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Enhancing Customer Support

Digital Transformation (DX) Initiatives in the Amusement Machine Business

The SAMMY Group uses the “Sammy Plus” website to disseminate
information about new machine models and customer support. This
service is already being used by over 8,000 Pachinko and Pachislot halls
representing more than 90% of all such facilities in Japan. Since August
2020, the Sammy Plus service has also introduced a product ordering
function via the “777EC” system in which the customers now have 24/365
online access to one-stop services, including product and parts ordering
and repairs. We aim to build Sammy Plus into a comprehensive industry
platform for the online era through various strategies, including the
invitation of other amusement machine manufacturers to use the system.
In June 2021, we further expanded the 777EC system to include a
digital data storage service for the guarantees that hall operators need to
submit to their local police stations when installing new amusement
machines. This service was developed following changes to the
regulations concerning requirements for seals or signatures on
documents, which were announced by Japan’s National Police Agency in
December 2020 in a notice concerning the standards for the interpretation
and enforcement of the Law Regulating Adult Entertainment Businesses.
Digitization of application documents now allows for easier storage and
management. Other benefits for both halls and equipment manufacturers
include efficiency improvements and the reduction of person-hours spent

P

on official procedures. We anticipate further digitalization of applications
to the police authorities, and we will continue our efforts to ensure that
the amusement machine industry can benefit from document digitization
and other aspects of digital transformation.
Starting in the spring of 2022, we plan to introduce a system to
allow business negotiations through the Sammy Plus platform, in
addition to the existing product ordering and repair services. This will
facilitate communication with Pachinko and Pachislot halls that do not
desire salespeople to visit physically under COVID-19 concerns, or that
are distant from sales offices. In addition, we are developing systems
based on video, apps, and other technologies that will enable customers
to try out machines virtually on their smartphones, tablets, or PCs at any
time without the need to travel to a sales office.
Self-contained web-based services overview of the 777EC platform
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* Not online

Support for COVID-19 Countermeasures at Pachinko and Pachislot Halls

Following regulatory changes in 2018, the Group has been working to
replace machines configured for the old system with versions that
comply with the updated regulations. In response to a request from
Zennichiyuren (a union for pachinko and pachislot halls), Nikkoso, the

pachinko machine manufacturers’ association of Japan, and Nichidenkyo,
the pachislot machine manufacturers’ industry association, we have
introduced a deferred payment system to assist customers affected by
reduced operating hours during the COVID-19 pandemic.

E

Addition of Color Vision
Function to Puyo Puyo eSports
to Support People with Color
Vision Deficiencies

The Puyo Puyo eSports system has been updated to
provide a color adjustment function for people with color
vision deficiency, who have previously been hesitant to
try Puyo Puyo games due to difficulty distinguishing the
colors used in these titles. With guidance from the Color
Universal Design Organization (CUDO), a non-profit
organization, we added support for three types of color
vision deficiency—protanopia, deuteranopia, and
tritanopia—as well as color intensity adjustment. In
addition, we removed the flickering effect used on falling
Puyo and increased the number of Puyo shapes to 16 to
make it easier to distinguish them by their outlines. We
also updated the online matchmaking system so that
players using one of the three color vision modes can
chose, through their personal screen settings, whether to
play only against people who are also using those modes,
or to play against people using the default settings. As a
result of these changes, it is now possible for large
numbers of people to play together.
©SEGA

Puyo Puyo experience event
for people with color vision deficienty
On February 20, 2021, we staged an online Puyo Puyo
experience event for people with color vision deficiency at
the 47th CUD Supporter Association Conference hosted
by the CUDO. The CUD Supporter Association is a group of
people with a shared interest in the issues faced by people
with color vision deficiency and color universal design (CUD).
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Providing Safe Products

Product and Service Labeling

E

In the Consumer area of the Entertainment Contents Business, we label
product packaging, user manuals and other tools for home video game
software in accordance with the relevant laws and regulations, industry
group guidelines, and internal rules. By applying clear and appropriate
labels, we ensure that customers can use our products and services with
confidence. We also clearly specify the range of users for each product
and actively address any ethical concerns. Our products are labeled
according to assessments conducted in countries around the world. In
Japan, we indicate the target age group for each game based on the
CERO* ratings system and label products in accordance with our own
voluntary standards. By drawing on expertise accumulated through the
CERO rating system and case studies, we have formulated guidelines
that cover nine categories and 26 items. We are also working to improve
employee awareness by circulating information about recent ethical
issues relating to expressions used in products in Japan and overseas
through our email newsletter.
* The Computer Entertainment Rating Organization (NPO)

CERO Age Rating System age classification marks
The inclusion of age classification marks and other information based
on the content and expressions in computer and video games allows
consumers to purchase and enjoy products with confidence. These
marks are displayed on game software and other products sold in Japan
for home use, with the exception of game software for commercial use.

For all ages

For those aged
12 and older

For those aged
15 and older

For those aged
17 and older

For those aged
18 and older

P

Quality Assurance System

In the Gaming Machine segment of the Entertainment Contents
Business, our quality assurance staff work independently from other
departments, such as sales and development, to strengthen our
quality assurance system by centrally managing product and service
safety and quality in keeping with the relevant rules. Product safety
management is a particular priority, and in addition to our own
voluntary standards, we also apply guidelines established by
industry organizations. In addition, we conduct design reviews
involving staff from relevant areas, such as development,
production, sales, and quality management. Products are assessed
from four perspectives: product specifications, design specifications,
mass production specifications, and mass production readiness. We
also conduct a product liability diagnosis using various safety
management methods to assess product risk. This is followed by a
final decision based on discussions at a shipment approval meeting.
Only products that meet our stringent standards are released onto
the market.
In the Pachislot and Pachinko Machine Business, we provide
safe, high-quality products and services through proactive ingenuity
and effective quality improvement. We have also set a zero target for
significant defects with the potential to affect safety.
At the product development stage, reliability tests are carried
out by the Quality Assurance Department of the Sammy
Manufacturing Division to ensure that every product meets the
expectations of Pachinko and Pachislot hall operators and users in
terms of reliability. In addition to checks relating to the
appropriateness of product designs, products are also subjected to
vibration, dropping, static electricity, and temperature/humidity
tests. Products selected for production undergo further quality
audits at the mass-production stage under an integrated system
based on acceptance and management.

Flow of the AM equipment quality assurance system
Planning

Start of design

DR0

Draft inspection

DR1

Plan inspection

DR2

Prototype inspection

PL diagnosis

Playtest

DR3

Mass production inspection

Start of mass production

Product approval meeting

Market release

After-sales follow-up

DR: design review (Design examination)
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SS

Social Contribution through Business Activities

Partnership with Shinagawa City

SS

As a member of the local committee in Shinagawa City, Tokyo, where the Group’s head office building is located, the SEGA SAMMY
Group is actively involved in social contribution activities, including support for community revitalization and education, in partnership
with the local government.
Examples of activity theme

Details

Provision of educational programs

• Provision of educational materials (Puyo Puyo Programming) and hosting of workshops for local elementary
and junior high schools
• Online career learning sessions with professional esports athletes for local junior high school students

Provision of entertainment at local events, etc.

• Puyo Puyo eSports Experience at events sponsored by commercial districts

Social contribution activities

• Support for children’s cafeterias

• Voluntary cleaning and flowerbed maintenance

• Donation of used stamps

SEGA SAMMY Group employees have been involved in a variety
of voluntary support activities since the immediate aftermath of
the Great East Japan Earthquake in March 2011, including debris
removal work and mental health recovery initiatives. In 2019,
these activities led to the signing of a comprehensive partnership
agreement with the town of Shichigahama-machi in Miyagi
Prefecture regarding regional revitalization. Since then, we have
been working to solve local issues and revitalize the town’s
economy by assigning Group employees to the area, and by
utilizing the resources of Group companies. In fiscal 2022, we
started the “Shichigahama Arrow Program” based on sports darts.
Examples of activities

Special Programming Classes

Theme

We held special programming classes for elementary school
students in Shinagawa City. Participants learned how to program
using the Puyo Puyo action puzzle game. We also arranged for
professional Puyo Puyo eSports players to speak about their
careers at seminars for junior high school students.

Employees tend flowerbeds.

Voluntary Flowerbed Maintenance Activities

Children participate in a special
programming class.

Comprehensive Partnership
Agreement with Shichigahama-machi

Employees with disabilities working for our special subsidiary,
SEGA SAMMY BUSINESS SUPPORT INC., have continuously
worked on a voluntary basis to maintain flower beds around
Shinagawa Hanakaido Waterside Square and Osaki Station. This
activity helps Shinagawa City to maintain an attractive
environment in where the Group’s headquarters are located.

Contents

• Extending the driving life
expectancy of the elderly
• Promoting involvement
in social activities for
elderly men

Activities using driving simulators
• Participatory activities at public facilities
• Local lectures provided in collaboration
with relevant departments
• Establishment of activity booths in
collaboration with neighborhood
associations and local event organizers

• Long-term care and dementia
prevention activities
• Multi-generational exchanges
• Promotion of community
• Promotion of sports, etc.

Darts as a sport activity
• Regular sessions as part of long-term care
and preventive activity courses and
after-school children’s club activities
• Introduction of DARTSLIVE2 in
Shichigahama International Village,
equipment rentals to neighborhood groups
• Establishment of activity booths in
collaboration with neighborhood
associations and local event organizers

• PR and regional
revitalization activities at
Shichigahama-machi
• Renovation of Shichigahama
International Village

Activities using Puyo Puyo eSports
• Puyo Puyo eSports tournament and
introduction to esports at Shichigahama
International Village
• Provision of opportunities to learn and
experience esports through Puyo Puyo

Click here for information about other initiatives

