processor unit that operates to store and manage various data 
items in a memory, and is connected to the game medium 
lending device through a netWork. The ?rst line and the sec 
ond line are disposed inside the netWork and are operable to 
transmit and receive the game medium lend-out data item and 
the game data item. The communication management unit is 
operable to transmit the game medium lend-out data item and 
the game data item through the ?rst line in parallel With 
transmitting the game medium lend-out data item and the 
game data item through the second line. 

[0015] According to the ?rst aspect of the present inven 
tion, communication of the game medium lend-out data and 
game data through the second line is carried out in parallel 
With communication of the game medium lend-out data and 
game data through the ?rst line. Thus, even if a failure occurs 
in one line, communication is continued through the other 
line, preventing suspension of the functions of the game 
medium lending device. 
[0016] According to a second aspect of the present inven 
tion, there is provided a gaming facility management system 
that has the folloWing con?guration. In the gaming facility 
management system according to the ?rst aspect, the game 
medium lending device includes an image processor unit 
operable to process an image data item; and the communica 
tion management unit operable to transmit and receive the 
image data item through the second line. 
[0017] According to the second aspect of the present inven 
tion, in normal communication, game medium lend-out data 
and game data With a small amount of data use a main line 
Which is the ?rst line and a subsidiary line Which is the second 
line. On the other hand, large amounts of data (image data) in 
addition to the game medium lend-out data and game data use 
the subsidiary line Which is the second line. In particular, in 
recent years, these channels have been used to transmit image 
data to the game medium lending devices, this type of data 
being information With large amounts of data of 1 Mbps or 
more, to capture image data by using a CCD image pickup 
unit or the like, or to transmit the captured image data to a 
management server. Accordingly, in recent gaming facility 
management systems, optical ?bers and LAN cables that 
support communication of large amounts of data of 1 Gbps or 
more are employed for the communication line. The second 
line is thus con?gured of a material (such as an optical ?ber) 
to support communication of larger amounts of data than the 
?rst line (RS-485). Transmission and reception of large 
amounts of data thus become possible as Well. Here, “image 
data” includes data and the like such as sound data and QR 
code, in addition to data regarding images. With respect to the 
?rst line and the second line, contrary to the above con?gu 
ration, the ?rst line may be employed so as to support trans 
mission and reception of large amounts of data. 
[0018] In the above-described con?guration, communica 
tion of game medium lend-out data and game data is no longer 
severed due to communication congestion or the like caused 
by an insuf?cient communication bandWidth. Further, com 
munication of large amounts of data becomes possible 
through the second line. 
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[0019] According to the third aspect of the present inven 
tion, there is provided a gaming facility management system 
that has the folloWing construction. In the gaming facility 
management system according to the ?rst aspect, the man 
agement server is provided in plurality. At least one manage 
ment server from amongst the plurality of management serv 
ers is connected to another management server so as to have 

the function of a management unit. The at least one manage 
ment server includes a memory and a data processor unit, 
Wherein the memory is operable to store the game medium 
lend-out data item and the game data item transmitted from a 
plurality of game medium lending devices, and the data pro 
cessor unit is operable to manage this game medium lend-out 
data item and game data item. 
[0020] According to the third aspect of the present inven 
tion, any one of the management servers disposed in each 
bank facility that is installed in a gaming facility such as a 
pachinko hall accumulates and controls main data from the 
plurality of game medium lending devices disposed inside the 
bank. In addition, the management server can transmit this 
data to a different management server disposed in a manage 
ment o?ice, or alternatively, can transmit information data 
transmitted from the other management server to each game 
medium lending device. This makes data management for 
each bank facility easier. Since the respective game medium 
lending devices no longer communicate With the other man 
agement server, it is possible to transmit and receive an 
amount of data in accordance With a traf?c state in the net 
Work. This helps prevent the occurrence of communication 
congestion. 
[0021] According to a fourth aspect of the present inven 
tion, there is provided a gaming facility management system 
that has the folloWing construction. In the gaming facility 
management system according to the ?rst aspect of the 
present invention, the game medium lending device is made 
up of a plurality of game medium lending devices. At least 
one game medium lending device from amongst the plurality 
of game medium lending devices includes a memory and a 
data processor unit so as to have a function of a management 
unit. The memory is operable to store the game medium 
lend-out data item and the game data item transmitted from 
other game medium lending devices, and the data processor 
unit is operable to manage the game medium lend-out data 
item and game data item. 
[0022] According to the fourth aspect of the present inven 
tion, any one of the game medium lending devices has the 
function of a management unit. This management unit is 
connected to the management server, thus eliminating a need 
to provide a management unit. As a result, the number of 
devices to connect to the netWork can be further reduced. The 
entire gaming facility management system can be thus sim 
pli?ed and traf?c inside the netWork can be reduced. At the 
same time, it is possible to suppress the occurrence of net 
Work failures caused by an increase in the number of devices 
that are connected to the netWork. 

[0023] According to a ?fth aspect of the present embodi 
ment, there is provided a gaming facility management system 
that has the folloWing construction. In the gaming facility 
management system according to the ?rst aspect, When the 
game medium lend-out data item is transmitted, the game 
medium lend-out data item is subjected to a predetermined 
security processing. 
[0024] According to the ?fth aspect of the present inven 
tion, if game medium lend-out data is transmitted, this data is 
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transmitted after being subjected to a predetermined security 
processing Which includes various types of encryption pro 
cessing and encapsulation using a predetermined protocol. 
Even if the gaming facility management system uses a com 
munication line such as a LAN cable, for instance, Which is 
Widely used in general, Which achieves loW cost, and Which is 
easily available to anybody, it is possible to improve security 
against interception and Wire tapping of highly con?dential 
game medium lend-out data. 
[0025] According to the present invention, a gaming facil 
ity management system can be provided Which can support 
transmission and reception of main data betWeen the game 
medium lending devices and the management server by 
means of an alternate line, Without suspensions in the opera 
tion of the game medium lending devices even in the event a 
failure might occur in the main line. 

BRIEF DESCRIPTION OF THE DRAWINGS 

[0026] FIG. 1 is a vieW shoWing a schematic con?guration 
of an embodiment of a gaming facility management system 
according to the present invention; 
[0027] FIG. 2 is a block diagram shoWing a con?guration of 
a management operation terminal; 
[0028] FIG. 3 is a block diagram shoWing a con?guration of 
a hall computer; 
[0029] FIG. 4 is a block diagram shoWing a con?guration of 
a card server; 

[0030] FIG. 5 is a block diagram shoWing a con?guration of 
a members’ server; 
[0031] FIG. 6 is a perspective vieW shoWing an overall 
con?guration of a game medium lending device: 
[0032] FIG. 7 is a block diagram shoWing a con?guration of 
a game medium lending device; 
[0033] FIG. 8 is a vieW for explaining an example of infor 
mation distribution using an image display unit of a ten-key 
operation unit; 
[0034] FIG. 9 is a block diagram shoWing a con?guration of 
a bank management unit; 
[0035] FIG. 10 is a vieW shoWing a data transmission/re 
ception executed betWeen a game medium lending device and 
a bank management unit; and 
[0036] FIG. 11 is a How chart shoWing one example of data 
transmission/ reception betWeen a bank management unit and 
a game medium lending device. 

DESCRIPTION OF THE PREFERRED 
EMBODIMENTS 

[0037] Hereinafter, one embodiment of a gaming facility 
management system according to the present invention Will 
be described With referring to the accompanying draWings. 
[0038] FIG. 1 is a vieW shoWing a schematic construction of 
a gaming facility management system Which can be installed 
in a gaming facility such as a pachinko game hall or the like, 
for instance. 
[0039] A gaming facility management system 1 according 
to the present embodiment is provided With management 
servers 5 that manage an operating state of a plurality of 
gaming machines, a lend-out state of a game medium, and 
players (for instance, members, non-members). The manage 
ment servers are disposed inside the gaming facility and 
include pachi-slot machines and pachinko gaming machines, 
slot machines and the like. Various types of data are transmit 
ted through a netWork 100 to these management servers 5 
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from the various operating devices installed inside the gam 
ing facility, thereby enabling data management and data accu 
mulation. A management operation terminal 6 is connected to 
the management servers 5. The management operation termi 
nal 6 generally manages and stores the various types of data 
accumulated in the management servers 5 and, at the same 
time, processes and retrieves necessary data. 
[0040] Game areas (designated by reference numeral 7), 
referred to as so-called banks, are disposed at a plurality of 
locations inside the gaming facility. A plurality of gaming 
machines 10 are disposed adjacent to each other in each one 
of the banks 7. Here, the gaming machines 10 include pachi 
slot machines and pachinko gaming machines, slot machines 
and the like. A game medium lending device 20 is disposed 
betWeen the respective gaming machines and enables recep 
tion of game medium lend-outs When cash, a card (member 
card, non-member card) is inserted at the time of playing 
using the gaming machines. In addition, a bank management 
unit 30 is disposed in each one of the banks 7 and has the 
function of managing the gaming machines 10 and the game 
medium lending devices 20 disposed inside the respective 
banks, separately for each bank. 
[0041] In addition to the above-described operating 
devices, various other operating devices are disposed inside 
the gaming facility and are connected to the management 
servers 5 through a netWork 100. These operating devices 
include, for instance, a gift management POS 40 that executes 
various types of service processing mainly With respect to 
members’ cards, a receipt issuance/coin storage mechanism 
(counting mechanism) 50 and an issue liquidation device 60, 
Which is capable of issuing various types of cards such as 
prepaid cards and the like. The gift management POS 40 may 
include a card processor into Which a members’ card is actu 
ally inserted, or may otherWise be connected to such mem 
bers’ card processor. 
[0042] Game data for the respective gaming machines 10, 
lend-out data for the respective game medium lending 
devices 20 Which are disposed inside a bank, and player data 
(including member data) and the like are transmitted to the 
bank management unit 30. The bank management unit 30 
temporarily stores these items of data, and then, transmits the 
data to the above-mentioned management servers 5 through 
netWork 100. In addition, the management unit 30 has a 
function of transmitting authentication data and image data, 
etc. transmitted from the management servers 5 to a prede 
termined game medium lending device 20. The management 
unit 30 thus manages data, converts a communication 
scheme, and sWitches a data destination and the like among 
the management servers 5, gaming machines 10 and game 
medium lending devices 20 at the time of data transmission 
and reception. 
[0043] The respective operating devices disposed inside the 
above-described gaming facility are not limitative to a par 
ticular arrangement or type and can be variously modi?ed. 
For instance, each of the game medium lending devices 20 
may be provided With a safe into Which bills and coins 
inserted by a player are accumulated. As shoWn in FIG. 1, one 
bill & coin safe 80 is installed for each bank 7. All of the cash 
processed by the game medium lending device in a respective 
bank may be collected and accumulated together in the bill & 
coin safe 80 through a cash conveyor mechanism (not shoWn) 
installed inside the bank. With such construction, it may be 
possible to connect the bill & coin safe 80 With the bank 
management unit 30 through a Wiring 130 for a pulse signal, 
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for instance, to thus manage a synchronized state therebe 
tween. The above-described receipt issuance/ coin storage 
mechanism 50 may be provided for each bank 7 as well as 
being provided at a predetermined location (for instance, the 
counter) only. With this construction as well, the receipt issu 
ance/coin storage mechanism 50 and the bank management 
unit 30 may be connected by a wiring for a pulse signal to thus 
manage a synchroniZed state therebetween. 
[0044] Next, a description will be given as to the respective 
constituent elements of the gaming facility management sys 
tem 1, which are constructed through the above-described 
network 100. 

(Regarding Network 100) 

[0045] Network 100 that connects the respective types of 
operating devices and the management servers 5 may be a 
communication network of either a public network such as 
internet, or otherwise a leased network such as LAN, and may 
be either a wired network or a wireless network. Further, the 
network may be any of mesh-shaped, bus-shaped, ring 
shaped, star-shaped, and a combination thereof. In addition, 
the communication scheme and modulation scheme to be 
executed via the network 100 are not limitative to any par 
ticular form. 
[0046] In the present embodiment, the above-mentioned 
network 100 is constructed by means of LAN. More speci? 
cally, the network 100 is constructed by laying down a con 
ductor cable such as RS485, for instance, or an optical ?ber 
cable that supports transmission and reception of large vol 
umes of data. Signals transmitted from the various types of 
operating devices are gathered in a HUB (concentrator) 110 
through network 100 which is constructed by LAN as 
described above, and then, are transmitted to the management 
servers 5. 

[0047] In the present embodiment, the bank management 
unit 30 disposed in each bank is connected to each one of the 
game medium lending devices 20 thorough a network 120. 
The network 120 is constructed by a bus-type network. More 
speci?cally, the network 120 is constructed by arranging, side 
by side, a conductor cable such as RS485 and the like, and an 
optical ?ber that supports transmission and reception of large 
amounts of data. Hereinafter, the conductor cable will be 
referred to as a ?rst line 120a, and the optical ?ber will be 
referred to as a second line 1201). The network 120 is con 
structed so as to allow simultaneous data transmission and 
reception through both lines, as will be described later. In this 
case, data which is simultaneously transmitted by means of 
two lines include at least game medium lend-out data and 
game data. With this construction, even if one of the lines fails 
for some reason, communication is continued through the 
other line, thereby preventing suspension of the functions of 
the game medium lending device as will be described later. 
[0048] Needless to say, provision of a plurality of lines as 
described previously is not limitative to the portion of net 
work 120, and may also be done for any portion between the 
game medium lending devices 20 and management servers 5. 
The plurality of lines may also be provided in all of the 
portions of the network 100 as described above. 
[0049] As described later, each of the game medium lend 
ing devices 20 features a function of managing and storing not 
only the game medium lend-out data but also the game data of 
an adjacent gaming machine 10. Game data of a gaming 
machine 10, which is managed and stored in a game medium 
lending device 20, is transmitted to the bank management unit 
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30 through the above-described network 120 which includes 
the ?rst line 120a and the second line 1201). 

(Regarding Management Servers 5 and Management Opera 
tion Terminal 6) 

[0050] The above-described management servers 5 include 
a central processor unit (CPU), a memory (RAM), a memory 
(ROM) that stores various types of programs and the like, an 
input/output device (I/ O), and an exterior memory device 
such as a hard disk and the like. The management servers 5 are 
made up of information processing devices such as personal 
computers and work stations, etc. 
[0051] In the present embodiment, the management serves 
5 are made up of a plurality of devices in accordance with 
their contents of management. In other words, the manage 
ment servers 5 are made up of a hall computer 5A and a player 
management server 5B. The hall computer 5A and the player 
management server 5B have the function of acquiring game 
data of each gaming machine 10, an operating state of the 
gaming machines in each bank and the like, from the above 
described bank management unit 30, while simultaneously 
acquiring and managing lend-out data on the game medium 
from each game medium lending device 20. The player man 
agement server 5B is made up of a server that manages a 
general public, and a server that manages members. More 
speci?cally, the player management server 5B is made up of 
a card server 5C and a members’ server 5D, for instance. The 

card server 5C manages a prepaid card (visitor’s card) which 
is issued by an issue liquidation device 60, etc. and stores 
information on an amount of money corresponding to a gam 

ing value (for instance, 3,000 Japanese yen, 5,000 Japanese 
yen) for which game media can be lent. The members’ server 
5D manages a members’ card issued to players who desire a 
card in the gaming facility. 
[0052] The above-described hall computer 5A and the 
player management server 5B that constitute the management 
servers 5 have a function of generating processed data that 
includes the acquired data itself, or is obtained by processing 
the acquired data. To the management servers 5 is connected 
the management operation terminal 6, which is made up of a 
personal computer, etc, for instance and manages and stores 
all data regarding the gaming facility that was acquired by the 
management servers 5. The management operation terminal 6 
allows a player to grasp different types of processed informa 
tion such as data on the operating state and sales for each 
machine, the trend state of members, the trend state of visitors 
and the like. 
[0053] As shown in the block diagram of FIG. 2, the man 
agement operation terminal 6 includes a controller 600, a data 
memory (data base) 601, a communication interface 602, an 
input/output unit 603 that connects a display 610 and an input 
device 611, and a printer interface 605 for connecting a 
printer 612, etc. The input device 611 includes a keyboard, a 
card reader/ writer unit, etc. 
[0054] The controller 600 is a microcomputer, for instance, 
made up of a CPU, ROM, RAM, etc., and controls an opera 
tion of the management operation terminal 6. The CPU, ROM 
and RAM include a non-volatile rewritable memory such as 
EEPROM, etc. The CPU executes various functions, with the 
use of ?xed data stored in the ROM and temporary data stored 
in the RAM, in accordance with a processing program stored 
in ROM. The controller 600 has a data acquisition function of 
acquiring data from the management servers 5 in accordance 
with a predetermined program, and an information genera 



US 2008/0248878 A1 

tion function of adding acquired data to the data memory 
(data base) 601, and further, updating the added data, or 
processing data, and then, storing the processed data. These 
items of processed data are displayed as an image, on the 
above-described display 610, or alternatively, are outputted 
from a printer 612. Transfer of various types of data betWeen 
the controller 600 and the management servers 5 is executed 
via the communication interface 602, in accordance With a 
predetermined communication scheme. 
[0055] Various types of information concerning the entire 
gaming facility can be thus stored and managed in the man 
agement operation terminal 6. This means that items of entire 
sales data, sales data and operating data for each machine, 
lend-out data of game medium, game data, player data and the 
like are stored and managed in the management operation 
terminal 6. The storage and management functions of the 
management operation terminal 6 may be, of course, decen 
traliZed to any of the management servers 5, or processing 
operations such as data processing, management, and storage 
may be executed in any of the management servers 5. 
[0056] The hall computer 5A constituting the above man 
agement servers is made up of a personal computer, for 
instance, and may include a communication interface 500, a 
controller 501, an information memory 502 and the like, as 
shoWn in the block diagram of FIG. 3. The information 
memory 502 includes a data base made up of a memory such 
as RAM or the like. 

[0057] The communication interface 500 constitutes a 
transmitting/receiving unit and executes data transfer, and the 
like betWeen the bank management units 30 disposed in each 
bank through the above-described netWork 100, in accor 
dance With a predetermined communication scheme. 
[0058] The aforementioned controller 501 is a microcom 
puter, for instance, made up of a CPU, ROM, RAM, etc., and 
controls the operation of the hall computer 5A. The CPU, 
ROM and RAM include a non-volatile reWritable memory 
such as EEPROM. For instance, the CPU causes the hall 
computer to execute various functions, by using the RAM as 
Working memory, on ?xed data stored in the ROM and tem 
porary data stored in the RAM, in accordance With a process 
ing program stored in ROM. The controller 501 has a data 
acquisition function of acquiring data from the gaming 
machines 10 and the game medium lending devices 20 in 
accordance With a predetermined program, and an informa 
tion generation function of adding the acquired data to the 
information memory 502, and further, updating the added 
data, or processing the data, and then, storing the processed 
data in the information memory 502. The above acquired data 
includes game medium lend-out data and game data. 
[0059] Further, the controller 501 may have a function to 
retrieve game information in response to a request, With refer 
ring to members’ information and the like as required, for 
instance, based on a game information request from the game 
medium lending device 20. Thereafter, the controller 501 may 
have a function to return the retrieved game information as is, 
or alternatively, to return processed information obtained by 
processing the retrieved game information, to the requesting 
game medium lending device 20, through the communication 
interface 500. 
[0060] The card server 5C of the player management server 
5B that constitutes the management servers 5 primarily func 
tions to manage: an ID number assigned for each members’ 
card and non-members’ card (prepaid card); and information 
on the amount of money corresponding to a gaming value for 
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Which game media can be lent. The information on the 
amount of money includes information on the issued amount 
of money, information on the remaining amount of money, 
information on used amount of money and the like. The card 
server 5C is made up of a personal computer, for instance, and 
includes a communication interface 520, a controller 521, an 
information memory 522 and the like, as shoWn in FIG. 4. The 
information memory 522 is a non-members’ data base and is 
made up of a memory such as RAM and the like. With respect 
to ID numbers, it may be possible to perform associations 
betWeen members’ numbers. 
[0061] The aforementioned controller 521 has the function 
of executing transfers, etc. of data betWeen bank management 
units 30 provided in each bank, through the above-described 
netWork 100 While simultaneously acquiring data regarding 
non-members from the game medium lending devices 20 and 
the issue liquidation device 60 and storing these items of data 
in the information memory 522. In this case, data regarding 
non-members corresponds to the ID number and the associ 
ated information on the amount of money (information on the 
number of times the amount of money can be used) that is 
assigned to each prepaid card upon being issued to the player 
in the issue liquidation device 60 and the game medium 
lending device 20. 
[0062] A player Who uses a prepaid card to Which an ID 
number Was assigned sits at a random gaming machine 10 at 
Which he/ she Will play and executes a game medium lend-out 
at an adjacent game medium lending device 20. It becomes 
thus possible to acquire the ID number of the respective 
prepaid card through the bank management unit 30, and it 
becomes possible to grasp the trend of the player and the 
balance information. 
[0063] The member server SD of the card management 
server 5B constituting the management servers 5 has the 
function of managing a members’ card Which includes a 
high-security card such as an IC card. Here, the members’ 
card means a card to Which advantageous bene?ts can be 
further attached, in addition to the above-described functions 
of the prepaid card. Advantageous bene?ts include bene?ts 
Which are granted at the gaming facility. Various services are 
envisaged for a member that possesses such a card, for 
instance, and receives a game medium lend-out. These ser 
vices include granting points in accordance With the amount 
of game media that Was lent, and providing information on a 
preferential basis to that member With respect to neW gaming 
machines, etc. With respect to the service of granting points as 
described above, When inserting a members’ card into the 
members’ card processor Which is connected to the gift man 
agement POS 40, for instance, the player can enjoy a gift 
exchange service or a game medium lend-out service in 
accordance With the points that Were granted to his/her card. 
The members’ card processor may be integrally provided 
With the gift management POS. 
[0064] The members’ server 5D is made up of a personal 
computer, for instance, and includes a communication inter 
face 550, a controller 551, an information memory 552 and 
the like, as shoWn in the block diagram of FIG. 5. The infor 
mation memory 552 is a members’ data base and is made up 
of a memory such as RAM, etc.). 
[0065] The controller 551 has a function of acquiring data 
regarding members from the gift management POS 40 
through the above-described netWork 100, and storing the 
data in the information memory 552. In addition, the control 
ler 55 executes data transfers and the like among the bank 



US 2008/0248878 A1 

management units 30 respectively disposed in each bank. In 
this case, data regarding members corresponds, for instance, 
to information on the member player, ID number assigned to 
each card, authentication number, information on the amount 
of money that can be used, and point information, etc. at the 
time When such members’ card is issued to the player. The 
information on the member player includes name, address, 
phone e-mail address, and the like, and the authentication 
number includes a pin number. With respect to inputting 
member player information for the ?rst time When the mem 
bers’ card is issued, the relevant information may be input 
remotely, for instance, or alternatively, may also be input at 
the gaming facility, from any of the management servers or 
from an input unit of the management operation terminal. 
[0066] A member Who uses such members’ card sits at a 
random gaming machine 10 at Which he/she Will play, and 
executes a game medium lend-out at an adjacent game 
medium lending device 20. When the member enters a pin 
number, this pin number and ID number assigned to the IC 
card are transmitted to the members’ server 5D through the 
bank management unit 30 and the card server 5C. The con 
troller 551 of the members’ server 5D executes an authenti 
cation operation With the information memory 552. If authen 
tication is successful, the controller 551 transmits a lend-out 
enable signal for a game medium Within a range of the stored 
information on the amount of money. This operation of enter 
ing the pin number may also be carried out at a dedicated 
device Which may be separately provided in the gaming facil 
ity. The dedicated device includes a replay device Which 
enables use of the gaming value stored on the card next time 
the member comes to the gaming facility. 
[0067] In other Words, the trend of a member and his/her 
balance information and the like can be grasped in the mem 
bers’ server 5D each time he/she uses the members’ card 
he/she possesses. It may be possible that the member Will 
execute a counting operation in the receipt issuance/ coin stor 
age mechanism 50, and thus, reWrite the game medium Which 
has become a fractional sum or part of the game medium to 
the members’ card. In the case Where reWrite processing is 
executed again, the controller 551 causes the information 
memory 552 to store neW reWrite information, together With 
the ID number. 
[0068] Further, the members’ server 5D is provided With an 
image controller 555. This image controller 555 transmits 
image information for the members to the game medium 
lending device 20 adjacent the gaming machine at Which the 
member sits, for instance. The image information includes 
information regarding a QR code, character information, 
image information, music information and the like. 
[0069] The image controller 555 may reference informa 
tion on the amount of money and point information and the 
like registered in the IC card, for instance, to thereby transmit 
contents Which differ depending on these amounts. This 
image controller 555 may be provided With the card server 5C 
and the hall computer 5A as described above. Further, the 
image controller 555 may provide such image information to 
non-members as Well. 

[Regarding the Gift Management POS 40] 

[0070] The gift management POS 40 is disposed, for 
instance, in the counterportion inside the gaming facility. The 
gift management POS 40 is used When a member receives a 
gift exchange service or receives a game medium lend-out 
service in accordance With the number of points accumulated 
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in the members’ card. When a member uses his/her points, 
processing of reWriting neW point information is executed, 
and the point information is stored and managed in the mem 
bers’ server 5D. In the present embodiment, the members’ 
card is inserted into the members’ card processor 40A Which 
is connected to the gift management POS 40 (refer to FIG. 5). 

[Regarding the Receipt Issuance/Coin Storage Mechanism 
50] 
[0071] The receipt issuance/ coin storage mechanism 50 has 
the function of measuring the amount of game media acquired 
by the player in a game, and issues a receipt Which includes 
information that can be exchanged for gifts. If the measured 
game media becomes a fractional sum, the receipt issuance/ 
coin storage mechanism 50 may be con?gured to perform 
processing of reWriting into the members’ server, and update 
the amount of acquired game media as is. The processed 
information is stored and managed in the members ’ server 5D 
together With the ID number. 

[Regarding Issue Liquidation Device 60] 

[0072] The issue liquidation device 60 issues a prepaid card 
for use by the player When playing a game. This issue liqui 
dation device 60 can be installed in a plurality of locations 
inside the gaming facility, and has the function of issuing a 
prepaid card Which stores information on the amount of 
money corresponding to a gaming value (3,000 Japanese yen, 
5,000 Japanese yen and the like) in accordance With an 
amount of money inserted by the player. The issue liquidation 
device 60 also has a function to refund all or part of the 
amount of money that the player possesses When the player 
inserts, into the issue liquidation device 60, the prepaid card 
or a members’ card on Which information on the amount of 

money corresponding to a gaming value remains. 
[0073] Upon issuance of the prepaid card, a corresponding 
ID number is as signed to the prepaid card after issued. This ID 
number is stored and managed in the card server 5C described 
above. After the members’ card is inserted into the issue 
liquidation device 60, the information on the amount of 
money corresponding to the gaming value Which corresponds 
to the ID number assigned to the members’ card is updated in 
the card server 5C. 

[Regarding Gaming Machine 10] 

[0074] Each gaming machine 10 corresponds to a pachinko 
gaming machine or a pachi-slot gaming machine (slot 
machine), and advances the game upon being supplied With 
game media from the game medium lending device 20 
installed left adjacent the gaming machine 10. The game 
media includes pachinko balls, medals and the like. Each 
gaming machine 10 is capable of transmitting and receiving 
data With the game medium lending device 20 disposed adja 
cent left. The game data regarding this gaming machine is 
once stored in the adjacent game medium lending device 20, 
and then, is transmitted to the hall computer 5A. The game 
data includes information on the ratio of output balls, the 
current operating state, jackpot, etc. 

[Regarding the Game Medium Lending Device 20] 

[0075] The game medium lending device 20 has a function 
of lending a volume of game media designated by the player, 
When the player inserts a value, for instance, cash or a card. 
This card includes a prepaid card or an IC card such as a 
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members’ card or the like. In addition, the game medium 
lending device 20 can issue the prepaid card and provide 
various types of information to the player. 

[0076] The construction of the game medium lending 
device 20 Will be described With referring to FIG. 6 and FIG. 
7 

[0077] FIG. 6 is a vieW shoWing an exemplary con?gura 
tion of the game medium lending device 20. As shoWn in this 
?gure, the game medium lending device 20 according to the 
present embodiment includes a card processor unit 20A, a bill 
processor unit 20B and a ten-key operation unit 20C. 

[0078] The card processor unit 20A includes a card inser 
tion slot 21 formed at a front face of the game medium lending 
device. When a card (such as a prepaid card or an IC card such 
as a members’ card) carrying information on the amount of 
money is inserted into the card processor unit 20A, the reader/ 
Writer installed inside the unit is driven to read and reWrite 
information on the amount of money. At the same time, the 
card processor unit 20A returns and issues a card Whose 
information on the amount of money has been reWritten or 
recalls a prepaid card if the amount of money on the card has 
reached 0. The player can receive a game medium lend-out 
process Within the range of information on the amount of 
money carried by the card, thereby enabling him/her to play a 
game. 

[0079] The bill processor unit 20B includes a bill acceptor 
22 formed at a front face of the game medium lending device. 
When a bill is inserted into the bill acceptor, a sensor installed 
inside the bill processor unit 20B executes an authenticity 
determination processing. As is the case With the above 
described card, a player can receive a game medium lend-out 
processing Within the range of the amount of money thus 
inserted, thereby enabling him/her to play a game. In a case 
Where the total amount of money is not used in a game, the 
card processor unit 20A Writes information on the amount of 
money into a card Which is stocked in advance in a card 
stocking unit (stocking unit) of the card processor unit, 
thereby enabling issuance of the card (Which means issuance 
of the prepaid card). 
[0080] The ten-key operation unit 20C includes an image 
display unit 23, a ten-key pad 24, an infrared-ray photorecep 
tor unit 25 and an image pick-up device 26 (CCD image 
pickup device) for recognizing speci?c information on the 
human body and the like. The image display unit 23 is made 
up of a liquid crystal display. In the ?gure, the infrared-ray 
photoreceptor unit 25 and the image pick-up device 26 are 
provided at the same location at an upper side of the image 
display unit 23. 
[0081] The image display unit 23 displays, for instance, 
various types of information on the gaming facility, a tWo 
dimensional bar code (QR code), and information on the 
amount of money and the like. When a player, Who is a 
member, inserts the members’ card, for instance, he/ she uses 
the ten-key pad 24 to enter the pin code for the IC card or 
scroll through the various types of information displayed on 
the image display unit 23. The player depresses the ten-key 
pad 24 to input information and the like on the amount of 
money to be used in the game. The infrared-ray photoreceptor 
unit 25 is used to activate a lock mechanism When a player at 
the gaming facility opens the game medium lending device 20 
by means of an infrared remote controller. 

[0082] In the present embodiment, the image pick-up 
device 26 functions as a human body sensor unit, and is used 

Oct. 9, 2008 

to obtain information on Whether a player plays a game or not 
at a gaming machine disposed adjacent the game medium 
lending device 20. 
[0083] In addition, the image pickup device 26 may also 
function as a ?ngerprint recognition unit and a face authen 
tication and recognition unit. With these functions, informa 
tion on a client that is sitting at a gaming machine can be 
acquired more accurately for each gaming machine. This 
makes client management easier, and at the same time, 
enables client management using information on the human 
body, improving data matching. With this con?guration, 
image data on the player, Which Was captured by the image 
pickup device 26, is transmitted to the management servers 5 
through the above-mentioned netWorks 120 and 100. 

[0084] Hereinafter, With referring to FIG. 5 and FIG. 8, a 
description Will be given as to an example of information 
distribution using the image display unit 23 of the above 
mentioned ten-key operation unit 20C. 
[0085] As has been described above, When a members’ card 
is inserted into the card insertion slot 21 of the card processor 
unit 20A and the pin number is entered using the ten-key 
operation unit, the card information (ID number, pin number 
and the like) is transmitted to the members ’ server 5D through 
the bank management unit 30, together With the information 
identifying the game medium lending device. The controller 
551 in the members’ server 5D refers to the member infor 
mation stored in the information memory 552 to determine 
Whether or not to make an authentication. The controller 551 

refers to the point information, and then, distributes the image 
information (for instance, the QR code) stored in advance in 
the image controller 555 in accordance With the points, to the 
game medium lending device into Which the respective IC 
card has been inserted. 

[0086] The thus distributed QR code is displayed on the 
image display unit 23 of the game medium lending device 20 
and the member reads out the respective QR code on the 
portable terminal M he/ she possesses, thereby gaining an 
access to a Web server Which is operated and managed by a 
server managing company. As a result, predetermined con 
tents such as information on standby screens, call signal With 
melodies, or information on the gaming facility are distrib 
uted. 

[0087] Distributing the QR code for the staff makes it pos 
sible to provide various types of services that are exclusively 
available for the staff. 

[0088] In addition to the above-mentioned units, the game 
medium lending device 20 also includes a pilot lamp 27 that 
indicates an abnormality, and a charge unit 20D provided With 
a charge jack 28 that is capable of charging the portable 
terminal that the player possesses. 
[0089] FIG. 7 is a control block diagram shoWing control of 
the game medium lending device 20. 
[0090] A main CPU unit 200 that controls an operation of 
the entire device is installed inside the game medium lending 
device 20. The main CPU unit 200 is made up of a CPU that 
carries out a control operation, a ROM that stores a control 
program for controlling the entire device and a control board 
that includes a RAM constituting a memory. The main CPU 
unit 200 has the function of driving and controlling various 
constituent elements such as the card processor unit 20A, the 
bill processor unit 20B, the ten-key operation unit 20C, the 
charge unit 20D and the pilot lamp 27, Which are incorporated 
in the game medium lending device 20. 
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[0091] Upon the receipt of information concerning the 
amount of money from the card processor unit 20A, the bill 
processor unit 20B and the ten-key operation unit 20C, the 
main CPU unit 200 transmits to the player a signal to the 
lending unit 230 for lending pachinko balls or medals repre 
senting game media. The lending unit 230 executes a game 
medium lending processing for an adjacent gaming machine 
at Which the player is seated. This lending unit 230 may be 
incorporated in the game medium lending device, or may be 
incorporated inside the gaming machine. 
[0092] To the main CPU unit 200, a communication man 
agement controller (communication management means) 
240 are connected Which has a function to control conversion 
of the communication scheme (serial-to-parallel conversion 
control) and control sort-out of the transmitters and receivers 
of data. The communication management controller 240 car 
ries out data transmission and reception With the adjacent 
gaming machine through a terminal for communication With 
the gaming machine 242. In this case, the game data Which is 
transmitted from the adjacent gaming machine 10 corre 
sponds to data regarding a jackpot, data regarding the ratio of 
output balls and data regarding the operating status. Data 
regarding a jackpot includes start information, jackpot infor 
mation, probability ?uctuation information and the like. The 
game data regarding this gaming machine is temporarily 
stored in the memory (RAM and the like) mounted in the 
main CPU unit 200 described above. 
[0093] The card processor unit 20A houses a conveyor 
mechanism that conveys the above card and an actuator such 
as a reader/Writer that reWrites information into the card. The 
readout information and reWrite information (information on 
the amount of money) sent by the reader/Writer With respect to 
the prepaid card or the IC card is temporarily stored in the 
memory (RAM and the like) mounted in the above CPU unit 
200. 

[0094] The bill processor unit 20B houses a conveyor 
mechanism and an actuator. When the player inserts a bill, the 
conveyor mechanism conveys a bill and the actuator such as a 
determination sensor that determines authenticity of the bill. 
The information (information on the amount of money) 
Which is read out by the bill processor unit 20B is temporarily 
stored in the memory (RAM and the like) mounted in the 
above-mentioned CPU unit 200. 

[0095] The ten-key operation unit 20C houses a recognition 
unit that recogniZes information input from the ten-key opera 
tion unit When it is pressure-operated by the player, and an 
image controller and the like that controls display of images 
to be displayed on the image display unit 23. The information 
input from the ten-key operation unit 24 is temporarily stored 
in the memory (RAM and the like) mounted in the above 
described CPU unit 200. The information includes, for 
instance, the pin number entered by the member, or lending 
information identifying the amount of lent game media). 
[0096] A terminal for communication With the bank man 
agement unit 245 is connected to the communication man 
agement controller (communication management means) 
240. The communication management controller 240 con 
trols the various types of information Which are temporarily 
stored in the memory (RAM and the like) mounted in the CPU 
unit 200 so that this information is simultaneously transmit 
ted to the bank management unit 30 through the ?rst line 
(conductor cable) 120a and the second line (optical ?ber) 
12019. In this case, like the authentication request, With respect 
to transmission of information to the bank management unit 
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30, requests for passing data among the management servers 
5 in both directions are carried out in real time, While passing 
of game data and lend-out data and the like is executed once 
every predetermined time period. 

[Regarding the Bank Management Unit 30] 

[0097] The bank management unit 30 is installed in any 
location inside each bank, and is connected through netWork 
120 to each game medium lending device 20 installed inside 
the bank, as set forth above. Here, the netWork 120 is made up 
of a bus-type netWork. As described above, each game 
medium lending device 20 manages and stores the game data 
of the adjacent gaming machine 10. In addition, the game 
medium lending device 20 manages and stores the game 
medium lend-out data generated folloWing a lend-out of game 
media. These items of data are transmitted from the respective 
game medium lending device 20 to the bank management unit 
30 through the ?rst line and the second line constituting the 
netWork 120. 
[0098] FIG. 9 is a block diagram shoWing a con?guration of 
the bank management unit 30. 
[0099] The main CPU unit 300 that controls the operation 
of the entire device is installed inside the bank management 
unit 30. The main CPU unit 300 is constituted as a control 
board that includes a CPU for carrying out a control opera 
tion, a ROM that stores a control program for controlling the 
entire device, and a RAM that constitutes the memory. 
[0100] To the main CPU unit 300, a communication man 
agement control unit (communication management means) 
340 is connected Which has a function of controlling conver 
sion (protocol conversion) of the communication scheme and 
controlling the sorting out of the data transmitters and receiv 
ers betWeen the management servers 5 and the game medium 
lending device 20. The communication management control 
unit has the function of carrying out data reception and trans 
mission through a terminal for communication With the game 
medium lending device 342 and the netWork communication 
terminal 344. The main CPU unit 300 receives the same items 
of data through the ?rst line 120a and the second line 120b, as 
described above. Of the received items of data, only one item 
of data is stored in the RAM, Whereas the other item of data is 
deleted (this processing Will be described later). 
[Regarding Data Passing betWeen the Game Medium Lend 
ing Device 20 and the Bank Management Unit 30] 
[0101] In the gaming facility management system con?g 
ured as described above, data transmission and reception as 
shoWn in FIG. 10 is carried out betWeen the game medium 
lending device 20 and the bank management unit 30. This 
?gure shoWs only transmission and reception of main data. 
[0102] Card data D1 for the card inserted by the player is 
transmitted from the card processor unit 20A of the game 
medium lending device 20 to the main CPU unit 200 and is 
then temporarily stored in the memory. Here, card data 
includes game medium lend-out information representing ID 
information of the members’ card or prepaid card, informa 
tion on the issued amount of money, information on the 
remaining amount of money, and information on the used 
amount of money. ID information for each game medium 
lending device is assigned to the card data D1 and is trans 
mitted to the bank management unit 30, Where it is tempo 
rarily stored in the memory of the CPU unit 300 inside the 
bank management unit 30. The card data D1 to Which ID 
information has been assigned for each bank management 
unit is transmitted to the hall computer 5A and the player 










