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(57) ABSTRACT 
A game execution method and game equipment are dis 
closed. A control means is provided to control the execution 
of a game program. Information related to a player is 
employed among a plurality of application programs to 
control displayed images of a character etc. according to the 
player’s behavior or property. During the execution of the 
?rst application program, a player data corresponding to 
player’s input operation is stored into a memory. The player 
data is then updated according to a player’s input operation 
While the second application program different from the ?rst 
program is being executed. Also, the player data having been 
updated by the ?rst program may be updated corresponding 
to a player’s further input operation during the execution of 
the ?rst program. 
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GAME EXECUTION METHOD AND EQUIPMENT 
USING PLAYER DATA 

FIELD OF THE INVENTION 

[0001] The present invention relates to a game execution 
method and game equipment using player data and more 
particularly to a game execution method and equipment to 
control the display of a character etc. during the execution 
of different application programs using player data corre 
sponding to the property of a player. 

BACKGROUND OF THE INVENTION 

[0002] In recent video game equipment, a method has 
been introduced to make it possible to suspend the execution 
of a game program on the Way, such as for a roll playing 
game requiring long time to play. To realiZe this, such a 
method is applied in a game program that executed data are 
recorded at the time of suspension, to restart later the 
execution of the same game according to the recorded data. 

[0003] Also, data are recorded in a match game etc. so that 
the property of a character operated by a player can be 
changed depending on the game progress. When the same 
match is executed by the game program afterWard, the 
property of the character operated by the player is deter 
mined based on the previously recorded property of the 
character. 

[0004] HoWever, in the conventional game equipment 
Where the conventional method of the video game execution 
is applied, the above-mentioned record of game progress is 
used for executing the same game program only. 

SUMMARY OF THE INVENTION 

[0005] It is an object of the present invention to provide a 
game execution method and game equipment by the use of 
player data, enabling to expand a range of utiliZation of the 
stored player data. 

[0006] It is another object of the invention to provide a 
game execution method and game equipment enabling to 
re?ect past records of the game execution and a degree of 
player’s skill even in the execution of a different application 
program. 

[0007] It is still another object of the invention to provide 
a method and game equipment enabling to change contents 
of an operating system based on past records of the game 
execution and player data. 

[0008] To attain the above objects, in the present inven 
tion, as the ?rst feature, player data corresponding to a 
player’s input operation are stored during the execution of 
the ?rst program. While the second program Which is 
different from the ?rst program is being executed using the 
stored player data, the player data are updated according to 
an additional input operation by the player. 

[0009] As the second feature of the invention, the player 
data are updated according to an input operation by the 
player While the second program is being executed. The 
player data may be updated further according to a further 
input operation by the player during the execution of the ?rst 
program. 
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[0010] As the third feature, there is provided a player 
interface screen Which is displayed by an operating system 
according to the player data described in the ?rst feature. 

[0011] As the fourth feature, the second program 
described in the ?rst feature provides a process data to refer 
to the stored player data. 

[0012] As the ?fth feature, the player data in the ?rst 
feature includes an item data selected by the player from an 
item list during the execution of the ?rst program or the 
second program. Here, the item list pattern is generated by 
the program using the above selected result based on a 
predetermined criterion. 

[0013] As the sixth feature, the player data in the ?rst 
feature includes a data selected by the player from an item 
list during the execution of the ?rst program or the second 
program. The item list pattern is produced according to a 
predetermined criterion on the above selected result. 

[0014] As the seventh feature, While the ?rst program is 
being executed to control the game execution, the player 
data corresponding to the player’s input operation are stored 
and maintained, by Which the second program produces an 
image of a speci?ed character to display during the execu 
tion of the ?rst program. 

[0015] As the eighth feature, in the case that the ?rst 
program is to control the execution of a match game, the 
speci?ed character described in the seventh feature is dis 
played as an opponent to the character operated by the 
player. 

[0016] As the ninth feature, the speci?ed character 
described in the seventh feature is made possible to change 
an appearance according to the player’s input operation. 

[0017] Further scopes and features of the present invention 
Will become more apparent by the folloWing description of 
the embodiments With the accompanied draWings. 

BRIEF DESCRIPTION OF THE DRAWINGS 

[0018] FIG. 1 shoWs a con?guration block diagram of 
game equipment to execute a game program according to the 
present invention. 

[0019] FIG. 2 shoWs a con?guration of an application 
program according to the invention. 

[0020] FIG. 3 shoWs a chart to illustrate a con?guration of 
an application program. 

[0021] FIG. 4 shoWs an operation How to illustrate the 
basic features of the invention. 

[0022] FIG. 5 shoWs a chart to illustrate a player data 
stored and maintained in a backup memory 5 in the opera 
tion ?oW shoWn in FIG. 4. 

[0023] FIG. 6 shoWs an operation How to illustrate an 
example of using player data stored and maintained in 
backup memory 5 in FIG. 5. 

[0024] 
(os). 
[0025] FIG. 8 shoWs another embodiment of a con?gu 
ration of game equipment according to the invention. 

FIG. 7 shoWs an interface of an operating system 
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[0026] FIG. 9 shows an example of an operation How in 
the game equipment shown in FIG. 8. 

[0027] FIG. 10 shoWs an example of an initial menu 
screen Which is displayed after the equipment is initiated in 
the How shoWn in FIG. 9. 

[0028] FIG. 11 shoWs an appearance example of a char 
acter generated by a dedicated CPU 102. 

[0029] FIG. 12 shoWs an example of superimposing a 
character image HM on normal TV pictures. 

[0030] FIG. 13 shoWs still another embodiment of the 
present invention. 

[0031] FIG. 14 shoWs a block diagram of an input con 
troller used for the embodiment shoWn in FIG. 13. 

[0032] FIG. 15 shoWs an example of a con?guration and 
a location of an extension unit connected to the input 
controller shoWn in FIG. 14. 

DESCRIPTION OF THE PREFERRED 
EMBODIMENTS 

[0033] The preferred embodiment of the present invention 
is described hereinafter referring to the charts and draWings, 
Wherein like numerals or symbols refer to like parts. 

[0034] FIG. 1 shoWs a block diagram of game equipment 
to execute a game program in accordance With one embodi 
ment of the invention. When poWer is turned on, a central 
processing unit (CPU) 1 as a control means initiates a boot 
program attached to CPU 1. BY the boot program, CPU 1 
reads out an operating system (OS) stored in a system 
memory 2 into a random access memory (RAM) 6, and then 
executes the operating system. 

[0035] By means of the operating system, CPU 1 reads out 
and executes an application program stored in CD-ROM 4. 
Data produced during the execution of the application 
program are stored into a backup memory 5 according to the 
invention. CPU 1, CD-ROM 4, backup memory 5 and RAM 
6 are mutually connected through a bus arbiter 3. Bus arbiter 
3 controls to assign a bus occupation time of each part of 
equipment connected through a bus. 

[0036] To the bus arbiter 3, a rendering processor 7 is also 
connected. Rendering processor 7 has such function as 
pasting texture data onto an image for display and process 
ing images Which include priority data, then store image data 
for a screen frame into a graphic memory 8. 

[0037] The image data stored in graphic memory 8 are 
inputted to a mixer 11. On the other hand, an audio circuit 
9 connected to bus arbiter 3 performs such a process as the 
digital-to-analogue conversion of audio signals, to output to 
mixer 11 as audio data. An audio memory 10 is used for an 
audio buffer in audio circuit 9. 

[0038] The image data and the audio data inputted to 
mixer 11 are transferred to a video monitor or a speaker (not 
shoWn). Video signals and audio signals are also inputted 
from external circuits to mixer 11. These signals are fed to 
bus arbiter 3 through an external bus 13. Bus arbiter 3 is also 
connected to a communication line 14 through a modem 12. 

[0039] Operations performed in the aforementioned game 
equipment is described hereafter. FIG. 3 shoWs a con?gu 
ration of a conventional application program. The applica 
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tion program has a header folloWed by a product number 
data. Other data part is a main body of the application 
program. 

[0040] In the conventional application program shoWn 
above, the header and the product number data are read out 
by the operation program (OS) for performing a security 
check. Furthermore, the other data ie the application pro 
gram is read in to be executed by CPU 1 under the control 
of the operation program (OS). 

[0041] In FIG. 2, there is shoWn a con?guration example 
of an application program in accordance With the present 
invention. In this example, in addition to a header folloWed 
by a product number data, a product name (a program title 
in Japanese and English), a category (genre) of the game, 
applicability to multiple players, applicability to mobile 
game, applicability to match game, etc. are provided. 

[0042] The above information is, as explained later, 
accessed by the operating system and stored in RAM 6. 
NoW, the basic features of the present invention Will be 
described referring to the operation ?oW shoWn in FIG. 4. 

[0043] In FIG. 4, as explained before, When operation of 
the game equipment is initiated, the ?rst application pro 
gram is read into RAM 6 from CD-ROM 4, etc. by the 
operating system stored in system memory 2 (step S1). 

[0044] Then, the ?rst application program stored in RAM 
6 is executed by CPU 1 (step S2). According to the inven 
tion, While the game is being performed by the execution of 
the application program, data generated by the operation of 
the player (or players) are stored in RAM 6 (step S4). 

[0045] Furthermore, on completion of the game (step S3), 
the player is stored in backup memory 5 (step S5). The 
stored data correspond to the product number data and the 
folloWing items in FIG. 2, Which Will be explained in detail 
later. 

[0046] As a feature of the invention, a situation is con 
sidered that the second application program is executed after 
the ?rst application program Was completed. The second 
application program is neWly read into RAM 6 (step S6) and 
is executed by CPU 1 (step S7) Which is similar to the case 
of the ?rst application program. 

[0047] Here, as a feature of the invention, the second 
application program may be different from the ?rst appli 
cation program Which Was previously executed. 

[0048] When the second application program having been 
read into RAM 6 is executed (step S7), the player data Which 
Was previously stored into backup memory 5 is read out and 
is referred during the execution of the second application 
program. The player data is updated according to the play 
er’s input operation (step S8). 

[0049] In other Words, the second application program 
read out in step S6 includes a control program Which uses 
the additional information such as the product number data 
etc. as explained in FIG. 2. 

[0050] The information Which Was generated according to 
the player’s input operation during the game process by the 
?rst application program and stored as the player data into 
backup memory 5 in step S5 is then read out. 
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[0051] The game proceeds, as the control program in the 
second application program refers to the read-out informa 
tion to re?ect to the process. In the event of the player’s 
input operation during the execution of the second applica 
tion program, the player data is updated and stored into 
RAM 6, as in the previous case (step S9). 

[0052] On completion of the second application program 
(step S10), the player data stored in RAM 6 is saved to 
backup memory 5 (step This data is used afterWard, When 
the same or a different application program is read to resume 
the game. 

[0053] In addition, in the operation ?oW described in FIG. 
4, the player data are stored in RAM 6 during the game 
execution and are saved to backup memory 5 at the time the 
game is completed. It may also be possible that the player 
data be saved into backup memory 5 at an arbitrary time. 

[0054] In FIG. 5, there is shoWn a storing process of the 
player data into backup memory 5 (step S4) and a saving 
process of the player data (step S5) in the operation How in 
FIG. 4. 

[0055] An example of the player data in accordance With 
the steps of the operation How is shoWn in FIG. 5, together 
With the operation ?oW. 

[0056] When the game equipment is initiated (step S100), 
hardWare information, softWare information and the data 
read from backup memory 5 are read out, as basic informa 
tion, and transferred to RAM 6 by the operating system (step 
S120). 
[0057] Some of the above data Were already inputted and 
stored in RAM 6 before initiating the equipment. 

[0058] The hardWare information includes a hardWare 
serial number and a country number, Which are stored in 
system memory 2 of the game equipment. 

[0059] The softWare information includes the ?rst initiated 
date, and, as already explained in FIG. 2, a product number 
data, a category of the game, a product name (a title in 
Japanese and in English) and so on, folloWing a header. 

[0060] In addition, as player data, there are data related to 
the player and collected in the game execution carried out so 
far, such as the time played and the number of the execution. 
Also the player data includes the player’s age, date of birth 
and gender Which Were inputted by the player When the 
game Was initiated for the ?rst time. 

[0061] At the time the game equipment is initiated, periph 
eral equipment currently connected is veri?ed for use by the 
system program stored in the system memory 2. Then, the 
title is displayed by the operating system (OS) (step S101), 
and also the demonstration of the game is displayed (step 
S102). 
[0062] Then, a game is started according to a command 
inputted by a player (step S103). According to the invention, 
player data are stored in RAM 6 during the game play (step 
S104). The player data differs depending on the kind of the 
games executed. For example, in the case of a mobile game 
(step S114), the time played outside is stored as one of the 
player data (step S115). 

[0063] In the case of a normal game (step S111), indi 
vidual player’s information such as favorite food and dis 
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liked food, Weak point against attack and strong point, etc. 
are stored in RAM 6 as the other player data (step S122). 

[0064] Such player data as described above are obtained 
by player’s selection of items regarding favorite and disliked 
food etc. While the ?rst application program or the second 
application program mentioned earlier is being executed. 

[0065] Also, data related to the Weak point and strong 
point against an attack to the player etc. are obtained from 
the player’s input operation pattern (i.e. input operation 
characteristic) against motions of the program controlled 
character during the execution of the ?rst application pro 
gram or the second application program. 

[0066] When the game is played by multiple persons (step 
S113), the maximum number of players having operated and 
the total time played by multiple persons are stored in RAM 
6 (step S124). Furthermore, in the case a game is played 
through a netWork (step S114), the netWork usage time is 
stored (step S125). 
[0067] On completion of the game, a played level, total 
playing time and the time Zone under play, etc. are stored 
(step S126). 
[0068] Further, When the poWer of the game equipment is 
turned off (step S106), the last activated date, the total 
number of days the hardWare Was active and the number of 
peripheral equipment having been used are stored (step 
S127). 
[0069] In FIG. 5, When the poWer of the game equipment 
is turned off, the player data stored in RAM 6 is saved into 
backup memory 5. 

[0070] Referring to FIG. 6, there is illustrated the opera 
tion How on an example of hoW the player data saved in 
backup memory 5 as in FIG. 5 is used. In FIG. 6, When the 
game equipment is initiated (step S100), the hardWare and 
softWare information as a basic information, and the player 
data are read out from backup memory 5. Then the historical 
data related to the equipment and the application program, 
etc. are displayed. 

[0071] Then, as illustrated in FIG. 5, the game title is 
displayed by the application program (step S101) folloWed 
by the demonstration display of the game (step S102). 

[0072] In the demonstration display, the player data men 
tioned above affects the interface to the operating system 
(OS), Which in turn affects the content of the demonstration 
display. The changed interface to the operating system (OS) 
may also be re?ected to the images displayed during the 
succeeding program execution. 

[0073] An example of interface to the operating system 
(OS) is shoWn in FIG. 7. Corresponding to the respective 
operation system, backgrounds, background music (BGM), 
effective sounds, etc., data related to a plurality of content 
categories are provided in system memory 2. 

[0074] Those data are combined to use based on the player 
data. In the example shoWn in FIG. 7, from the data of the 
player’s gender and the age, the player is assumed to be a 
young girl Who is fond of pretty goods. In this case, a picture 
Which may often been seen in fairly tale books is selected as 
a background, a sound generated by a music box is selected 
as a BGM, and a sound of pop music style is selected as 
effective sounds. 
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[0075] Then, triggered by a player’s input, the game is 
started (step S103). On the start of the game execution (step 
S104), the player data stored in backup memory 5 is used 
depending on the selected game. In other Words, the appli 
cation program has a function to control to read the player 
data Which is supposed to be stored in backup memory 5 to 
use at the time of program execution. 

[0076] In the normal game (step S111), as an example, a 
scene is supposed in Which a character Whose action may be 
controlled by the player is going to select items such as 
foods. The program reads out data on foods the player likes 
or dislikes from the player data to be selected according to 
a certain criterion, to generate an item selection pattern on 
food. 

[0077] In another example (step S126), the player data 
related to the player’s playing level, the total time played, 
the time Zone played, etc. are read out. For example, When 
the player continued to make the same operational mistake 
for certain times, the program controls to change the dif? 
culty grade of the game level to an easier level to re?ect into 
the actual game process. Then the program updates the 
information on the player’s game play level stored in backup 
memory 5. 

[0078] In still another example of the match game (step 
S112), the total play time of a match, the record data of past 
matches, etc. are read out (step S123). For example, When 
the player continued to lose the games, the dif?culty grade 
of the game is controlled to make loWered. In the case that 
actions of an opponent character are controlled by a pro 
gram, While actions of the player’s character are operated by 
the player himself, the player data related to the input 
operation against actions of the opponent character is read 
out. 

[0079] The program controls the movement of the oppo 
nent character corresponding to the input operation pattern 
by the player, based on a predetermined criterion. For 
example, When the player’s playing level is found immature 
after checking the player data related to his input operation, 
the program controls the action of the opponent character in 
such a Way that the action the player is good at can easily be 
derived. On the contrary, When the player’s level is high, the 
opponent character’s action is controlled so that patterns to 
attack the player’s Weak point are frequently used. 

[0080] In another example of a mobile game (step S110), 
the data of the time played outdoors is read out (step S121) 
to control to generate an event speci?ed for outdoor use at 
an appropriate time. 

[0081] Furthermore, in a game designed for use With a 
communication netWork (step S114), a data of the time 
played using netWork is read out (step S125). A data of a 
destination telephone number and a data related to the 
category of the game are also read. Based on these data, any 
of the player’s favorite games (Which are estimated from the 
game category in Which a large amount of time has been 
consumed) is connected automatically by the program. 

[0082] At the time of the game is ended (step S105), the 
total time played, the time Zone played and the result of the 
overall play are readout (step S126) and all these play 
records are displayed. After that, the poWer off process of the 
equipment is carried out (step S106). 
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[0083] FIG. 8 shoWs another embodiment of the game 
equipment in accordance With the present invention. Game 
equipment 100 includes a monitor 200, a CD-ROM 4 
connected through a connector 13, a backup RAM 50 for 
saving player data connected through a connector 14. Fur 
thermore, an infrared transmitter 101 to connect to external 
equipment, telephone line etc. are also included. 

[0084] In the internal part of the equipment 100, there are 
provided elements shoWn in FIG. 1 as a basic con?guration. 
Namely, CPU 1 as a control means has a connection With a 
boot ROM 2 for storing a boot program for initiating the 
equipment, and a main Work memory 6. Application pro 
grams are fed into CPU 1 from an external ROM 40 such as 
a cassette memory, or CD-ROM 4. 

[0085] As a backup memory, a main RAM 5 is used for 
storing player data. In the case backup RAM 50 is used 
instead of main RAM 5, RAM 50 is connected to connector 
14 depending on a player’s choice. 

[0086] According to an application program controlled by 
CPU 1, an image data generated by a rendering processor 7 
and an image processing circuit 80 Which includes a graphic 
memory 8 is fed as a screen display data to be supplied to 
monitor 200. 

[0087] The equipment shoWn in FIG. 8 further includes an 
extension board 101. Extension board 101 has a dedicated 
CPU 102. In a ROM 103, an operating system correspond 
ing to dedicated CPU 102 and an extension program are 
prepared. 

[0088] The extension program is executed by dedicated 
CPU 102 to control, for example, the display of a speci?ed 
character image (hereinafter called by a nickname of ‘Her 
mit’). 
[0089] An image of Hermit, Which is fed to a image 
processing circuit 105 similar to image processing circuit 
80, is superimposed on an image generated by the applica 
tion program executed by main CPU 1. The above produced 
image is displayed on monitor 200. 

[0090] The image of Hermit is generated by the extension 
program stored in a ROM 103, as linked With player data 
stored in backup memory 5, as illustrated before in FIG. 5. 

[0091] The player data stored in main RAM 5 can be 
accessed from dedicated CPU 102 by connecting main CPU 
1 in equipment 100 With dedicated CPU 102 in extension 
board 101 through a bus X. 

[0092] OtherWise, backup RAM 50 is connected to con 
nector 14 of equipment 100 to store the player data. By 
connecting RAM 50 With connector 104 of extension board 
101, RAM 50 can directly be accessed by dedicated CPU 
102 When extension board 101 is used. Thus the player data 
becomes accessible from dedicated CPU 102. 

[0093] In FIG. 8, extension board 101 also has a modem 
12 to connect to a communication line such as a telephone 
line. A calling lamp 108 is used to inform the player When 
a call from an opponent player is originated. 

[0094] In addition, TV broadcast can be received using a 
TV tuner 106. Avoice synthesiZing chip 107 is a circuit to 
synthesiZe analog voice signals from digital signals during 
the program execution. The synthesiZed voice signals are 
outputted to a speaker (not shoWn). 
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[0095] FIG. 9 shows an example of the operation How in 
the game equipment shoWn in FIG. 8. It should be noted 
that, When the game equipment is initiated, dedicated CPU 
102 executes the extension program stored in ROM 103. 

[0096] The extension program reads out player data accu 
mulated in the past games, and changes the shape of Hermit 
to be displayed to the screen of monitor 200 (step S200) 
based on the player data. 

[0097] In more detail, the extension program reads out the 
category of the game, the total playing time, the date of the 
most recent match, etc. from backup memory 5 or 50, to 
change the shape of Hermit to be displayed to monitor 200. 

[0098] Then, the folloWing player data are read out: the 
initiated time; the schedule; the country number; the date of 
the ?rst initiation; the number of initiations; the player’s 
name, age and gender; the result of the recent ?ve matches; 
the time duration of facing With Hermit, and soon (step 
S221). The player can communicate With Hermit to obtain 
the above information (step S201). 

[0099] For example, Hermit speaks synthesiZed voice 
generated by voice synthesiZing chip 107, telling the player 
the current time, today’s schedule, player’s name, etc. 
Various appearances of Hermit are displayed in the initial 
pictures such that Hermit talks to the player With emotion. 

[0100] When the game is started (step S202), the game 
program stored in external ROM 40 or CD-ROM 4 is 
executed by CPU 1. 

[0101] When the game is a match betWeen the player and 
Hermit (step S210), CPU 1 issues an order to dedicated CPU 
102 in extension board 101 through bus X to read out the 
player data from the backup memory to transfer to CPU 1. 
The above process is carried out based on the game program 
of the match against Hermit. These data include the history 
Whether a match With Hermit Was ever taken place or not, 
the total time of the match held before, the date of the most 
recent match, the collected result of all matches held, the 
record of the recent ?ve matches, etc. (step S223). 

[0102] Based on a program executed by CPU 1, a control 
command is sent from CPU 1 to dedicated CPU 102. In 
response to the control command, dedicated CPU 102 con 
trols to display the aspect of Hermit so that Hermit attacks 
the character operated by the player While the match game 
against Hermit is being executed. The above control is 
carried out using the past record of the matches against 
Hermit stored in the player data Which Were read out in 
advance. 

[0103] In the case of a netWork game (step S211), the 
folloWing process is carried out based on a netWork game 
program. CPU 1 reads out from backup memory 5 the 
destination telephone number, the time of a netWork in use, 
the category of the game, the product name (game title) (step 
S224) to transfer to dedicated CPU 102 in extension board 
101 through bus X. 

[0104] Then, based on the netWork program executed by 
CPU 1, a control command is sent from CPU 1 to dedicated 
CPU 102. In response to the control command, dedicated 
CPU 102 automatically connects the line through a modem 
either to a netWork host, a favorite game, or to an opponent 
of the game Which has been selected using the player data 
obtained in advance (step S211). 
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[0105] On completion of the game (step S204), dedicated 
CPU 102 receives from CPU 1 the player data on his play 
level and the total playing time (step S225). Then, dedicated 
CPU 102 controls to display to the player the result of the 
play and some hints for further play according to the player’s 
level. It is displayed like Hermit teaches the above to the 
player. 

[0106] At the time the equipment is shut doWn, it is 
controlled so that Hermit tells the player a schedule of the 
folloWing day. 

[0107] As described above, based on either the extension 
program or the control of CPU 1, dedicated CPU 102 in 
extension board 102 controls the display of Hermit, to feed 
the display image data of Hermit to a video RAM in image 
processing circuit 105. At the same time, other image data 
for display generated by CPU 1 are developed to a video 
RAM in image processing circuit 80. 

[0108] These image data fed into video RAM 105 and 
video RAM 8 are superimposed to display on monitor 200. 

[0109] FIG. 10 shoWs an example of an initial menu 
screen Which is displayed after the equipment is initiated by 
the extension program stored in ROM 103 of extension 
board 101 (step S200) in the operation How in FIG. 9. Each 
menu item displayed in the menu screen is executable under 
the control of the extension program. 

[0110] When a player clicks a mouse on a calling button 
CB, Hermit HM appears in the menu screen. On putting the 
mouse pointer on each menu item in the menu screen, such 
as CD replay, Communication etc., an image of Hermit 
appropriate to each item is displayed. 

[0111] FIG. 11 shoWs examples of the appearances of 
Hermit generated by the extension program stored in ROM 
103 of extension board 101. Each appearance is generated 
by dedicated CPU 102 corresponding to each application 
program executed by CPU 1. The appearance may be varied 
corresponding to the player data. 

[0112] Depending on each application program, Hermit is 
displayed With different appearance and siZe, such as action 
type I, ?ghting type II or adventure type III. 

[0113] FIG. 12 shoWs a further display example of Hermit 
image HM generated by dedicated CPU 102. Hermit image 
is superimposed on ordinary TV pictures received by the 
selected TV tuner 106 in extension board 101 shoWn in FIG. 
8. 

[0114] Even in this case Where the TV tuner is selected for 
use, the appearance of Hermit may be varied according to 
the player data by the extension program stored in ROM 
103. 

[0115] Referring back to FIG. 8, the player data stored in 
main RAM 5 may also be forWarded to a center equipment 
(not shoWn) using a communication line through modem 12. 
Using this method, a company Which provides game pro 
grams through communication lines can utiliZe the collected 
player data as useful information for the company activity. 

[0116] FIG. 13 shoWs another embodiment of the present 
invention. An input controller 300 is connected to connector 
14 of game equipment 100 shoWn in FIG. 8, or an infrared 
transmitter 101. 
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[0117] In addition, input controller 300 can be connected 
to various types of extension units 320. As a feature of the 
embodiment shoWn in FIG. 13, trends and characteristics of 
a player in using input controller 300 or extension unit 320 
are maintained in the player data, and are re?ected to the 
succeeding game execution. 

[0118] FIG. 14 shoWs a block diagram of input controller 
300, Which is connected to game equipment 100 as shoWs in 
this ?gure. Namely, infrared transmitter 302 of input con 
troller 300 is connected to infrared transmitter 101 of main 
equipment 100 using infrared Wireless communication to 
transmit and receive data. It may also be possible to connect 
betWeen connector 14 of game equipment 100 and an 
interface for basic device 301 to transmit and receive data 
using a cable. 

[0119] A send/receive buffer 310 is provided in an inter 
face for basic device 301, so that input controller 300 may 
buffer data transmitted or received through a bus 309 
betWeen each aforementioned element and game equipment 
100. 

[0120] CPU 303 totally controls input controller 300 by a 
control program stored in ROM 304. An analog-to-digital 
converter 305 converts, for example, analog input signals 
from a directional key Which is provided in input controller 
300 shoWn in FIG. 13 to digital data. On the other hand, 
digital input signals from a button sWitch in input controller 
300 are inputted through I/O circuit 307. 

[0121] Input controller 300 provides a microphone 312 to 
collect player’s voice. The inputted voice is converted to 
digital data by the second analog-to-digital converter 313. 

[0122] Input controller 300 also provides a G sensor 
function circuit 311. For example, G sensor function circuit 
311 consists of a pendulum sWitch function element, Which 
outputs data related to the degree of impact given When input 
controller 300 is operated, the number of open and shut of 
a sWitch, or the vibrational pressure level of a sWitch. 

[0123] Such input data are calculated by CPU 303 and are 
saved into RAM 306 during the game execution. For 
example, the folloWing data are produced in the above 
calculation process: the number of times the directional key 
and each button sWitch Were pressed; the longest time and 
the shortest time each key Was pressed successively; the 
combination of keys pressed successively; the amount of 
vibration based on the data obtained by G sensor function 
circuit 311, etc. Also the number of softWare resets is 
included. 

[0124] At the time the equipment use is being terminated, 
the data stored in RAM 306 are maintained in RAM 306, or 
transferred to buffer memory 5 of the main equipment (refer 
to FIG. 2), as previously explained in regard to FIGS. 5 and 
6. 

[0125] When the game equipment is initiated again to 
restart the game, the player data are read out from RAM 306 
in input controller 300 or backup memory 5 of the main 
equipment, as explained in FIG. 6. 

[0126] The player data read out can be used as game 
parameters during the execution of the game program at any 
suitable time. 

[0127] For example, these parameters include: the degree 
of player’s experience on the game (Which may be recog 
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niZed as a parameter re?ecting a part of player’s characters); 
the condition of equipment handling (data related to Whether 
the equipment has been handled carefully or roughly is 
estimated from the measured vibration value etc.); and the 
aging deterioration coef?cient (for the use of a possible 
Warning to exchange parts). Also, the player’s personal 
information (name, nickname, etc.) is included. 

[0128] As explained in FIG. 6, it is possible to re?ect the 
above mentioned game parameters to the program execu 
tion. The re?ection is conducted in the folloWing Way: a 
dif?culty grade of the game execution is automatically 
determined by the program according to the player’s expe 
rience value, and if inadequate equipment handling is esti 
mated, a Warning for input operation is displayed, or the 
inputting speed is compulsorily adjusted. 

[0129] As explained above, in the embodiment shoWn in 
FIG. 13, it is possible to provide each input controller 300 
With different property corresponding to each player’s 
operation. 

[0130] FIG. 15 shoWs a block diagram of an extension 
unit 320 connected to an extension socket 308 shoWn in 
FIG. 14. The basic con?guration is similar to input control 
ler 300. Namely, CPU 323 totally controls the extension unit 
by means of the control program stored in ROM 324. 

[0131] Light emitted from a TV monitor etc. is received 
through a lens 325 by depressing a sWitch (not shoWn), and 
converted to electric signal by an O/E converter 326 to be 
inputted through an ampli?er 327. 

[0132] When extension unit 320 is used as a light beam 
gun, the output timing of an ampli?er 327 is sent to input 
controller 300 via a transmission & reception buffer 322 
provided in an interface for extension device 321. The 
output timing is further sent from input controller 300 to the 
game equipment, Where processing is carried out according 
to the game program. 

[0133] Therefore, in the case that extension unit 320 
shoWn in FIG. 15 is used in relate to the embodiment shoWn 
in FIG. 13, it is possible to re?ect the number of hits etc. to 
the succeeding game execution. This is carried out by 
accumulating into RAM 328 the number of light reception 
timing to be forWarded to input controller 300, in a similar 
Way to the data on the number of sWitch depressed as 
explained before. 

[0134] Having been illustrated using the accompanied 
draWings, the present invention provides a game execution 
method and game equipment by the use of a player data, 
enabling to expand the utiliZation of a saved data. 

[0135] There is also provided a game execution method 
and game equipment enabling to re?ect past records of the 
game execution and a degree of player’s skill to a game 
application program. 

[0136] Furthermore, as an object of the invention, there is 
provided a method and game equipment enabling to change 
contents of an operating system based on past records of the 
game execution and a player data. 

[0137] The foregoing description of the embodiments is 
not intended to limit the invention to the particular details of 
the examples illustrated. Any suitable modi?cation and 
equivalents may be resorted to the scope of the invention. 
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All features and advantages of the invention Which fall 
Within the scope of the invention are covered by the 
appended claims. 

What is claimed is: 
1. A game execution method comprising the steps of: 

controlling the execution of a program; 

storing player data corresponding to an input operation of 
a player into a memory during the execution of a ?rst 
program; 

executing a second program Which is different from the 
?rst program using said player data read from the 
memory; and 

updating said player data corresponding to another input 
operation of the player during the execution of said 
second program. 

2. A game execution method according to claim 1, 
Wherein said player data having been updated according to 
the input operation of the player during the execution of said 
?rst program are updated according to further input opera 
tion of the player during the execution of said second 
program. 

3. A game execution method according to claim 1, 
Wherein a screen image to interface With the player is 
provided by an operating system according to said player 
data stored in the memory. 

4. A game execution method according to claim 1, 
Wherein said second program includes process data to refer 
to said player data. 

5. A game execution method according to claim 1, 
Wherein said player data include item data selected by the 
player from an item list during the execution of said ?rst 
program or said second program, Whereby a program pro 
duces an item selection pattern based on a predetermined 
criterion according to said selected item data. 

6. A game execution method according to claim 1, 
Wherein said player data include an input operation pattern 
of the player against an action of a character controlled by 
the execution of said ?rst program or said second program, 
Whereby a further action of said character is controlled by 
said program based on a predetermined criterion according 
to said input operation pattern of the player. 

7. A game execution method comprising the steps of: 

storing player data corresponding to an input operation of 
a player into a memory during the execution of ?rst 
program to control the game execution; 

generating a speci?ed character image based on said 
player data during the execution of the second program; 
and, 

displaying said speci?ed character image generated by 
said second program during the execution of said ?rst 
program. 

8. A game execution method according to claim 7, 
Wherein said speci?ed character is displayed as an opponent 
to a character operated by the player, in the case said ?rst 
program controls the execution of a match game. 

9. A game execution method according to claim 7, 
Wherein an appearance of said speci?ed character is varied 
corresponding to said input operation of the player. 
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10. Game equipment comprising: 

a control means for controlling the execution of a pro 

gram; and, 

a memory storing player data corresponding to an input 
operation of a player performed during the execution of 
the ?rst program, 

Wherein said control means reads out said player data 
stored in the memory to execute the ?rst program, and 
to update according to further input operation of the 
player during the execution of the second program 
Which is different from the ?rst program. 

11. Game equipment according to claim 10, Wherein said 
player data having been updated during the execution of said 
second program according to said input operation of the 
player is further updated corresponding to an input operation 
of the player during the execution of said ?rst program. 

12. Game equipment according to claim 11, further com 
prising a system memory Which stores an operating system 
to produce a player interface screen according to said player 
data stored in said memory. 

13. Game equipment comprising: 

a ?rst control means for control the execution of the ?rst 
program; 

a memory storing a player data corresponding an input 
operation of the player during the execution of said ?rst 
program; 

a second control means for controlling the execution of 
the second program to produce an image of a speci?ed 
character; 

an image synthesiZing means for synthesiZing the ?rst 
image data produced by said ?rst program With the 
second image data produced by said second program; 
and, 

a display means for displaying said synthesiZed image 
data, 

Wherein said second control means executes said second 
program to control to re?ect said player data stored in 
the memory into said speci?ed character image to be 
displayed. 

14. Game equipment according to claim 13, Wherein said 
second control means produces an image of said speci?ed 
character as said second image data, further to be varied 
according to a player data corresponding to an input opera 
tion of the player during the execution of the ?rst program. 

15. Game equipment according to claim 13, Wherein said 
second control means controls to superimpose on a TV 
picture said second image data produced by said second 
program. 

16. Game equipment according to claim 10, or claim 13, 
further comprising a modem, through Which said player data 
stored in the memory corresponding to said input operation 
of the player can be transmitted to center equipment on a 
communication line. 

17. A memory medium having a program employed in 
game equipment, including a ?rst program to control to read 
out player data generated and stored in a memory corre 
sponding to an input operation of a player during the 
execution of a second program different from the ?rst 
program, said ?rst program further to update said player data 
according to an input operation of the player. 




