
(12) STANDARD PATENT
(19) AUSTRALIAN PATENT OFFICE

(11) Application No. AU 2010200507 B2

(54) Title
Gaming system

(51) International Patent Classification(s) 
A63F1/18 (2006.01)

(21) Application No: 2010200507 (22) Date of Filing: 2010.02.11

(30) Priority Data

(31) Number (32) Date
2009-033466 2009.02.17

(33) Country
JP

(43)
(43)
(44)

Publication Date: 2010.09.02
Publication Journal Date: 2010.09.02
Accepted Journal Date: 2015.11.05

(71) Applicant(s)
Universal Entertainment Corporation

(72) Inventor(s)
Koyama, Toshimi;Fujimoto, Jun

(74) Agent / Attorney
Davies Collison Cave, Level 15 1 Nicholson Street, MELBOURNE, VIC, 3000

(56) Related Art
US 5651548 A



20
10

20
05

07
 

11
 Fe

b 2
01

0

ABSTRACT OF THE DISCLOSURE

5 A gaming system is provided enabling real-time cash management to be

performed, even while in the play of a game to be performed by employing game media 

rendering their items of recorded information readable. Having received a result of 

detection of game chips on a game betting board from a game betting device, a server 

device accumulates the result of the detection, and judges whether or not movement of

10 game chips has occurred between a dealer and each player, in comparison with a past 

result. When movement of game chips has occurred between the dealer and such each 

player, data relevant to a game chip table, a player table, and a dealer table is updated so 

as to reflect a result of the movement.
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ORIGINAL COMPLETE SPECIFICATION 
STANDARD PATENT

Invention Title 

Gaming system

The following statement is a full description of this invention, including the best method of 
performing it known to me/us:-

P/00/0115102
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5 CROSS-REFERENCE TO RELATED APPLICATIONS

[0001] This application is based upon and claims a priority from the prior Japanese patent 

Application 2009-033466 filed on February 17, 2009, the entire contents of which are incorporated 

herein by reference.

BACKGROETND
10 Technical Field

[0002] The present invention relates to a gaming system.

Related Art

[0003] In casinos, players pay cash in cash exchange locations or the like, receive chips to

15 which negotiable values for using games are imparted, and bet the chips to play games. The players 

then exchange the chips into cash after the completion of the games.

[0004] In recent years, there has been known a system of employing chips having IC tags 

provided therein to identify the IC tags by means of data which is obtained by reading the chips,

20 allowing a server to manage actions performed by gaming machines as data. In some systems, 

chips having IC tags provided therein and a reader section for reading the chips are provided, and 

automatic computation and prevention of illegal act, in card games of casinos, are performed based 

upon the read data.

25 [0005] In addition, there is also known the related art of managing records via a server when

chips having such negotiable values recorded therein are exchanged into cash. Such systems may 

comprise a game machine, a management server, and the system having the management server 

being adapted to receive sales and paybacks, and to compute sales, a gross profit, an amount of tax, 

and an absolute profit of the casino game machine, the database being adapted to store computation

30 results obtained by the management server.

[0006] It is desired to address or ameliorate one or more disadvantages or limitations 

associated with the prior art, or to at least provide a useful alternative.

la
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[0006a] A first aspect of an embodiment of the present invention is directed to a gaming system, 

comprising:

a first storage device which stores a first association table defining first association 

information associating game medium identification information for identifying a game medium

10 and holder identification information for identifying a holder holding the game medium with each 

other;

a second storage device which stores a second association table defining second 

association information associating negotiable value information for identifying a negotiable value 

of a game medium and the holder identification information of the holder holding the game

15 medium with each other;

a third storage device which stores a third association table defining third association 

information associating negotiable value information of the game medium and the game medium 

identification information of the game medium with each other;

a game medium detection device which detects a game medium placed on a game 

20 betting board on which a game is to be played, the game betting board having a plurality of 

regions, and a region in which the game medium is placed, from among the plurality of regions,

and generates the detected information; and

an update control device which, if it is judged based upon the detected information that 

the game medium is moved from a first region of the plurality of regions to a second region which

25 is different from the first region, updates the holder identification information associated with game 

medium identification information of the moved game medium, from among the holder 

identification information of the first association information, and further, reads out negotiable 

value information associated with game medium identification information of the moved game 

medium with reference to the third association information from the third storage device, and

30 updates the negotiable value information associated with the game medium identification 

information of the moved game medium to the negotiable value information read out from the third 

storage device, from among the negotiable value information of the second association 

information, wherein

the first region is a region in which a game medium held by a first holder is to be

35 placed, and

the second region is a region in which a game medium held by a second holder who is 

different from the first holder is to be placed.

-2-
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[0007] [Deleted]

[0008] [Deleted]

[0009] A second aspect of an embodiment of the present invention is directed to the gaming 

system of the first aspect, which may further comprise a game management section that manages 

game information on the game to be performed on the game betting board, wherein the update 

control device judges a change of the person holding the game medium based on the game 

information managed by the game management section.

[0010] A third aspect of an embodiment of the present invention is directed to the gaming 

system of the first aspect, wherein the update control device, the first storage device, and the third 

storage device operate on a same server.

20 [0011] [Deleted]

[0012] A fourth aspect of an embodiment of the present invention is directed to the gaming 

system of the first aspect, which may further comprise a conversion section that converts each 

currency into a value of currency being a standard for a negotiable value of the game medium

25 based on a current currency exchange rate.

[0013] A fifth aspect of an embodiment of the present invention is directed to the gaming 

system of the first aspect, which may further comprise a registration section that registers the 

detection information detected by the game medium detection device in the first association table if

30 the detection information detected by the game medium detection device is not defined in the first 

association table.

[0014] A sixth aspect of an embodiment of the present invention is directed to the gaming 

system of the first aspect, which may further comprise a deletion section that deletes the game

35 medium identification information for identifying a game medium a term of validity of which has 

expired, from the first association table, the first association table defining the term of validity of

-3 -
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5 the game medium identification information for identifying the game medium in association with 

the game medium identification information for identifying the game medium.

[0015] [Deleted]

[0016] [Deleted]

[0017] The "game medium information" corresponds to a chip ID. The "holder", "first holder", 

and "second holder" correspond to players or dealers, and the "holder identification information" 

corresponds to a card ID. The "negotiable value information" corresponds to a cash type. The "first

15 association information" corresponds to a game chip table; the "second association information" 

corresponds to a player table or a dealer table, and the "third association information" corresponds 

to a cash type table. The "first storage device", "second storage device", and "third storage device" 

correspond to the HDD54 of the server device 6. The "game betting board" corresponds to the 

game betting board 31, and the "game medium reader device" corresponds to the reader 12. The

20 "plurality of regions" correspond to the regions (31), (32), (33), etc., shown in FIG. 8, and the "first 

region" and "second region" correspond to the chip holding position 32 or bet positions 33, etc. The 

"update control device" corresponds to the CPU 51 ofthe server device 6.

[0018] According to the first aspect of an embodiment of the invention, a first association

25 information and a second association information are changed in real time, based upon movement 

of game media to be performed between players and dealers while in the play of a game and 

movement of negotiable values of these game media, thus enabling cash management to be 

performed in real time while in the play of the game..

30 [0019] According to the second aspect of an embodiment of the invention, a variety of

precision improvements in cash management in real time can be achieved in consideration of 

information on a game played on a game betting board.

[0020] According to the third aspect of an embodiment of the invention, a value judgment 

35 section, a first registration section, and a second registration section operate on a same server, so 

that, time forjudging a negotiable value of a game medium from the first identifier based on a first

identifier of a game medium can be reduced.

-4-
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[0021] [Deleted]

[0022] According to the fourth aspect of an embodiment of the invention, a game medium can 

be imparted to a player requiring exchange for a game medium while showing foreign currency.

10

[0023] According to the fifth aspect of an embodiment of the invention, an old game medium a 

first identifier of which has already been deleted from the first registration section without

[0024] According to the sixth aspect of an embodiment of the invention, the term of validity is

15 provided for a respective one of game media, thus disabling use of a game medium the term of 

validity of which has expired.

[0025] According to the eighth aspect of the invention, the first association information is 

changed in real time, based upon movement of game media to be performed between players and

20 dealers while in the play of a game, thus enabling cash management to be performed in real time 

while in the play of the game. [Deleted]

[0026] [Deleted]

25 BRIEF DESCRIPTION OF THE DRAWINGS

[0027] Preferred embodiments of the present invention are hereinafter described, by way of 

example only, with reference to the accompanying drawings, in which:

FIG. 1 is a block diagram depicting an entire configuration of a game management 

system according to one embodiment of the present invention;

30 FIG. 2 is a block diagram depicting the entire configuration of the game management

system according to one embodiment of the present invention;

FIG. 3 is an illustrative view of game chips in the game management system according 

to one embodiment of the present invention;

FIG. 4 is a block diagram depicting electrical connection of a bet information detection

35 device in the game management system according to one embodiment of the present invention;

FIG. 5 is a circuit diagram illustrating a construction of a switch section in the game

management system according to one embodiment of the present invention;

- 5 -
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5 FIG. 6 is a circuit diagram illustrating the construction of the switch section in the game

management system according to one embodiment of the present invention;

FIG. 7 is a circuit diagram illustrating still the construction of the switch section in the 

game management system according to one embodiment of the present invention;

FIG. 8 is an illustrative view of a region provided on a game betting board in the game

10 management system according to one embodiment of the present invention;

FIG. 9 is a block diagram depicting electrical connection of a server device in the game

management system according to one embodiment of the present invention;

FIG. 10 is a block diagram depicting electrical connection of a cashier computer in the

game management system according to one embodiment of the present invention;

15 FIG. 11 is an illustrative view of a game chip table in the game management system

according to one embodiment of the present invention;

FIG. 12 is an illustrative view of a player table in the game management system 

according to one embodiment of the present invention;

FIG. 13 is an illustrative view of a dealer table in the game management system

20 according to one embodiment of the present invention;

FIG. 14 is an illustrative view of a cash type table in the game management system

according to one embodiment of the present invention;

FIG. 15 is a flowchart of operation to be performed in the game management system

according to one embodiment of the present invention;

25 FIG. 16 is a flowchart of operation to be performed in the game management system

according to one embodiment of the present invention; and

FIG. 17 is a flowchart of operation to be performed in the game management system 

according to one embodiment of the present invention.

30 DESCRIPTION OF THE PREFERRED EMBODIMENTS

[0028] In conventional systems employing chips having negotiable values recorded therein, 

cash management was not made via servers except when chips are exchanged for cash in a cash 

exchange location or the like, after the completion of games, and real-time cash management could 

not be performed while in the play of games, for example.

35

[0029] Hereinafter, one embodiment of the present invention will be described.

-6-
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5 [0030] FIGS. 1 and 2 are block diagrams each depicting an entire system configuration of a

gaming system I according to this embodiment.

[0031] As shown in FIG. I, the gaming system I is provided with a server device 6 for 

managing games. To the server device 6, a game betting device 2, a plurality of cameras 3, and a

10 card reader 4 are connected via a predetermined communication interface (not shown). The gaming 

system 1 is installed in a casino hotel or the like, for example. The game betting device 2, the 

cameras 3, and the card reader 4 are installed in a game facility in this casino hotel, and the server 

device 6 is installed in a management room

-7-
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inside of the casino hotel.

[0032] The game betting device 2 is a device for betting game chips 71 (see FIG. 3) for 

performing games such as roulette and card games or the like in this embodiment. This

5 game betting device 2 is provided with a game betting board 31. The game betting 

board 31 is a table for betting the game chips 71 on a top face thereof, and around the 

table, seats of a dealer D having way on games and players Pl, P2, P3 participating in 

games are provided, respectively. (These seats are assigned by numerals 0 to 3.)

10 [0033] Players Pl, P2, P3 play games while heaping up their own game chips 71 at

chip holding positions 32, a respective one of which is located on one’s own front face 

on a game betting board 31, and within the range of the vicinity of these positions. The 

players Pl, P2, P3 bet their own chips by transferring them from the heaped up game 

chips 71 to the bet positions 33 which are located in front of their own chip heap-up

15 positions 32, respectively. When results of the games are generated, the dealer D 

receives the game chips 71 from the bet positions 33, respectively, and from among 

them, the game chips 71 to be paid back to a player having won a game are placed at a 

front position of the player on the game betting board 31. The player receives the paid 

back game chips 71, and heaps up them at one's chip holding position 32.

20

[0034] The game betting device 2 reads information concerning wireless IC tags 72 of 

the game chips 71 placed on the game betting board 31, and transmits the information to 

the server device 6. Processing operations for reading and transmitting the information 
are periodically executed under the control of the server device 6, for example, every 5

25 seconds or every 10 seconds.

[0035] Cameras 3 are set at the seats of the dealer D and the players Pl, P2, P3, 

respectively, on a one-by-one basis. These cameras 3 are used for the purpose of 
observing illegal act of the players or photographing cards in order to automatically

30 recognize what kinds of cards the dealer and the players hold at hand in a card game.

[0036] Card readers 4 are installed in the corresponding seats of the dealer D and the 
players Pl, P2, P3, respectively, on a one-by-one basis. These card readers 4 serve as 

devices for reading identification cards 81 owned by the dealer or the players. These
35 identification cards 81 have card IDs for identifying the dealer or the players recorded

-9-
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therein. The players can make settlement at the time of playing games at the gaming 

machines in a casino or settlement at the restaurant in a hotel in which a casino is 

provided, by means of the identification cards 81. In addition, these identification cards 

are also used as keys for hotel rooms.

5

[0037] As shown in FIG. 2, a cashier computer 82 is provided in a cash exchange 

location in a casino or at the seat of the dealer D. The cashier computer 82 is connected 

to the server device 6 via a predetermined interface. A card reader 84 and a reader 

device 83 are connected to the cashier computer 82. The card reader 84 reads the

10 identification card 81, and the read card ID is acquired by the cashier computer 82. The 

reader device 83 reads a wireless IC tag 72 (see FIG. 3) of a game chip 71, and then, the 

read information is acquired by the cashier computer 82. A camera 3 is provided in the 

vicinity of the cashier computer 82 as well, and the camera 3 is connected to the server 

device 6 via a predetermined interface.

15

[0038] FIG. 3 is an illustrative view of game chips used in games.

[0039] The wireless IC tag 72 is embedded in a respective one of the game chips 71, 

and in this wireless IC tag 72, only chip IDs which are different from each other, for

20 identifying the game chips 71, are recorded. In addition, in a cash exchange location, in 

a case where the game chips 71 are paid out upon a player’s request, the card IDs of the 

identification cards 81 that are owned by the players are registered in the server device 6 

in order to associate the chip IDs with individual IDs for identifying the players 

simultaneously.

25

[0040] Next, a detailed construction of the game betting device 2 will be described.

[0041] FIG. 4 is a block diagram depicting electrical connection of a bet information 

detection device 11. The bet information detection device 11 is a device for reading
30 game chips 71 at the game betting device 2.

[0042] A control device 14 instructs the reader device 12 to generate a magnetic field 

to thereby cause the wireless IC tag 72 to generate electric power, and further, to read 
information recorded in the wireless IC tag 72 and transmit the data.

35

- 10-
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[0043] The reader device 12 is provided with: a plurality of antennas (loop antennas) 

21; a transmitter/receiver section 22; a switch section 23; and a control section 24.

[0044] The control section 24 receives an instruction from the control device 14, and

5 drives the transmitter/receiver section 22 and the switch section 23 in response to the 

received instruction.

[0045] The transmitter/receiver section 22 turns ON the power to the antennas 21 and 

generates a magnetic field for causing the wireless IC tag 72 to produce electric power.

10 In other words, the antennas 21 are sequentially switched, allowing a magnetic field to 

be generated with respect to a respective one of the antennas 21. At the same time as 

when the magnetic field is generated, a load-modulated radio signal is demodulated by 

means of the transmitter/receiver section 22, thereby reading the information concerning 

the wireless IC tag 72. A respective one of the antennas 21 is provided for a respective

15 one of the regions 34 that are provided on the game betting board 31.

[0046] The wireless IC tag 72 is a so called magnetic-field-type wireless IC tag, and is 

provided with: a memory 73; a control section 74; a transmitter/receiver section 75; and 

an antenna 76. The memory 73 is a storage device which stores a chip ID for specifying

20 a game chip 71 (the number for identifying the game chip 71). In addition, the control 
section 74 interprets a command, a request, an instruction or the like, received from the 

reader device 12, and executes an operation in response thereto. The transmitter/receiver 

section 75 has a modulator section (not shown) and a demodulator section (not shown), 

and modulates/demodulates signals in order to communicate with the reader device 12.

25 The antenna 76 feeds power to the transmitter/receiver section 75 by means of a 

magnetic field from the reader device 12, and receives a modulated wave from the 

transmitter/receiver section 75. This antenna then radiates the modulated wave in midair 

so as to allow the reader device 12 to receive it.

30 [0047] In this way, although the bet information detection device 11 is adapted to

allow the wireless IC tag 72 to generate electric power and to read information 

concerning the wireless 1C tag 72, by means of the antenna 21, these processing 
operations may be performed by means of separate antennas.

35 [0048] Next, the switch section 23 of the reader device 12 will be described.

-11 -
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[0049] FIGS. 5 to 7 are circuit diagrams each illustrating a construction of the switch 

section 23.

5 [0050] The switch section 23 is provided with an X-side scan driver 41 and a Y-side

scan driver 42. A plurality of X-side transmission lines 43, which are parallel to each 

other, extend from the X-side scan driver 41. In addition, a plurality of Y-side 

transmission lines 44, which are parallel to each other, extend from the Y-side scan 

driver 42. One of two sets of the pluralities of the X-side and Y-side transmission lines

10 43 and 44 extends in a longitudinal direction, and the other one extends in a transverse

direction, and these sets cross at a respective one of crossing points. In addition, relay 

circuits 45 are provided at such crossing points, respectively. The relay circuits 45 are 

connected to the X-side transmission lines 43 at one end of a coil 46 thereof, and are 

connected to the Y-side transmission lines 44 at the other end of the coil 46. A diode 48

15 is interposed at the side of the X-side transmission lines 43 of the coil 46 while the side 

of X-side transmission lines 43 serves as a cathode side and the side of the coil 46 

serves as an anode side. In general, in a case where a respective one of the relay circuits 
45 is turned OFF, a respective one of the X-side transmission lines 43 is maintained at 

an H level, and a respective one of the Y-side transmission lines 44 is maintained at an L
20 level. In addition, when an attempt is made to turn ON a switch 47 of any one of the 

relay circuits 45, the X-side transmission line 43 to which a desired relay circuit 45 is 
connected at a crossing point thereof is switched to an L level, and the Y-side 

transmission line 44 to which the relay circuit is connected at a crossing point thereof is 

switched to an H level, similarly. In this manner, the coil 46 is powered ON, and the

25 switch 47 is closed.

[0051] The relay circuits 45 of such type, as shown in FIG 7, are provided in a 

respective one of the antennas 21, respectively, on a one-by-one basis. In other words, a 

respective one of the antennas 21 is serially connected to a respective one of the relay
30 circuits 45, and if one of the relay circuits 45 is OFF, an antenna 21 which has been 

serially connected to the relay circuit 45 is not driven, or alternatively, if the relay 
circuit 45 turns ON, an antenna 21 which has been serially connected to the relay circuit 
45 is driven. The relay circuit 45 of such type serves as a high-frequency relay.

35 [0052] FIG. 8 is an illustrative view of a region provided on the game betting board 31.

- 12-
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[0053] A top of the game betting board 31 is divided by the regions 34. In an example 

of FIG. 8, these regions are assigned by numerals (31), (32), (33),... . A respective one 

of the antennas 21 is provided for a respective one of the regions 34 that are provided on

5 the game betting board 31, thereby reading the information concerning the wireless IC 

tag 72 of a game chip 71 on a respective one of these regions 34. Afterwards, the 

antennas 21 in all of the regions 34 are sequentially driven on a one-by-one basis in 

sequential order of the regions 34 assigned by numerals (31), (32), (33), ..., and the 

wireless IC tags 72 of the game chips 71 that are placed on the regions 34 are
10 sequentially read, thereby making it possible to read the wireless IC tags 72 of all of the 

game chips 71 that are present on the regions 34 on the game betting board 31. In this 
case, even if a plurality of game chips 71 are heaped up on any one of the regions 34, 

the wireless IC tags 72 of all of the game chips 71 can be read.

15 [0054] Next, a construction of the server device 6 will be described.

[0055] FIG. 9 is a block diagram depicting electrical connection of the server device 6.

[0056] In the server device 6, a CPU 51, which performs a variety of computations

20 and intensively controls processing sections, and a memory 52, which is made up of a 

variety of RAMs and/or ROMs, are connected via a bus 53. To the bus 53, a magnetic 

storage device 54 for storing a variety of programs or fixed data and the like; and a 

communication interface (I/F) 55 communicating with (a control device 14) of the game 

betting device 2, a cashier computer 82, a camera 3, a card reader 4 or the like, are

25 connected via a predetermined interface.

[0057] Next, a construction of the cashier computer 82 will be described.

[0058] FIG. 10 is a block diagram depicting electrical connection of the cashier

30 computer 82.

[0059] In the cashier computer 82, a CPU 91, which performs a variety of 

computations and intensively controls processing sections, and a memory 92, which is 

made up of a variety of RAMs and/or ROMs, are connected via a bus 93. To the bus 93,
35 a magnetic storage device 94 for storing a variety of programs, fixed data or the like; an

- 13-
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input device 96 such as a keyboard, a mouse or the like; a display device 97; a card 

reader 84; a reader device 83; and a communication interface (I/F) 95 which makes 

communication with a server device 6 are connected via a predetermined interface.

5 [0060] Next, configurations of a variety of tables stored in the server device 6 will be

described.

[0061] FIG. 11 is an illustrative view of a game chip table stored in the server device 6.

10 [0062] A game chip table 111 is a table for managing all of the game chips 71 that are

used in a casino. In other words, all of chip IDs of all of the game chips 71 that are used 

in a casino are registered in the game chip table 111. A card ID of an identification card 

81 can be registered in association with a respective one of the chip IDs. In addition, a 

respective one of the terms of validity, which is a period of time that the game chips 71

15 identified by the chip IDs are available, can be registered in association with these chip 

IDs.

[0063] FIG. 12 is an illustrative view of a player table stored in the server device 6.

20 [0064] A player table 112 is provided on a one-by-one player basis, and data relevant
to the number of bills by cash types (such as 10-dollar bills, 5-dollar bills, 1-dollar bills) 

is registered for all of the game chips 71 that are currently owned by the players. In 

addition, data relevant to a “total amount”, indicative of a total amount of negotiable 

values of all of the game chips 71, is registered. Further, data relevant to “current

25 position(s)” of the players is also registered. In other words, a variety of games are 

played in a casino; and therefore, the “current position” data indicates which Game 

Comer the player is currently playing games in. In addition, a respective one of chip IDs, 
which is registered in the game chip table 111 in association with the card IDs of the 

players, is registered in association with negotiable values of the chip IDs, respectively.
30

[0065] FIG. 13 is an illustrative view of a dealer table which is stored in the server 
device 6.

[0066] A dealer table 113 is provided on a one-by-one dealer basis, and data relevant
35 to the number of bills by cash types (such as 10-dollar bills, 5-dollar bills, 1-dollar bills)

- 14-
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is registered for all of the game chips 71 that are currently owned by the dealers. In 

addition, data relevant to “a total amount”, which is indicative of a total amount of 

negotiable values of all of the game chips 71, is registered. Further, data relevant to 

“current position(s)” of the dealers is also registered. In other words, a variety of games

5 are played in a casino; and therefore, the data relevant to “current position(s)” indicates 

which Game Comer the dealer is currently responsible for having way on games in. In 

addition, a respective one of chips IDs, which is registered in the game chip table 111 in 

association with the card IDs of the dealers, is registered in association with the 

negotiable values of the chip IDs. A cashier table is provided for a cashier computer 82

10 in a cash exchange location, and a construction of this table is similar to that of the 

player table except that the data relevant to “current location(s)” has not been registered. 
An illustration or a detailed description thereof is omitted.

[0067] FIG 14 is an illustrative view of a cash type table stored in the server device 6.

15

[0068] A cash type table 114 is a table for, with respect to all of the game chips 71 

used in a casino, judging cash types of negotiable values thereof. In the cash type table 

114, chip IDs are registered for all of the game chips 71 used in a casino, and items of 

information concerning cash types (such as 10-dollar bills, 5-dollar bills, 1-dollar bills),

20 which are set for the game chips 71 of the chip IDs, are registered in association with 

the chip IDs, respectively.

[0069] Next, specific processing operations to be performed using the gaming system 
1 will be described.

25

[0070] First of all, processing operations to be executed by means of the cashier 

computer 82 that is provided in a cash exchange location or at a dealer’s seat will be 

described. FIG 15 is a flowchart of processing operations to be executed by the cashier 
computer 82 and the game betting device 2.30
[0071] After a predetermined time has elapsed (after Y of step SI), the cashier 

computer 82 and the game betting device 2 read the data inputted within the 

predetermined time (step S2). If movement of an ID or data occurs in these items of 

data (after Y of step S3), modified data relevant to the movement is created (step S4). In
35 addition, if modification of the data relevant to any of the aforementioned tables
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associated with the cashier computer 82 occurs in these items of data (after Y of step 

S5), modified data relevant to such modification is created (step S6). In addition, these 

items of the modified data are transmitted to the server device 6 (step S7). This data 

transmission process is performed even if such modified data is absent.

5
[0072] FIGS. 16 and 17 are flowcharts of processing operations to be executed by the 

server device 6.

[0073] First, the data transmitted from the cashier computer 82 at step S7 enters a

10 receiving buffer of the server device 6, and after the data having entered the receiving 

buffer has been read (after Y of step Sil), if received data is present (after Y of step 

SI2), the modified data is acquired, and the acquired data is then written in a magnetic 

storage device 94 or the like (step SI3).

15 [0074] After a predetermined period of time has elapsed (after Y of step S21), the

server device 6 sets a value of “n” to a default value 1 (n = 1) (step S22). This value of 

“n” is a number which is set for a respective one of the aforementioned tables. For 

example, the game chip table 111, the player table 112, the dealer table 113, the cash 

type table 114, and the cashier table (not shown) are assigned by numerals 1,2, 3, 4, and
20 5, respectively. Hereinafter, a table whose number is “n” is referred to as a table “n”.

[0075] The latest data and/or the most recent data relevant to table “n”, are/is then read 

from the data written at step SI3 (steps S23, S24). If modified data is present for the 

table “n” from these items of the read data (after Y of step S25), the modified data is

25 written in the table “n” (step S26). Afterwards, data relevant to the table “n” is saved 

(step S26). This data saving allows the data to be continuously stored together with time 

information so as to enable data referencing in a chronological manner. Further, if the 

value of “n” fails to reach a maximum value, i.e., Table Max (“5” in the example 
mentioned previously) after +1 has been added to the value of “n” (step S27), the

30 routine reverts to step S23.

[0076] Next, a specific description of processing operations, which are achieved by the 

processing operations of FIGS. 15 to 17, will be described in a chronological manner.

35 [0077] Players, who attempt to play games in a casino, exchange cash for game chips
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71 in a cash exchange location. (Of course, settlement may be performed by means of 

credit cards or the like.) A responsible person in the cash exchange location receives an 

identification card 81 from a respective one of the players; sets the card at a card reader 

84; and sets the game chips 71 to be delivered to the corresponding player, at the reader

5 device 83.

[0078] When the responsible person operates a cashier computer 81 in the 

above-described state, and then, selects a processing operation of lending game chips, 

the cashier computer 81 reads a card ID of the identification card 81 by means of the

10 card reader 84, and then, reads chip IDs of the game chips 71 by means of the reader 

device 83. Afterwards, information concerning the card ID and chip IDs is transmitted 

to a server device 6 at step S7.

[0079] Having received the information concerning the card ID and chip IDs, the

15 server device 6 searches a game chip table 111 by means of a respective one of the 

received chip IDs, in accordance with the processing operations of FIG. 17, and then, 

registers the received card IDs in association with the searched respective one of chip 

IDs of the game chip table 111, respectively. In this manner, the game chips 71 

delivered to the player in the cash exchange location and the player having received the
20 game chips 71 are registered in association with each other.

[0080] Next, a cash type table 114 is searched by means of the received respective one 
of chip IDs; the cash types of the chip IDs are specified; and the number of game chips 

71 for each cash type and a total amount of negotiable values of all of the game chips 71

25 are judged. In this case, data of the chip IDs, having been searched by means of the cash

type table 114, may be deleted from the cash type table 114. Next, if a player table 112 

of the player of that card ID is present, "the number" of game chips 71 and a "total 
amount" thereof are recorded in that player table 112. If not, a new player table 112 is 

created, and a "card ID", "the number" of chips, and a "total amount" thereof are
30 recorded in the table.

[0081] A player having the game chips 71 at hand takes a seat, facing one of the Game 
Comers of game machines, where the player desires to play game(s). For example, 
when a player desires to play a roulette game, the player takes a seat in a Roulette Game

35 Comer, and when a player desires to play a blackjack game, the player takes a seat in a
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Blackjack Game Comer. Then, the player sets one’s own identification card 81 at the 

card reader 4 placed at the seat.

[0082] Next, processing operations, to be performed by means of the server device 6

5 when the identification card 81 is set at the card reader 4, will be described.

[0083] When the identification card 81 has been read by means of any card reader 4, 

which one of the seats the player is taking in which one of the Game Comers is 

specified from a device number of the card reader 4, each player table 112 is searched

10 by means of the card ID of the read identification card 81, and the type of the 

specified Game Comer at step S22 is registered in a “current position” of the player 

table 112 in which the card ID is registered. In this manner, it is possible to specify 

which one of the players is playing game(s) in which one of the Game Comers.

15 [0084] When it is recognized that the identification card 81 has been removed from

any one of the card readers 4, which one of the seats the player is taking in which one of 

the Game Comers is specified from a device number of the card reader 4 at which the 

removed identification card 81 has been set; each player table 112 is searched by means 

of the card ID of the removed identification card 81, and the “current position” is

20 deleted from the player table 112 in which the card ID is registered.

[0085] In this way, the players, having taken the seats in a given Game Comer of the 

gaming machines, start games. At this time, the players and the dealers also play games 

by heaping their own game chips 71 on the game betting board 31.

25

[0086] As described previously, the game betting device 2 reads information 

concerning the wireless IC tag(s) 72 of the game chip(s) 71 that is(are) placed on the 

game betting board 31, and transmits the read information to the server device 6. This 
information reading and transmission processes are periodically executed under the

30 control of the server device 6 every 5 seconds, every 10 seconds or the like, for example 

The transmitted data is sequentially recorded in the server device 6.

[0087] Afterwards, as to the game chips 71 on the game betting board 31, the progress 

of a game can be detected in accordance with which one of the game chips 71 has been

35 detected in which one of the regions 31. In other words, it is identified that the players
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still hold the game chips 71 having been detected at the chip holding positions 32 of the 

players and within the range of the vicinity of these positions.

[0088] Next, it is possible to judge in real time whether or not the game chips 71

5 detected at the bet position 33 have been betted by an authorized player, from the card 

ID associated with the chip IDs. This judgment is made by referring to the game chip 

table 111 on the server device 6. At the same time, it is possible to judge in real time 

whether the detected chips are to be continuously owned by that player or to be 

collected due to a loss of the game. This judgment is based upon the results of games

10 observed on the server device 6.

[0089] Further, it is identified that the game chips detected in the vicinity of a dealer’s 

seat are held by the dealer’s side as well, by referring to the game chip table 111 on the 

sever device 6.

15

[0090] If payments to players are determined as the result of a game, the dealer assigns 

the corresponding game chips 71 to the players as a payment from among their own 

game chips 71. At this time, the card ID indicative of an owner on the game chip table 

111 is changed as to the game chips 71 that have been actually physically moved as a

20 payment by the dealer. In this case also, on the server device 6, an amount of payment 

to be made based upon the result of a game is identified; and therefore, in the case 

where the dealer mistakenly or intentionally attempts to assign a wrong amount of 

payment, the fact can be recognized on the server device 6 immediately. In such a case, 

the above dealer’s attempt may be displayed on the display device on the game betting

25 board 31.

[0091] Further, the wins or losses of the games played by the players are visually 
observed as follows. In the case of a card game, for example, kinds of cards at hand are 

recognized by means of image recognition, through an image of a camera 3 which is

30 installed for a respective one of the players, and the progress of the game is transmitted 

to the server device 6 in real time. The server device 6 judges the win or loss of the 
game, based upon data relevant to the progress of the game, which is transmitted in real 

time; automatically computes an amount of payment relative to a total amount of betted 

game chips 71 which are identified by the aforementioned means; and updates the
35 player table 112, the dealer table 113, and the game chip table 111 on the server device 6
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in real time, based upon the result of the game. In addition, the server device 6 allows 

the display device to display the result of the game on the game betting board 31 as 

required.

5 [0092] In the case of another game such as a roulette game, which one of the pockets a

roulette ball has rolled-in is detected by means of another electromagnetic sensor or 

optical means provided on a roulette board, and the result of the detection is transmitted 

to the server device 6 in real time. Further, payment to the players is automatically 

computed from the positions of game chips 71 on the game betting board 31, which

10 have been detected in advance and recorded in the server device 6; and the player table 

112, the dealer table 113, and the game chip table 111 on the server device 6 are updated 

immediately. In this case also, the server device 6 allows the display device to display 
the result of payment on the game betting board 31 as required.

15 [0093] The game chips 71, which are placed on the dealer’s side, are paid to the

player(s) as a payment according to the result of the game, whereas it is possible to 
immediately make a check, if an error has occurred with the payment, by allowing the 

server device 6 to detect movement of the game chips 71 in real time. In this case also, 

the display device allows the result of payment to be displayed on the game betting

20 board 31 as required.

[0094] In addition, the server device 6 allows an electromagnetic sensor, camera 3 or 

the like, which is installed in the game betting board 31, to recognize the progress of the 

game in real time, and then, based upon the result of the game, updates the player table

25 112, the dealer table 113, and the game chip table 111 in real time. Further, this server

device 6 detects the game chips 71 to be actually moved (including those betted by the 

players and/or those paid from the dealer as a payment), in real time, and checks 
whether or not any mistake occurs, in real time, in the light of the result of the game.

30 [0095] Games are played as described above, during which the data relevant to the
game chip table 111, the player table 112, and the dealer table 113 are serially updated, 

enabling real-time cash management to be performed in the play of the game.

[0096] In addition, the game chip table 111, the player table 112 and the dealer table
35 113, and the cash type table 114 forjudging the negotiable values of game chips 71
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operate on the same server device 6, thus enabling reduction of time for judging the 

negotiable value of a respective one of the game chips 71.

[0097] The embodiment is directed to a system of keeping track of chip IDs of all of

5 the game chips 71 in real time, together with player information and dealer information. 

In this system, in a case where game chips of the same chip IDs have been used on 

another different game betting board 31, the fact is recognized immediately, and can 

also be detected as an error, thus disabling use of counterfeit game chip(s).

10 [0098] A player, who attempts to terminate games in progress at one of the game

machines in a given Game Comer of the game machines, removes one’s own 

identification card 81 from the card reader 4.

[0099] Further, a player, who terminates all of the games in a casino, exchanges game

15 chips 71 for cash at a cash exchange location. The responsible person in the cash 

exchange location receives an identification card 81 from the player, sets the received 

card at the card reader 84, and then, sets game chips 71 to be delivered to the player, at 

the reader device 83.

20 [0100] Next, processing operations, to be performed by means of the cashier computer

82 and the server device 6 in the abovementioned case, will be described.

[0101] When the responsible person operates the cashier computer 82 in the state in 

which the game chips are set, and then, selects a processing operation of exchanging

25 game chips, the cashier computer 82 allows the card reader 84 to read the card ID of the 

identification card 81 and the reader device 83 to read the chip IDs of the game chips 71 

Afterwards, the items of information concerning the card ID and the chip IDs are 
transmitted to the server device 6 at step S7.

30 [0102] Having received the information concerning the card ID and the chip IDs, the

server device 6 searches the game chip table 111, by means of the received chip IDs, in 

accordance with the process of FIG. 17, and then, deletes the card ID registered in 
associated with a respective one of the chip IDs searched in the game chip table 111. In 

addition, this server device 6 searches the player table 112 of the player by means of the
35 card ID, and deletes the player table 112.
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[0103] Next, another processing operation to be performed while in the play of a game 

will be described.

5 [0104] First, exchanging cash for game chips 71 may be conducted not only in the cash

exchange location, but also with a dealer. In other words, the cashier computer 82 is 

placed in the cash exchange location as well as at the dealer’s seat, and the dealer can 

perform the aforementioned processing operations relating to the cashier computer 82 

by operating the cashier computer 82. In this case, the dealer responds to provision of

10 game chips 71 by each currency other than dollars being a standard for negotiable 

values of game chips 71.

[0105] Next, processing operations, to be performed in the case where the dealer’s 

attempts to exchange currency other than dollars for chips, will be described.

15

[0106] The server 6 always holds the latest information on currency exchange rates 

relating to each currency. The dealer then selects information concerning currency 

exchange rates by operating the cashier computer 82, whereby the cashier computer 82 

transmits a query to the server device 6 at step S7. The server device 6 having received

20 the query transmits the latest information concerning currency exchange rates to the 

cashier computer 82. The cashier computer 82 having received the above transmitted 
information allows a display device 97 to display the latest information concerning 

currency exchange rates.

25 [0107] In this manner, the dealer can respond to a request for exchange currency other

than dollars for game chips 71, if any.

[0108] In addition, there may be a case in which a player attempts to show and use 

game chips 71 which were available for use in the casino in the past, but is currently
30 unavailable.

[0109] Next, processing operations, to be performed in the case where the above 
player’s attempt is made, will be described.

35 [0110] Since, in this case, no chip ID is registered in the game chip table 111 and the
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cash type table 114, it is impossible to perform processing operations such as that of 

registering a card ID in association with a chip ID, and then, judging the number of 

game chips 71 and a total amount thereof, or the like. Therefore, the server device 6 

judges that a chip ID which is not registered in the game chip table 111 or the cash type

5 table 114 has been transmitted from the cashier computer 82; indicates the chip ID; and 

notifies to the cashier computer 82 that the chip ID has not been registered in the game 

chip table 111 and/or the cash type table 114. In the cashier computer 82 having 

received this notification, the responsible person in the cash exchange location can 
specify that chip ID and performs an operation of new registration processing.

10

[0111] The operation of new registration processing is performed by specifying the 
chip ID and specifying a cash type of a game chip 71 of the chip ID. If this new 

registration processing is performed, a request for new registration processing is 

transmitted to the server device 6, together with items of information concerning chip

15 IDs and cash types at step S7. Having received this request for new registration 

processing, the server device 6 registers the chip ID in the game chip table 111 and/or 
the cash type table 114. In this case, the chip ID and the specified cash type are 

registered in association with each other in the cash type table 114.

20 [0112] In this manner, old game chips 71 or the like, which are brought into casino(s)
by the players and the registration of which already are deleted from the server device 6, 
are adapted to be available for use in games.

[0113] Next, another process to be executed by the server device 6 will be described.
25

[0114] The server device 6 performs the above process once a day, for example, during 

a predetermined time prior to opening casino(s). In other words, if the predetermined 
time has been reached, it is judged whether or not there is a chip ID the term of validity 

of which has expired, referring to the term of validity of a respective one of the chip IDs
30 in the game chip table 111 and/or the cash type table 114. If there is a chip ID the term 

of validity of which has expired, the chip ID is deleted from the game chip table 111 
and/or the cash type table 114.

[0115] In this manner, it becomes possible to provide the gaming chips 71 with terms
35 of validity, respectively, and to disuse the gaming chips 71 terms of validity of which
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5 having expired.

[0116] As described previously, once the negotiable value of game chips 71 contained in the 

cash type table 114 is judged (once the game chips 71 are exchanged for cash), data relevant to a 

chip ID of the game chip 71 is deleted from the cash type table 114. Afterwards, the game chip 71

10 having the same chip ID cannot be used in a game, since it is impossible to judge a cash type of the 

chip. In this manner, use of counterfeit game chips may be disabled.

[0017] The reference in this specification to any prior publication (or information derived from 

it), or to any matter which is known, is not, and should not be taken as an acknowledgment or

15 admission or any form of suggestion that that prior publication (or information derived from it) or 

known matter forms part of the common general knowledge in the field of endeavour to which this 

specification relates.

[0018] Throughout this specification and the claims which follow, unless the context requires

20 otherwise, the word "comprise", and variations such as "comprises" and "comprising", will be 

understood to imply the inclusion of a stated integer or step or group of integers or steps but not the 

exclusion of any other integer or step or group of integers or steps.
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5 THE CLAIMS DEFINING THE INVENTION ARE AS FOLLOWS:

1. A gaming system, comprising:

a first storage device which stores a first association table defining first association information 

associating game medium identification information for identifying a game medium and holder

10 identification information for identifying the holder holding a game medium with each other;

a second storage device which stores a second association table defining second association

information associating negotiable value information for identifying a negotiable value of the game 

medium and the holder identification information of the holder holding the game medium with each 

other;

15 a third storage device which stores a third association table defining third association

information associating negotiable value information of the game medium and the game medium 

identification information of the game medium with each other;

a game medium detection device which detects the game medium placed on a game betting 

board on which the game is to be played, the game betting board having a plurality of regions, and a

20 region in which the game medium is placed, from among the plurality of regions, and generates 

detection information; and

an update control device which, if it is judged based upon the detection information that a game 

medium is moved from a first region of the plurality of regions to a second region which is different 

from the first region, updates the holder identification information associated with the game medium

25 identification information of the moved game medium, from among items of the holder 

identification information of the first association information, and further, reads out the negotiable 

value information associated with the game medium identification information of the moved game 

medium with reference to the third association information from the third storage device, and 

updates the negotiable value information associated with the game medium identification

30 information of the moved game medium to the negotiable value information read out from the third 

storage device, from among items of the negotiable value information of the second association 

information, wherein

the first region is a region in which a game medium held by a first holder is to be placed, and 

the second region is a region in which a game medium held by a second holder who is different

35 from the first holder is to be placed.

2. The gaming system according to claim 1, further comprising:
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5 a game management section that manages game information on the game to be performed on

the game betting board, wherein the update control device judges a change of the person holding the 

game medium based on the game information managed by the game management section.

3. The gaming system according to claim 1 wherein: the update control device, the first storage

10 device, the second storage device, and the third storage device operate on a same server.

4. The gaming system according to claim 1, further comprising:

a conversion section that converts each currency into a value of currency being a standard for a 

negotiable value of the game medium based on a current currency exchange rate.

15

5. The gaming system according to claim 1, further comprising:

a registration section that registers the detection information detected by the game medium 

detection device in the first association table if the detection information detected by the game 

medium detection device is not defined in the first association table.

20

6. The gaming system according to claim 1, further comprising:

a deletion section that deletes the game medium identification information for identifying a 

game medium a term of validity of which has expired, from the first association table, the first 

association table defining the term of validity of the game medium identification information for

25 identifying the game medium in association with the game medium identification information for 

identifying the game medium.
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Fig. 11

GAME CHIP TABLE

NU
M

BE
R

CHIP ID CARD ID TERM OF 
VALIDITY

1 12345 99999 09.12.31

2 23456 88888 10.06.30

3 34567 77777 09.12.31

• ■ ■ ■
• • ■ •
■ • • •
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Fig. 12

PLAYER TABLE

CARD ID: 88888

-NUMBER 10-DOLLAR BILL 10 
OF BILLS
BY CASH 5-DOLLAR BILL 3 

TYPE
1-DOLLARBILL 7

- TOTAL AMOUNT: 122 DOLLARS

- CURRENT POSITION: BLACKJACK A

-12345-10 DOLLARS

23456 -10 DOLLARS
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Fig. 13

DEALER TABLE

CARD ID: abode

- NUMBER 10-DOLLAR BILL 53
OF BILLS
BY CASH 5-DOLLAR BILL 61

TYPE
1-DOLLAR BILL 94

- TOTAL AMOUNT: 929 DOLLARS

- CURRENT POSITION: BLACKJACK A

- 34567 - 5 DOLLARS

45678 - 5 DOLLARS
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Fig. 14

CASH TYPE TABLE

N
U

M
B

ER

CHIP ID CASH TYPE

1 12345 10 DOLLAR BILL

2 23456 10 DOLLAR BILL

3 34567 5 DOLLAR BILL

4 45678 5 DOLLAR BILL

5 56789 1 DOLLAR BILL

■ ■ •
■ ■ •
■ ■ a
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