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COMMUNICATION GAME SYSTEMAND 
COMMUNICATION GAME PROCESSING 

METHOD 

BACKGROUND OF THE INVENTION 

0001) 1. Field of the Invention 
0002 The present invention relates to a communication 
game System which enables game battles among remote 
game devices which are being connected to a Server. More 
particularly, the communication game System of this inven 
tion provides a new communication game control method by 
providing Such functions that enable complicated battle 
control within groups that are formed at the request of 
players, Selection of characters to be used in the game with 
no Sense of abnormality, and broadened communications 
among the game audience. 

0003 2. Description of the Related Art 
0004. There have been communication game systems in 
which game devices operated by different players are con 
nected to a common game Server and battle games among 
remote players are made possible. 

0005. In these systems, the server is designed to list and 
display the game devices that are being connected to it at the 
moment. The Server is programmed in Such a way that when 
any of the game devices challenge another game device to 
a battle, the Server controls the transactions of the battle 
acceptance between the challengers and when the battle is 
accepted, the Server monitors the Sending and receiving of 
commands between the game devices and intermediates the 
game devices. 

0006. In conventional systems, when a competitor is 
determined, a common Screen for Selecting the player's own 
characters to use in the battle game is displayed on the 
competing game devices. The playerS Select their favorite 
characters from the common Screen on each of their game 
devices. This Selection information is Sent and received 
between the players in real time via the Server. Accordingly, 
the character Selection information of both the playerS is 
displayed on the common character Selection Screen. 
0007 Furthermore, conventional systems are designed in 
Such a manner that competitors can Send messages to each 
other while battling game. 

0008. The appearance of such communication game sys 
tems have enabled players to enjoy playing game battles 
with other players. 

0009. However, in the battle method of the conventional 
communication game Systems, transactions including appli 
cations for game battles, acceptance thereof, and battles are 
only repeated. Although it is possible to play battles with a 
multiplicity of game devices, it is impossible to realize Such 
communications as people have in playing games with a 
plurality of friends at amusement arcades. Moreover, Since 
the way of playing games with Such game Systems has no 
potential for development, players tend to easily become 
bored. 

0.010 Among the competing game devices, the character 
Selection information is displayed in real time mutually also 
on the competitor's Side. Accordingly, it is possible to find 
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out in advance what character the competitor has Selected, 
thereby losing the excitement of the game. 
0011. On the other hand, in the circumstances where the 
character Selection Screen provides a mode for Selecting 
customized characters, a Screen only for the Selection of the 
customized characters is displayed on the game device 
which has designated the Selection of the customized char 
acters. Namely, at this point, different character Selection 
Screens are displayed on the competitors devices. If in this 
Situation manual operations to Select a customized character 
are performed on one game device, the movement of a 
cursor in relation to Such operations is transmitted to the 
other game device, thereby causing a cursor of the other 
game device to move incomprehensibly on the Screen which 
is not the Screen for the Selection of the customized char 
acters, and this action Seems Strange to the other party. On 
the contrary, if the competitors know the other party's 
Strategy each other, the movement of the other party's cursor 
gives a hint to which customized character will be Selected, 
thereby losing the excitement of the game as described 
above. 

0012 Moreover, with conventional communication game 
Systems, it is possible to exchange messages between com 
petitors, thereby enabling players to enjoy the game. How 
ever, game watching parties can do nothing but watch the 
game which is being played, including the messages. 
Accordingly, as described above, it is impossible to realize 
the situation where a player playS games with a plurality of 
friends at amusement arcades, thereby resulting in the prob 
lem in that the players easily become bored. 

SUMMARY OF THE INVENTION 

0013 In consideration of the above-described problems, 
it is an object of this invention to provide a communication 
game System and its processing method which will facilitate 
communications between players and make communication 
games more entertaining by providing a wide variety of 
ways to play a game that have not been provided by the 
conventional communication game Systems. 
0014. It is another object of this invention to provide a 
communication game System and its processing method 
which will make communication games more entertaining 
by facilitating Such communications between game watch 
ing parties as have not been provided by the conventional 
game Systems. 

0015. It is still another object of this invention to provide 
a communication game System and its processing method 
which will not give a Sense of abnormality in the operations 
of the Selection of characters to be used in a battle game and 
which prevents a player from becoming bored with the 
game. 

0016. In order to achieve these objects, it is necessary to 
Satisfy a demand to play with those who can be called 
friends of kindred Spirits on the network in the communi 
cation game environment where a multiplicity of any per 
Sons participate. 
0017. It is also necessary to satisfy a demand to enable 
the evaluation of a player's own skills in a variety of battle 
combinations Such as team battles, round-robin battles, and 
tournament battles that are normally performed in games 
and competitions where many people participate. 
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0.018. Even if a player himself is not fighting in a battle, 
it is necessary to Satisfy a demand to enjoy watching the 
battles of other players. 
0.019 Moreover, in the selection of battle characters on 
the Screen, it is necessary to Satisfy a demand to enjoy 
playing a game without giving a feeling of abnormality and 
without losing the excitement of the game. 
0020. This invention is a communication game system 
comprising client Systems and a game Server System for 
communicating with the client Systems, wherein the game 
Server System comprises a database which Stores, according 
to Several kinds of battle modes, group information for 
relating a plurality of client Systems to each other as one 
battle group, and wherein when any one battle group is 
designated, the game Server System is configured So as to 
refer to the group information related to the designated battle 
group, to decide a battle combination among the client 
Systems belonging to the same battle group, to perform the 
battle by managing the Sending and receiving of data 
between the client Systems to be determined according to the 
combination, and then to decide the next combination in 
accordance with the results of the battle. 

0021 For example, at least one of the group information 
Stored in the database contains game rule information for 
Setting up a battle mode designed to enable a winner, a loser, 
both fixed client systems, or either one of the fixed client 
Systems to continue playing battles against other client 
Systems when a battle is over. When the battle is over, the 
game Server System decides the next battle combination by 
referring to the game rule information. When an acceptance 
command is Sent from both client Systems corresponding to 
the next battle combination, the game Server System per 
forms the battle. 

0022. For example, at least one of the group information 
Stored in the database Stores Schedule information for Setting 
up a team battle mode in which one battle group is divided 
into two Subgroups. When a battle is over, the game Server 
System refers to the Schedule information and decides the 
next battle combination by Selecting the winner client Sys 
tem as a result of the battle and the other client system which 
belongs to the Subgroup of the loser client System and which 
has not played a battle. Preferably, this schedule information 
has a previously set battle order within the Subgroup, and 
when the last client System Surviving in either one of the 
Subgroups loses a battle, the game Server System reports the 
results of the relevant team battle to each client System. 
0023 For example, at least one of the group information 
Stored in the database Stores registration information for 
Setting up a round-robin battle mode in which the client 
Systems are ordered in Such a manner that when a battle is 
over, one client System playS battles against all the other 
client Systems in the same battle group. When a battle of one 
combination is over, the game Server System refers to the 
registration information and decides the next battle combi 
nation by Selecting, for each client System, another client 
System against which the former client System has not yet 
played a battle, and which is not battling. Preferably, when 
battles of all the combinations are over, the game Server 
System reports the results of the round-robin battles as a 
Score sheet to each client System. 
0024. For example, at least one of the group information 
Stored in the database Stores registration information to Set 
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up a tournament battle mode for playing battles in a tour 
nament Style within the same battle group when a battle is 
over. When a battle of one combination is over, the game 
Server System decides battle combinations by referring to the 
registration information and decides the next battle combi 
nation by Selecting the winning client Systems in the battles 
of the decided combinations. Preferably, when one client 
System wins its way to the final battle in the tournament, the 
game Server System reports the results of the tournament as 
a tournament sheet. 

0025. This invention is characterized in that when any of 
the client Systems makes a battle request, the game Server 
System Selects and executes either an easy battle mode in 
which any one of the other client Systems is Selected to 
battle, or an expert battle mode in which the client System 
belongs to any one of the battle groupS and plays battles 
within each battle group. 
0026. For example, the game server system provides each 
client System with a battle mode menu for having each client 
System browse battle groups by referring to the group 
information. When any battle group is Selected among the 
client Systems in the battle mode menu, this game Server 
System reads the group information corresponding to the 
Selected battle group from the database and displays the 
content of Such group information. 
0027 Preferably, the database stores battle history infor 
mation of the client Systems belonging to any of the battle 
groups, and when any client System is Selected among the 
client Systems in the battle mode menu, the game Server 
System reads the battle history information corresponding to 
the Selected client System and displayS Such battle history 
information. 

0028 Preferably, when a battle combination within the 
battle group is to be decided, the game Server System 
determines the combination possibilities according to the 
degree of Strength which is judged according to the battle 
history information of each client System. 
0029 Preferably, when a battle combination within the 
battle group is to be decided, the game Server System 
handicaps each client System according to the battle history 
information, and in the case of a battle of Such handicapped 
combination, the update of the battle history information as 
a result of the battle is prohibited. 
0030 More preferably, the game system comprises a 
WWW server system connected to the wide area network, 
and the game Server System creates a file for displaying 
battle history on the basis of the battle history information 
and stores the file in a storage area of the WWW server 
System in Such a State that the file can be read by a computer. 
0031. According to this invention, when any of the client 
Systems request the creation of a new battle group, the game 
Server System newly registers new group information with 
the database on the basis of the Settings of the client System. 
0032 Moreover, when any of the client systems request 
the participation in any of the battle groups, the game Server 
System of this invention relates the client System to the group 
information of the battle group for which the participation 
request is made. 
0033. The game server system of this invention sends and 
receives battle data to and from the client Systems which are 
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fighting within the battle group, while it sends to and 
receives from the client Systems, which are not fighting 
within the battle group, battle watching data for watching 
battles between the fighting client Systems. 
0034 Preferably, the database has associating informa 
tion to associate a message, which during a battle each client 
System wants to give to the watching client Systems, with the 
operations of a game player. When any of the client Systems 
is fighting a battle, the game Server System refers to the 
operations of the client System, reads the associating infor 
mation associated with the operations, and reports Such 
asSociating information to the watching client Systems. 
0035) Similarly, when any of the client systems is fighting 
a battle and when a message is Sent from a watching client 
System, the game Server System reports the message to other 
client Systems. 
0.036 Moreover, the client system comprises a vibration 
generating means for transmitting vibrations to a game 
player in response to a command from the game Server 
System, and the game Server System sends to other client 
Systems a command to drive the vibration generating means 
in accordance with the operations of any of the client 
Systems. There is no limitation to the "vibration generation 
means' and any kind of Such means can be applied, includ 
ing those using piezoelectric elements or those using eccen 
tric motors. 

0037 Specifically, the game server system of this inven 
tion comprises: database for associating a plurality of client 
Systems as a battle group; a communication device for 
Sending and receiving data to and from each client System; 
and a processor for managing game battles between a 
plurality of client Systems within the same battle group by 
referring to the database. 
0.038 A communication game processing method of this 
invention is performed between a client System and a game 
Server System communicating with the client System, and the 
method is characterized in that it comprises the Steps of the 
game Server System's referring to a database Storing a 
plurality of group information which correspond to Several 
kinds of battle modes and which asSociate a plurality of 
client Systems as one battle group; when any one of the 
battle groupS is designated, referring to the group informa 
tion associated to the designated battle group and deciding 
a battle combination among the client Systems belonging to 
the same battle group; performing a battle by managing the 
Sending and receiving of data between the client Systems 
decided by the combination; and deciding the next combi 
nation in accordance with the results of the battle. 

0039. At least one of the group information stored in the 
database contains game rule information to Set up Such battle 
mode in which it is set forth that when a battle is over, a 
winner, a loser, both fixed client Systems, or either one of the 
fixed client Systems continues to fight a battle with other 
client Systems. In the Step of deciding the next combination, 
when the battle is over, reference is made to the game rule 
information, thereby deciding the next battle combination. 
0040. At least one of the group information stored in the 
database Stores Schedule information to Set up a team battle 
mode in which one battle group is divided into two Sub 
groups. In the Step of deciding the next combination, when 
the battle is over, reference is made to the Schedule infor 
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mation, thereby deciding, as the next battle combination, the 
winning client System as a result of the battle and another 
client System which belongs to the Subgroup of the losing 
client System, and which has not fought a battle. 
0041 Moreover, at least one of the group information 
Stored in the database Stores registration information to Set 
up a round-robin battle mode in which the client Systems are 
ordered in Such a manner that when a battle is over, one 
client system fights battles with all the other client systems 
in the Same battle group. In the Step of deciding the next 
combination, when a battle of one combination is over, the 
next battle combination for each client System is decided by 
Selecting the other client System against which the former 
client System has not yet fought any battle, and which is not 
fighting. 

0042. At least one of the group information stored in the 
database Stores registration information to Set up a tourna 
ment battle mode in which when a battle is over, the client 
Systems fight battles within the same battle group in a 
tournament Style. In the Step of deciding the next combina 
tion, when a battle of one combination is over, battle 
combinations are decided by referring to the registration 
information, and it is decided that the winners of the battles 
of the decided combinations are then to fight in the next 
battle combination. 

0043 Preferably, when any of the client systems request 
a battle, the method comprises the Step of Selecting and 
executing either an easy battle mode in which any one of the 
other client Systems is Selected to battle, or an expert battle 
mode in which the client system belongs to any of the battle 
groupS and fights battles in each Such battle group. 
0044) More preferably, the communication game pro 
cessing method comprises the Step of providing each client 
System with a battle mode menu for having each client 
System browse the battle groups by referring to the group 
information. 

0045. Such a communication game processing method 
may be provided through record media, such as CD-ROM, 
DVD, or communication lines, in a program format execut 
able by the computer. 

0046) Another embodiment of this invention is a com 
munication game System capable of Sending and receiving 
data on a game in real time through the game Server System 
between Such client Systems of the plurality of client Sys 
tems, which have already decided on their competitors. 
Regarding each of the plurality of client Systems, upon 
receiving and Sending the data between the client Systems, 
when one client System sends the data by including data to 
be nullified, the other client System applies the nullification 
process to the data to be nullified. 
0047 Preferably, each of the plurality of client systems 
comprises: a Sending means for Sending the data including 
the data to be nullified to the game Server System; and a 
nullification processing means for nullifying the data to be 
nullified when the data to be nullified is sent from the game 
Server System. For example, the Sending means is the means 
for sending the data to be nullified together with information 
indicating the nullification. 
0048. The information indicating the nullification is, for 
example, positional information representing which display 
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position on the Screen corresponds to the data to be nullified. 
This information indicating the nullification may be a flag or 
dummy data representing the nullification. 
0049 Moreover, the data to be nullified is, for example, 
data on the details of the operation of a game player when 
he selects a customized character on a Screen for Selecting a 
game character. The data on the details of the operation is, 
for example, the data on the operations of a controller or a 
pad. 
0050 Preferably, each of the plurality of client systems 
comprises a means for presenting a Screen, as a game 
character Selection Screen, including a first button for Select 
ing a common character previously Stored in the plurality of 
client Systems, and a Second button for shifting to a mode for 
Selecting an uncommon customized character which can be 
Stored by a memory device attachable to a desired client 
System, and the data to be nullified is data representing the 
operation State when the Second button is Selected. 
0051. Also preferably, the nullification processing means 
is the processing to read and nullify the data to be nullified 
by causing the data to be in a non-display State. 
0.052 A system provided as still another embodiment of 
this invention is the System capable of Sending and receiving 
data on a game in real time through the game Server System 
between Such client Systems of the plurality of client SyS 
tems, who have already decided their competitors, and the 
System is characterized in that when each of the plurality of 
client Systems watches the game, the client System is capable 
of chatting with other client Systems in the game watching 
State through the game Server System. 
0.053 Preferably, each of the plurality of client systems 
comprises: a Sending means for receiving the content of the 
chat from a game player while watching the game and then 
Sending character String information corresponding to the 
content to the game Server System; and a display means for 
displaying the character String information by Superposing it 
on a game Screen on the monitor when the character String 
information is Sent from the game Server System. The 
display means is, for example, means for displaying the 
character String information in a Semitransparent window 
which is set up on the background of the game Screen on the 
monitor Screen. 

0054) A further embodiment of this invention is a com 
munication game System capable of Sending and receiving 
data on a game in real time through the game Server System 
between Such client Systems of the plurality of client SyS 
tems, which have already decided on their competitors, and 
the System is characterized in that when each of the plurality 
of client Systems watches the game, the client System 
displays an image of a game Space, in which the game is 
performed, being projected from a changeable virtual visual 
point within the game Space. 

BRIEF DESCRIPTION OF THE DRAWINGS 

0.055 FIG. 1 is a system configuration of a communica 
tion game System of this invention. 
0056 FIG. 2 is a hardware block diagram of the com 
munication game System of this invention. 
0057 FIG. 3 is a state transition diagram of the commu 
nication game System of this invention. 
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0058 FIG. 4 is a flow chart of a communication game 
processing method (normal battle mode) according to 
Embodiment 1. 

0059 FIG. 5 is a flow chart of a communication game 
processing method (team battle mode) according to Embodi 
ment 2. 

0060 FIG. 6 is a flow chart of a communication game 
processing method (round-robin battle mode) according to 
Embodiment 3. 

0061 FIG. 7 is a flow chart of a communication game 
processing method (tournament battle mode) according to 
Embodiment 4. 

0062 FIG. 8 is a processing flow chart of a client system 
of this invention. 

0063 FIG. 9 is a sample display of an easy lobby 
strategy window (S01). 
0064 FIG. 10 is a sample display of an expert lobby 
strategy window (S10). 
0065 FIG. 11 is a sample display of a start menu (S11). 
0066 FIG. 12 is a sample display of a forum selection 
menu (S12). 
0067 FIG. 13 is a sample display of a comment regis 
tration (S14). 
0068 FIG. 14 is a sample display of a battle situation 
reporting window (S20). 
0069 FIG. 15 is a sample display of a list of connected 
players (S21). 
0070 FIG. 16 is a sample display of a normal strategy 
forum (S30). 
0071 FIG. 17 is a sample display of a player data 
window (S33). 
0072 FIG. 18 is a sample display of a game rule change 
window (S32). 
0073 FIG. 19 is a sample display of a team battle 
strategy forum window (S40). 
0074 FIG. 20 is a sample display of a player data 
window (S43). 
0075 FIG. 21 is a sample display of a battle schedule 
change window (S43). 
0076 FIG.22 is a sample display of a round-robin battle 
strategy forum (S50). 
0077 FIG. 23 is a sample display of a participating 
members registration window (S52). 
0078 
007.9 FIG. 25 is a sample display of a tournament 
strategy forum (S60). 
0080 FIG. 26 is a sample display of a participating 
members registration window (S62). 
0081 FIG. 27 is a schematic configuration diagram of a 
main game device according to Embodiment 5. 

FIG. 24 is a sample display of a score sheet (S55). 

0082 FIG. 28 is a schematic diagram showing the data 
format configuration. 
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0083 FIG.29 is a flow chart showing the overview of the 
character selection together with FIG. 30. 
0084 FIG.30 is a flow chart showing the overview of the 
character selection together with FIG. 29. 
0085 FIG.31 is a flow chart showing the overview of the 
character Selection processing routine. 
0.086 FIG. 32 is a diagram showing an initial screen of 
the character Selection. 

0.087 FIG. 33 is a diagram showing a customization 
mode Selection Screen at the time of the character Selection. 

0088 FIG. 34 is a diagram illustrating a game screen for 
a competitor. 
0089 FIG. 35 is a diagram illustrating a game screen for 
an audience. 

DETAILED DESCRIPTION OF THE 
PREFERRED EMBODIMENTS 

0090 The preferred embodiments of this invention are 
hereinafter explained with reference to the attached draw 
ings. 

0091 (Embodiment 1) 
0092 Embodiment 1 of this invention relates to a com 
munication game System in which client Systems form a 
battle group, a battle combination is determined from the 
client systems belonging to the same battle group, and the 
winner, loser, or both fixed players, or either one of the fixed 
players continues to battle with the other client Systems. 
0.093 FIG. 1 is a system diagram of a communication 
game System of this invention. 
0094. The communication game system is configured, as 
shown in FIG. 1, in such a way that a plurality of client 
Systems 1 are connected to a game Server System 2 and a 
WWW server system 3 through a line network 4. 
0.095 Each client system 1 has a configuration as a game 
device with So-called communication functions and is con 
figured in Such a way that a main game device 10, a control 
pad 11, and a monitor 12 are interconnected. 
0096. The control pad 11 provides the main game device 
with operation signals output by the operations of each 
player. The main game device 10 has configurations as a 
computer device capable of conducting communications by 
including, for example, a CPU, a memory, a CD-ROM drive, 
a modem, an image-generating circuit, and an audio-gener 
ating circuit. The main game device 10 can read data from 
recording media Such as CD-ROM'S and operates as a client 
System of the communication game System by running a 
game program read from the recording medium. The main 
game device 10 proceeds the game processing based on the 
operation signals from the control pad 11 and connects to the 
game Server System 2 via the line network 4 through a 
built-in modem when the communication game is specified 
by the player. AS long as the game program recorded on the 
recording medium can perform communication game func 
tions, there is no restriction on the contents of the game. 
However, it is preferable that the game be programmed as a 
battle type game in which the player battles with another 
player and a winner and a loser are then decided. Moreover, 
the main game device 10 is designed to output image Signals 
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and audio signals as a result of the game processing. The 
monitor 12 is configured So as to provide the player with 
images and Sounds corresponding to the image Signals and 
audio signals from the main game device 10. 

0097. The game server system 2 comprises a game server 
20 and a storage area 21. 

0098. The game server 20 comprises configurations as a 
general-purpose high-performance computer device by 
including, for example, a CPU, a memory, a hard disk, and 
a communication device. The game Server 20 runs programs 
compatible with the game processing method of this inven 
tion to operate as a game Server System that controls the 
communication game System. Namely, it controls the client 
System 1 which is connected to the acceSS point of a game 
network 40. The storage area 21 is the game server 20 itself 
or the area accessible by the game Server 20 and is the area 
capable of Storing as files the databaseS required to operate 
the communication game System. 

0099. The line network 4 is a normal public or private 
line to form a WAN Such as the game network 40 and the 
Internet 41. 

0100. The game network 40 is a network provided to 
operate the communication game System. For example, it is 
a dedicated network composed of the game Server System 2 
and each client System 1 by connecting the client Systems 1 
to particular access points controlled by the game System 2. 
However, it does not have to be such a PPP connection, but 
it may have the connection configuration via the Internet 
where the client Systems access the game Server from any 
connection point. There is no restriction on protocols to be 
used, but general-purpose protocols such as TCP/IP may be 
used in consideration of the cases where the client Systems 
1 use WWW features of the Internet, and where the client 
Systems 1 are designed to achieve general versatility. 

0101 The Internet 41 is a WAN to which any number of 
computer devices can connect, where file browsing, e-mail, 
and file transfer can be performed by using various kinds of 
commands defined by TCP/IP protocols. In particular, it uses 
the WWW feature of the Internet in this embodiment. 

0102) The WWW server system 3 comprises a WWW 
server 30 and an HTML (hyper-text format) storage area 31. 
0103) The WWW server 30 has configurations as a gen 
eral-purpose high-performance computer and is given a 
network address on the Internet 41, and is configured to 
enable browsing hypertext files stored in the HTML storage 
area 31 by Specifying the particular network address from a 
computer connected to the Internet 41. The HTML storage 
area 31 is a storage area controlled by the WWW server 30 
and stores in a given directory the HTML files created by the 
WWW server 30 or transferred by the game server system 
2 in order to display the results of the communication game. 
The purpose of this WWW server is to inform battle 
histories, but the server does not have to be the Internet 
Server, and a dedicated Server may be provided to which the 
files recording the battle histories can be uploaded and the 
client Systems can connect and browse. 

0104 FIG. 2 is a detailed feature block diagram of this 
communication game System. In each of the client Systems 
1 (A and B), a processor 100 and a communication device 
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101 belong to the main game device 10. An output data 
generator 102 and a control pad 11 belong to the control pad 
11. 

0105 The processor 100 is a computing part which has a 
CPU as its central part and runs game programs. The 
processor 100 recognizes the operating Signals from an 
operating device 110, outputs vibration Signals to a vibration 
generating means 111, controls communications conducted 
by the communication device 101, and controls the output 
data generator 102. The communication device 101 is, for 
example, a modem or a terminal adapter and intermediates 
data transmissions between the game network 40 or the 
Internet 41 and the processor 100. The operating device 110 
comprises the operating functions necessary to operate a 
game, Such as operation buttons and a croSS key. The 
Vibration generating means 111 can make the player who is 
operating the control pad 11 perceive the vibrations corre 
sponding to the vibration signals of a given frequency by 
means of, for example, inverse piezoelectric effects of 
piezoelectric elements. 
0106. In the game server system 2, a processor 200 and 
a communication device 201 belong to the game server 20. 
The storage area 21 Stores a user database (hereinafter 
abbreviated as “DB”) 21, an easy lobby DB 211, an expert 
lobby DB 212, a normal DB 213, a team battle DB 214, a 
round-robin DB 215, and a tournament DB 216. 

0107 The user DB210 stores personal information of a 
player who is allowed to use the communication game 
System, Such as a unique control number of each main game 
device 10, the player's address and contact as well as the 
player's personal battle history, winning average, registered 
comments, ranks, and character information. 

0108). The easy lobby DB211 stores index information of 
an easy lobby, i.e., an easy battle mode. For example, battle 
combinations, dates and times, and chat information in the 
easy lobby are recorded. 

0109) The expert DB 212 stores index information of an 
expert lobby, i.e., an expert battle mode. For example, the 
name of each battle group (Strategy name), the number of 
participants, a battle type, link information to DB 213 
through DB 216, and chart information in the expert lobby. 

0110. In the normal DB213, the team battle DB214, the 
round-robin DB 215, and the tournament DB 216, battle 
group information of each battle type is recorded. For 
example, the following information is recorded: the name of 
the battle group (strategy name), the number of participants, 
the number of battles, Starting and finishing times of each 
Strategy, member names (with ID's), ranks of each member, 
game rules, information of the determined combinations, 
battle histories, and chart information of the battle groups. 

0111. These databases can be cross-referenced and their 
relationships are set up So that all information can be read by 
key data. 
0112 The processor 200 is a computer part which con 
trols the communication game System, and performs the 
battle control of the client system determined by the pro 
gram by referring to each of the databases 210 through 216 
and by controlling the communication device 201. In par 
ticular, this embodiment uses the databases 210 through 212 
common to the respective embodiments described later and 
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the normal database 213. The communication device 201 
controls the access points on the game network 40 and 
intermediates data transmissions between each client System 
1 and the communication system 200. 
0113 (Actions of the Client System) 
0114. The actions of this embodiment are hereinafter 
described. The basic action of individual client systems 1 is 
first explained with reference to FIG. 8. 
0115 Each client system 1 uses distinctively an indepen 
dent mode where the game processing proceeds based on the 
operating Signals generated by the program and the player, 
and a communication mode where the game processing 
mainly proceeds based on commands provided through 
communications. 

0116. In either operating mode, the main game device 10 
interprets the operating Signals from the control pad 11 and 
moves characters (operable segments or models) on the 
game Screen. The above-mentioned two modes are different 
in that in the independent mode, the movements of a 
competitor's character in the game are determined by the 
program, while in the communication mode Such move 
ments are determined by commands Sent from the client 
System 1 which has become a battle competitor via the game 
network 40. In the communication mode, the main game 
device 10 changes the operating Signals into commands and 
sends them out to the game network 40. 
0117 Specifically, as shown in FIG. 8, the main game 
device 10 reads operating signals (S501) and verifies 
whether the details of the operation indicate the start of 
communications (S502). If it is not the start of communi 
cations (S502:NO), it is in the independent mode and the 
processing then proceeds as the normal game device (S503). 
0118. On the other hand, if the operating signals indicate 
the start of communications (S502:YES), the main game 
device 10 performs general procedures to establish connec 
tions to be in the communication mode. That is, the main 
game device 10 Selects and calls a pre-registered Server, and 
after the connection, the main game device 10 Sends nec 
essary information Such as a handle name, ID, and password 
(S504). If it fails to be connected, the processor handles it as 
a normal error, displays an error message, and returns to the 
original State. 

0119) After the connection is established, the main game 
device 10 displays the main menu (S505). When the start of 
the game is indicated by the player, the main game device 10 
then performs a permanent loop processing not to return to 
the original State unless any Special operation Such as an 
escape is performed. In other words, if the operating Signals 
are provided (S506:YES), the main game device 10 reads 
the operating Signals (S508) and changes them into a com 
mand according to predetermined command rules and sends 
it to the game network 40 (S509). If the command is sent 
from the game network 40 (S510:YES), the main game 
device 10 reads the command (S511) and proceeds to an 
interpretation routine. 

0120 Namely, if the command indicates the display of an 
easy lobby strategy window (S512:YES), the main game 
device displays a basic screen (see FIG. 9) of the easy lobby 
strategy window (S.513). In the same way, if the command 
indicates the display of an expert lobby Strategy window 
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(S514:YES), the main game device 10 displays a basic 
screen of the expert lobby strategy window (S.513). The 
expert lobby Strategy window includes various window 
displays (FIGS. 11 through 26) in addition to the basic 
screen (see FIG. 10 etc.). These basic screens are displayed 
based on the image data Saved in the client System. However, 
the game Server System 2 may be configured in Such a 
manner that it stores hypertext files for displaying these 
Strategy windows, provides the client System with these files 
as necessary, and displays them according to the browser 
functions for browsing hypertexts. 

0121) If the command indicates the transition to the battle 
mode (S516:YES), the main game device 10 uses image data 
in the client System instead of these image displays to 
perform the battle processing (S518). 
0122) If the client system 1 is allocated to the battle 
mode, the main game device 10 moves its own character 
according to the operating Signals and changes the position 
and Status of a competitor's character according to the 
operational commands provided by the game network 40. 
The allocation of the operational commands can be deter 
mined arbitrarily for each game. These processings enable 
game battles as if a player is battling with another player by 
connecting two control pads 11 to one game device. 
0123. If the client system 1 is allocated to the game 
watching mode, the main game device 10 moves both 
characters and changes their display Status on the basis of the 
operational commands provided by the game network 40. 
This processing enables players to watch the game in the 
Same manner as friends who cheer on those friends who are 
playing a game at an amusement arcade. 
0.124. If chat information is sent as a command, the main 
game device 10 displayS character Strings on the Screen of 
the monitor 12 based on the chat information (S519). If a 
command for Vibrations is sent, the main game device 
causes the vibration generating means 111 of the control pad 
11 to vibrate. 

0.125 The procedures by which a player challenges 
another player the battle in the easy battle mode (easy lobby) 
are hereinafter described with reference to FIG. 2. These 
procedures for the easy battle mode are almost the same for 
the expert battle mode (expert lobby), which will be 
described later. 

0126. As shown in FIG.2, with the client systems 1A and 
1B being connected, the game Server 20 monitors the client 
Systems 1 that are being connected at that time and Stores the 
ID's of those client systems and the number of connected 
users in the easy lobby DB 211. The game server displays 
the easy lobby strategy window as shown in FIG. 9 at the 
client System entering the easy battle mode. In this window, 
a battle fighter list shows the names of the connected users, 
their status, and the total number of the connected users 
based on the connected user data that the game Server 20 has 
sent by searching the easy lobby DB 212. 
0127. If the cursor is on the battle fighter list on the basis 
of the operating Signals, the client System 1A Sends Selection 
information of this cursor to the game server 20 (via route 
O). The game server 20 reads the battle history of this 
player from the user DB211 (via route (5) and returns it to 
the client system 1A (via route (2)). The client system 1A 
displays it as battle fighter information. When the player of 
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the client System 1A operates the control pad 11 to apply for 
a battle (CD), the game Server 20 Sends the application to the 
client system 1B (via route (3)). In response to it, the player 
of the client System 1B answers whether or not he accepts 
the battle (via route (G). 
0128. When the answer shows the rejection of the appli 
cation, the game Server 20 Sends the rejection to the client 
System 1A (CD). The player of the client System 1A Searches 
for another client System and applies for a battle again. 
0129. On the other hand, if the answer from the client 
System 1B shows an acceptance of the application, the game 
Server 20 Sends the acceptance to the client System 1A (CD) 
and sends both client Systems a command to proceed to the 
battle mode (CD and (3). The client systems 1A and 1B 
proceed to the battle mode and then Send each other com 
mands by their own operations (via route (6)). The game 
Server System 2 intermediates the Sending and receiving of 
commands in the battle mode, but Such a configuration may 
be adopted that the commands are Sent and received by 
directly Specifying the network address of the other party. 
Almost the same communication procedures are used for the 
expert battle mode (expert lobby). 
0130 (Overall Actions) 
0131 The sequences of individual client systems and the 
game Server System have been described above, but this 
invention is characterized by its overall battle management 
positioned on top of these individual Sequences. This is 
described mainly by referring to the Status transition dia 
gram of FIG. 3. This figure shows the status of individual 
client Systems 1 which changes under the management of 
the game Server System 2. This figure is common to the 
embodiments described later. 

0.132. In this invention, when any of the client systems 
request a battle, the game Server System 2 is designed to 
select and perform either the easy battle mode (easy lobby) 
in which any one of the client Systems is Selected to battle 
or the expert battle mode (expert lobby) in which the client 
System 1 belongs to any of the battle groups and fights 
battles in each battle group. 
0133. In the easy battle mode, as described above, the 
game Server 20 displays the main menu on the client Systems 
1 with which communication has been established (S00), 
and when the easy lobby is selected, the game server 20 
displays the easy lobby Strategy menu which is the basic 
screen for the easy battle (S01:FIG. 9). When the battle is 
accepted, the game Server 20 causes the fighting client 
systems 1 to be in the battle mode (S02). 
0134) The client system 1 displays the start menu when a 
start button is pressed on the control pad 11 (S03). When the 
expert lobby is Selected from this start menu or the main 
menu, the game Server 20 displays the expert lobby Strategy 
window which is the basic screen for the expert battle (S10). 
0.135 Since the expert lobby requires more playing expe 
rience, it is preferable that the client System 1 be configured 
so as to start with the easy lobby when it is connected for the 
first time. After that, the player should be able to select either 
battle mode freely. 
0.136. As shown in FIG. 10, as the expert lobby strategy 
menu, a title window W1, a chat window W2, and a strategy 
name list W3 are displayed. The title window W1 is a 
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display field of the battle mode. The chat window W2 
displayS character Strings W21 chronologically which are 
based on the chat information that has been sent from the 
client systems 1 entering the expert battle mode. When the 
chat information is sent, the game Server 20 Stores the chat 
information in the expert lobby DB 212 together with the 
name of the sender and displays the chat window W2 based 
on Such chat information. The chat window W2 displays a 
pseudo keyboard W22 for entering character Strings. The 
strategy name list W3 is a list of battle groups displayed by 
the game Server 20 with reference to the group information 
stored in the expert lobby DB 212. This strategy name list 
W3 is a list of the battle group units, unlike the list of 
connected users that are shown by client System in the easy 
lobby strategy window (FIG. 9). Specifically, a plurality of 
battle groups, each of which consists of the Strategy name, 
the number of participants, and the battle mode, are dis 
played. It is preferable that whether the groups are in battle 
or not can be shown in the list by using a lamp display or the 
like. 

0.137 When the player operates the start button of the 
control pad 11, the client System 1 is designed to display the 
Start menu M1 corresponding to the mode at that time 
(S11:FIG. 11). 
0.138. When “create a forum' is selected in the start menu 
M1, the game server 20 further displays a menu M2 from 
which a battle mode is selected (S12: FIG. 12). When any 
one of the battle modes is Selected from this menu, a new 
battle group is formed corresponding to the battle mode and 
its “strategy forum' is displayed (S13). 
0.139. When more than one client system 1 participate in 
the “strategy forum' formed in the selected battle mode after 
new registration (S30, S40, S50, S60), one battle group is 
formed. The Strategy forum or the battle group is formed as 
described in this Embodiment if “normal” is selected in the 
menu M2. The strategy forum or the battle group is formed 
as described in Embodiment 2 if “team battle' is selected. 
The Strategy forum or the battle group is formed as described 
in Embodiment 3 if “round-robin' is selected. The strategy 
forum or the battle group is formed as described in Embodi 
ment 4 if "tournament' is selected. 

0140. In the forum creating processing (S13), the client 
System 1 which requests a new registration can determine 
arbitrary game rules. Only this client System which has 
newly registered can change the game rules of this Strategy 
forum and Starts battles of the battle group. The client System 
which has newly registered and Started the “strategy forum’ 
is hereinafter called a “host”. The group information for 
recording the necessary information Such as the game rules 
related to this battle mode and the participating members is 
registered in the corresponding databases 212 through 216 
by the game Server 20. Each time a new participating 
member registers or changes the game rules, the game Server 
20 changes and updates the group information. 
0141 When “comment registration” is selected from the 
Start menu M1, the game Server 20 displays a comment 
registration window W4 (S14:FIG. 13). This window W4 
includes: a comment field W41 where a player enters 
Self-introduction Sentences which he wants to be displayed 
when his personal information is referred to by other client 
Systems 1; a quick message field W42 where the player 
registers according to operation buttons of the control pad 11 
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the letters that he wants to provide the other client systems 
in the same battle group watching the battle in the battle 
mode; and a software keyboard W43 for entering character 
Strings. When the player enters any letters in these fields, the 
game server 20 stores them in the user DB210 correspond 
ing to the operation buttons. The character String informa 
tion for displaying these comments are transferred to each 
client system 1 by the game 20 in advance. The database 
Stores associating information which associates each com 
ment with the operational commands. The game Server 20 
watches for operational commands on the game network 40 
and when it receives operational commands, it reads the 
asSociating information from the database and Sends it to 
each client System 1. Each client System 1 displays the 
character String information corresponding to the associat 
ing information on the Screen. 
0142. When “change the chat channel' is selected in the 
Start menu M1, the game Server 20 changes the chat channel 
from a common chat channel for the expert battle mode to 
the battle group's own chat channel. Specifically, the Server 
20 switches the database for reading the chat information 
between the chart DB211 and other databases 213 through 
216. 

0143. When “send a message” is selected from the start 
menu M1, the game server 20 stores in the database the chat 
information provided by the client system in the selected 
chat channel and Supplies the chat information to the other 
client Systems 1 that are being connected. 

0144) When “look for other members” is selected from 
the start menu M1, the game server 20 displays the battle 
groups that were not displayed in the Strategy name list W3. 
When “change the main Virtualoid” is selected from the 
menu, the game Server 20 makes it possible to change the 
characters adapted to each client System 1 and updates the 
user DB 210 with the changed contents. When “go to the 
easy lobby' is Selected, the game Server 20 causes the client 
system 1 to proceed to the status S01. When “exit from the 
network” is selected, the game server 20 sends the client 
System 1 a command to proceed from the communication 
mode to the independent mode and the client System 1 then 
exits from the game network. 
0145. In the expert lobby strategy window (S20:FIG. 
10), when the player places the cursor on the strategy name 
list W3, the strategy name information selected by the cursor 
is Supplied as a command to the game Server 20. The game 
server 20 searches the expert lobby DB 212 based on this 
Strategy name information, Specifies the databaseS 213 
through 216 which store the relevant battle group, and then 
reads its detailed information and returns it to the client 
system 1. Accordingly, a battle situation window W5 is 
displayed (S20:FIG. 14). 
0146 The window W5 displays a battle mode W51, the 
number of participants in the battle group W52, a battle type 
display of either an actual battle or a simulation battle W53, 
a strategy start time at which this battle group was formed 
W54, the status W55 which specifies the game rules, and 
participating members W56. 
0147 Each player has its rank determined and registered 
depending on the battle history stored in the user DB 210. 
The rank is assigned to the members. Participating members 
maybe displayed according to the order of the ranks, because 
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it can motivate the players to level up to higher ranks. On the 
contrary, Some playerS feel that Such a way of playing the 
game is hard-hearted if the ranks always affect the battles. 
For those player who feel this way, the player who has newly 
Set up a battle group can Select at his option either the “actual 
battle” in which the ranks are applied or the “simulation 
battle' in which the ranks are not considered. 

0.148. The game server 20 monitors the connection status 
of each participating member and displays the Status next to 
each member name. For example, the status of “in battle' is 
displayed for players in battle, the Status of “watching” is 
displayed for players watching the battle, and the Status of 
“waiting” is displayed for players browsing the expert lobby 
Strategy window. 
0149 If the player performs given operations while the 
Strategy situation reporting window W5 is being displayed, 
the game Server 20 reads personal information on all the 
client Systems 1 being connected regardless of the battle 
groups from the user DB210 and displays a list of connected 
users W6. It also displays the total number of connected 
users (S21:FIG. 15). If any one of the connected users is 
Selected by a cursor in a list of connected users, the game 
server 20 further reads the personal information of the client 
System 1 corresponding to the connected user from the user 
DB and displays it in a player data window W7. The window 
W7 displays the name of the connected user W71, the score 
of the day W72, a rank mark corresponding to the rank W73, 
the display of the character being adopted by the client 
system 1 to be used in the battle game W74, comments W75 
registered in S14, and the present status W76 of the client 
System 1. When a given operation (for example, pressing an 
L button or an R button) is performed in this condition, the 
total Score of the client System 1 is displayed based on the 
user DB 210. Also, when another operation (for example, 
pressing an Abutton) is performed, a message is sent to the 
client System 1 that has been Selected. 
0150. If the player performs a given operation (for 
example, pressing the A button) in the battle situation 
reporting window W5 (S20:FIG. 14), the client system 1 
that has conducted this operation is registered as having 
newly participated in this battle group. Namely, the game 
server 20 determines that the client system 1 has requested 
to participate in the Selected battle group and registers this 
client System 1 with this battle group as a new participant 
(S30). The game server 20 newly associates the personal 
information of the client System 1 that requested the par 
ticipation with the group information of the battle group. 

0151. For new entries (S30), authorization processing 
may be conducted in Such a way that a password is set up for 
each battle group and participants cannot participate in the 
battle group without entering the password. In other words, 
when there is a new request to participate in the battle group, 
the game Server 20 requires the client System 1 wishing to 
participate to enter the password and allows it to participate 
in the battle group only when the correct password is 
entered. 

0152 (Normal Strategy Forum) 
0153. The battle management of the battle group for 
which “normal” has been set up as the battle mode is 
described below. The “normal’ battle mode is a battle 
performed according to Such game rules that when a battle 
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is over, the winner, loser, both fixed client Systems, or either 
one of the fixed client Systems continues to fight a battle with 
another client System. 
0154 FIG. 16 shows an example of a screen display 
Supplied to the client Systems 1 participating in the “normal' 
battle mode. This “strategy forum', i.e., the lobby strategy 
window for a specific battle group, is provided to only the 
player (host) who started the battle group or the players who 
participate in the battle group afterwards. The game Server 
20 makes each display by reading the corresponding record 
from the normal DB 213. 

0155. In the title window W1, “normal” is displayed, 
which is the mode for this battle mode. Under Such title, the 
status window W11 indicating whether it is in battle or not, 
the strategy name W12 which is the name of this battle 
group, the number of participants W13, the number of 
battles W14 fought by this battle group in the past, and 
Strategy continuation time W15, which includes the Strategy 
Start time when the battle group started and the elapsed time 
are displayed. The chart window W2 displays the character 
strings W21 based on the chat information and the software 
keyboard W22. In this window, only the members partici 
pating in this battle group can read and write chat informa 
tion. 

0156. A member list W8 displays a list of members with 
their ranks. Whether each client system 1 is in battle, 
watching the game, or referring to the lobby is indicated in 
different colors. At the beginning of the name of the player 
who created this battle group, an icon is attached which 
indicates that he is the host. 

O157. A game rule window W9 displays the game rules 
that the host determined in S13. The “first battle' displays 
the names of the players who are Scheduled to fight a battle 
first. The “battle type' displays whether it is the actual battle 
mode in which the ranks are considered or the Simulation 
battle mode in which the ranks are not considered. When the 
actual battle mode is Set, the number of Seconds, the number 
of Sets, and the Stage are Set to fixed values and the battle 
results are reflected on the change of the ranks. The “number 
of seconds' shows the length of time allocated to one battle. 
The “number of sets” shows the number of set matches per 
battle. The “Stage' shows the game Stage used for the battle. 
The “change upon termination” shows the rules of how to 
determine the next combination when a battle is over. 

0158 Depending on the settings of “change upon termi 
nation', the order of the battles changes greatly, thereby 
making it possible to show the uniqueness of this battle 
group. If this is set to “fixed', battles are repeated between 
the clients that are determined as the first combination. If 
this is set at “DNA fixed”, the client systems on the RNA 
Side change regardless of the battle results. If this is Set to 
“RNA fixed”, the client systems on the DNA side change 
regardless of the battle results. If this is set to “win and exit”, 
the client system which has won the battle is replaced by 
another client system. If this is set to “lose and exit”, the 
client system which has lost the battle is replaced by another 
client System. It is designed to Set up the “lose and-exit' as 
default. 

0159. In status S30, when the player moves the cursor to 
any one of the members that are being displayed in the 
member list W8, the game server 20 reads the personal 
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information corresponding to the member from the user DB 
and displays it in a player data window W7 (S33:FIG. 17). 
This window is the same as the player data window in FIG. 
15. 

0160 In status S30, only when the player of the host 
client System 1 presses the Start button of the control pad 11, 
the start menu similar to that as shown in FIG. 11 is 
displayed. However, it is different in that the start menu M1 
has the additional items of “start the game' and “change the 
game rules”. 

0.161. Only the host client system 1 is authorized to 
change the game rules. If the host player Selects “change the 
game rules', the game Server 20 proceeds to the game rule 
change status (S32) and displays a game rule change win 
dow W10, as shown in FIG. 17, at the host client system 1. 
The change window of “first battle DNA” is shown as an 
example in FIG. 17 here. If the player operates the control 
pad 11 according to the messages, the game Server 20 
changes the combination of the “first battle” according to the 
operation and updates the normal DB 213. The fighting 
members are changed to those who are Selected by the player 
from the member list W8 with the cursor. The battle form, 
the number of seconds, the number of sets, the number of 
Stages, respective numerical values at the change upon 
termination, and the rules are also decided by Selection. 

0162) If the player of the host client system 1 selects 
“Start the game” from the start menu, the game server 20 
causes each client System 1 to proceed to the battle mode 
(S34). 
0163 Detailed actions in the normal battle mode are 
described based on FIG. 4. 

0164. The game server 20 sends a command to proceed 
to the battle mode to the client Systems 1 that are set up as 
the combination of the “first battle,” and a command to 
proceed to the game watching mode to the other client 
systems 1 (S100). 
0.165 Subsequently, the game server 20 causes the client 
Systems entering the battle mode to designate characters to 
be displayed in the battle. The characters are Selected, for 
example, from a plurality of candidates. If the player Speci 
fies the predetermined key operations Such as an escape key 
at the time of Setting up the communication character 
(S201:YES), it is possible to exit from the permanent loop 
and to return to the expert lobby. 

0166 If the setting of the communication characters is 
over (S103:YES), the game server sends a command to start 
a battle to the client Systems 1 that are set up as the first 
combination (S104). 
0167 At the client systems 1 entering the battle mode 
according to this command, the main game body 10 displayS 
game battle images, move its own character according to the 
operational Signals from the control pad 11, and sends the 
data (operational command) for the battle to the game 
network 40. If the operational commands of a competitor's 
character is Sent from the game network 40, the processing 
is conducted to move the competitor's characters according 
to the operational commands. The game Server 20 interme 
diates the Sending and receiving of Such operational com 
mands. 
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0.168. At the client systems 1 entering the game watching 
mode, game images Similar to the client Systems 1 entering 
the battle mode are displayed based on the operational 
commands Sent from the client Systems 1 entering the battle 
mode. However, at the client Systems 1 in the game watch 
ing mode, although the characters fighting the battle are 
displayed on the game Screen, their movements are not 
affected by the operations of the control pad 11 by the 
players. The battle processing continues until the battle by 
the combination is over (S105:NO). 
0169. During the battle, the game server 20 refers to the 
user DB 210, reads message information assigned to the 
operations indicated by the operational commands regis 
tered in the Status S14, and Sends it to each client System 1. 
Also, during the battle, when chat information entered by the 
operation of the software keyboard is sent from one of the 
client Systems 1 in the game watching mode, the game 
server 20 sends this chat information to each client system 
1. Each client System 1 displayS character Strings of quick 
messages or chats registered at the given positions on the 
battle game Screen displayed on each client System (FIG. 
8:S519). 
0170 If the operational command sent by either of the 
client Systems 1 is a particular command to defeat the 
competitor's character, the game Server 20 Sends each client 
System 1 a command to generate vibrations. When each 
client System 1 receives this command to generate vibra 
tions, the vibration causing means 111 is caused to generate 
vibrations (FIG. 8:S520). This allows the operating players 
and the members watching the game to feel the excitement 
as if they were in a real battle. 

0171 When the battle is over (S105:YES), unless all the 
battles are over (S106:NO), the game server 20 reads the 
information of the game rules from the normal DB 213 
(S107). 
0172 If the game rules (to be changed upon termination) 
is set to “fixed” (S108:YES), battles are repeated with the 
Same members. The game Server 20 makes inquiries to the 
client Systems 1 by asking questions like "Do you want to 
fight battles with the same settings?” Only when both client 
systems 1 affirm such inquiries (S109:YES), battles with the 
same combination are repeated (S104 through S108). If at 
least either one of them does not affirm the inquiries 
(S109:NO), the processing proceeds to the setting of the 
communication characters (S101). If the player conducts a 
particular key operation, the game Server 20 causes the client 
system 1 to return to the strategy forum (status S30). 
0.173) If the game rule is set to the condition other than 
“fixed” (S107:NO), as long as the client systems 1 which are 
expected to remain according the game rules affirm the 
inquiries about the continuation of the game from the game 
server 20 (S10:YES), the battle procedure with the new 
combinations are repeated (S104 through S110). The game 
Server 20 causes the client Systems 1 to get out of the game 
to proceed to the game watching mode and causes the next 
client systems 1 to proceed to the battle mode (S111). 
0.174 For example, if the game rules are set forth as 
“DNA fixed”, the game server 20 causes the client system on 
the RNA side to proceed to the game watching mode and 
causes any one of the client Systems in the game watching 
mode to proceed to the battle mode. If the game rules are Set 
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forth as “RNA fixed”, the game server 20 causes the client 
Systems on the DNA side to proceed to the game watching 
mode and causes any one of the client Systems in the game 
watching mode to proceed to the battle mode. If the game 
rules are set as “win and exit”, the game Server 20 causes the 
winning client System to proceed to the game watching 
mode and causes any one of the client Systems in the game 
watching mode to proceed to the battle mode. If the game 
rules are Set as “lose and exit”, the game Server 20 causes the 
losing client System to proceed to the game watching mode 
and causes any one of the client Systems in the game 
watching mode to proceed to the battle mode. It is designed 
to set the rule of “lose and exit' as a default. 

0.175. If the client system 1 to remain refuses to continue 
battling (S110:NO), the game server 20 causes the respec 
tive client systems 1 to proceed to the strategy forum (S30). 
Moreover, if the client system 1 to be the next competitor 
returns to the Strategy forum when Setting the communica 
tion character, the game Server 20 causes the following client 
System 1 to proceed to the battle mode. 

0176). If the battle of the last combination is over (S105: 
YES), all the battles are over (S106:YES), and the game 
server 20 then causes all the client systems 1 to return to the 
strategy forum (status S30). 
0177. At that time, the game server 20 judges the ranks. 
In other words, if the battle type is set as the “actual battle', 
the game Server 20 judges the ranks of the battle group 
members based on the battle results. For example, the 
judgement is conducted by raising, by one rank, the rank of 
the client System 1 which has reached the predetermined 
number of games won and by lowering, by one rank, the 
rank of the client System 1 which has reached the predeter 
mined number of games lost. If there is a client System that 
has not connected to the game network for a certain period 
of time, its rank is lowered by one rank. The game server 20 
updates the battle history information in the personal infor 
mation of the client system 1 of which rank has been 
changed. 

0.178 When any change of rank takes place, the game 
server 20 displays a window in the strategy forum in the 
display form of an “official announcement” to the effect that 
there has been a change of the rank. Moreover, if any change 
of rank takes place, the game Server 20 creates a file for 
displaying the battle history based on the battle history 
information of the user DB210 and transfers it to the storage 
area of the WWW server system. In other words, the game 
server 20 creates a hypertext file for displaying the battle 
history, connects to the Internet, and then transferS the file to 
the HTML storage area 31 of the WWW server 30 by 
utilizing an ftp command or the like. This allows the battle 
history to be Stored in the State readable by a computer. 
Regarding the file for displaying the battle history, it is 
preferable that the Setting be made to periodically cause the 
game server 20 to create the file by searching the user DB 
210 and to transfer the file. 

0179 Embodiment 1 has the following advantages: 

0180 (1) Since this embodiment enables the selec 
tion of either the simple easy lobby or the expert 
lobby for expert users, it is possible to provide 
appropriate game environments for both beginners 
and expert players. 
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0181 (2) Since this embodiment is designed so that 
the game Starts with the easy lobby, it is possible to 
prevent players without enough knowledge from 
entering the expert lobby and becoming confused or 
from bothering other players. 

0182 (3) Since this embodiment is designed to 
allow the Selection of a necessary menu at the Start 
menu, the operation is simple and easy to become 
familiar with. 

0183 (4) Since this embodiment is designed to set 
up Self-introduction comments for each player and to 
display them on the other player's System, the other 
player can easily become aware of the competitor's 
character, etc. 

0184 (5) Since this embodiment is configured in 
Such a way that quick messages Such as hoys to be 
displayed upon operations are displayed on the other 
Systems in response to the operation buttons, it is 
possible to have more realistic communications with 
others without placing a burden on the players during 
operations. 

0185 (6) Since this embodiment is configured in 
Such a way that the battle group can be set up in the 
form of a forum with any given rules, it is possible 
to provide the players with a wide variety of player 
dominated ways to play games and a multiplicity of 
options. 

0186 (7) Since this embodiment displays the state 
of the battle group as the menus, other players can 
easily comprehend the present State of the battle 
grOup. 

0187 (8) Since this embodiment is designed to 
display the battle history of each player together with 
the number of winning games and a winning average 
it is possible to easily understand the Strength of each 
member. 

0188 (9) Since this embodiment enables the players 
to chat freely, it is possible to deepen the commu 
nications between the players. 

0189 (10) Since in this embodiment a plurality of 
chat channels are provided at a plurality of levels, it 
is possible to enjoy a wide variety of chatting from 
general chatting to chatting among Specified perSons. 

0190 (11) Since this embodiment enables the play 
ers other than those who are fighting within the battle 
group to watch the game, it is possible to provide an 
entertaining game environment just like in a situation 
where friends are playing and watching battle games 
at amusement arcades. 

0191 (12) Since this embodiment enables the game 
watching players to Send chatting messages to the 
fighting players, it is possible to provide an enter 
taining game environment just like in a situation 
where friends are watching battle games at amuse 
ment arcades. 

0192 (13) Since this embodiment can make new 
battle combinations in various forms, it is possible to 
Set up an entertaining way to make the game advance 
in a style appropriate for users. 
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0193 (14) Since this embodiment can send mes 
Sages to any connected users without limiting to only 
the battle group where they belong, it is possible to 
provide an entertaining communication environ 
ment. 

0194 (Embodiment 2) 
0.195 Embodiment 2 of this invention relates to a com 
munication game System for performing a team battle within 
the battle group. 

0196. The system configuration, hardware configuration, 
overall processing procedures, and the actions of each client 
system are similar to those of FIGS. 1 through 3 and FIG. 
8 of Embodiment 1 and their descriptions and, therefore, the 
descriptions of Such configurations and the like of Embodi 
ment 2 are omitted. 

0197) The “team battle” of this embodiment means a 
battle mode in which one group is divided into two Sub 
groups to compete with each other for a victory. The client 
Systems Selected from both the Subgroups fight a battle, and 
the losing client System as a result of the battle is replaced 
by another client System in the Same Subgroup to battle with 
the winning client System. 

0198 A“team battle strategy forum” (team battle group) 
is created when the host client System 1 Selects the “team 
battle” from the menu M2 of the status S12 of FIG. 3 (FIG. 
12). The client system 1 which creates the “team battle 
strategy forum' determines the battle form, the number of 
Seconds, the number of Sets, the number of Stages upon the 
creation of the forum at the Status S13, in the same manner 
as in Embodiment 1. In particular, the client System 1 which 
creates this forum divides the battle group into two Sub 
groups of DNA and RNA as shown in FIG. 19 and needs to 
create a battle Schedule in which the order of the battles in 
each Subgroup is determined. 

0199 A player of the client system 1 who wishes to 
participate in the “team battle' puts the cursor on the icon of 
the strategy forum in the battle names list W3 where the 
battle mode is indicated as the “team battle” in the expert 
lobby strategy menu (FIG.10). The game server 20 searches 
the expert lobby DB 212 based on the information of this 
battle name, specifies the team battle DB 214 in which the 
battle groups of the “team battle” are stored, reads the 
detailed information, and returns it to the client System 1. 

0200. In the battle situation reporting window W5 (status 
S20), when the player performs a given operation (Such as 
pressing the Abutton), the game server 20 judges that the 
client System 1 has requested to participate in the Selected 
battle group and registers the client System 1 as a new 
participant with this battle group (S40). In other words, the 
team battle DB 214 is updated by associating the personal 
information of the client System 1, which requested the 
participation, with the group information of the battle group. 

0201 FIG. 19 shows a sample screen display which is 
Supplied to the client Systems 1 participating in the “team 
battle” mode. This “strategy forum' is supplied only to the 
client System (host) which created the battle group or those 
who participate in it. The game Server 20 makes each display 
by reading the corresponding record from the team battle 
DB 214. 
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0202) The battle mode “team battle” is shown in the title 
window W1. Under this title, the status display showing 
whether it is in battle or not, the Strategy name which is the 
battle group name, and the number of participants are 
displayed. The chat window W2, the member list W8, and 
the game rule window W9 are similar to those in FIG. 16. 
However, in the game rule window W9, the game rules are 
Set up to replace the losing client System 1 with another 
member of the Subgroup to which the losing client System 1 
belongs and, therefore, there is no Setting of “change upon 
termination”. A battle schedule window W11 displays in a 
name field W111 the members of the two subgroups DNA 
and RNA in the order of the battles. A display field of the 
number of winning games W112 shows the number of 
winning games for each member of the team battle. A 
combination display W113 shows the combinations of 
battles. A results display W114 shows the number of win 
ning games, losing games, and ties for each Subteam. 

0203. In status S40, when the player puts the cursor on 
any one of the members displayed in the member list W8, 
the game Server 20 reads the personal information corre 
sponding to the member from the user DB and displays it in 
the player data window W7 (S43:FIG. 20). This window is 
the same as the player data window in FIG. 15. In status 40, 
only when the player of the host client System 1 presses the 
start button of the control pad 11, the start menu similar to 
that as shown in FIG. 11 is displayed (S41). However, it is 
different in that the start menu M1 has the additional items 
of "start the game' and "change the team battle schedule'. 
0204. Only the host client system 1 is authorized to 
change the game rules. When the player of the host Selects 
“change the team battle schedule”, the game server 20 
proceeds to the Schedule change Status (S42) and displays a 
team battle schedule change window W12 as shown in FIG. 
21 on the host client system 1. In this window, the host client 
System 1 can change the registration of the members 
selected from the member list W8 in arbitrary order in any 
of the subgroups. The battle form, the number of seconds, 
the number of Sets, the number of Stages and the rules are 
also decided by Selection. 
0205 If the player of the host client system 1 selects 
“start the game' in the Start menu, the game Server 20 causes 
each client system 1 to proceed to the battle mode (S44). 
0206 Detailed actions in the team battle mode are here 
inafter described based on FIG. 5. 

0207. The game server 20 sends a command to cause the 
client Systems 1 which are Set as the first combination in the 
battle schedule to proceed to the battle mode, while it sends 
a command to the other client Systems 1 to proceed to the 
game watching mode (S200). If some client systems 1 
participate in the forum later, the game Server 20 causes Such 
client Systems to participate in the team battle in the game 
watching mode. 

0208. The game server 20 causes the client systems 1 
entering the battle mode to designate characters to be 
displayed in the battle (S201). The characters are selected, 
for example, from a plurality of candidates. If the player 
Specifies a particular key operation Such as the escape key at 
the time of the Setting of the communication character 
(S202:YES), it is possible to exit from the permanent loop 
and to return to the expert lobby. 
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0209 When the setting of the communication characters 
is over (S203:YES), the game server sends a command to 
start the battle to the client system 1 which is set up as the 
first combination (S204). The actions of the respective client 
Systems 1 in the battle mode and the game watching mode, 
and of the game server 20 are similar to those in Embodi 
ment 1. 

0210 Until the battle of the first combination is over 
(S205:NO), the battle processing continues. When the battle 
is over (S205:YES), unless the player whose rank is a “team 
leader” in any of the subgroup has lost (S206: NO), the team 
battle continues. In other words, the game Server 20 causes 
the client System that has lost to proceed to the game 
watching mode, and causes a client System ordered in a 
Second position in the Subgroup of the losing client System 
to proceed to the battle mode (S207), and draws a line of the 
combination display W113 between the name of the new 
client System and the name of the winning client System. 
Moreover, the game server 20 increases the number of 
markers in the display of the number of winning games 
W112 of the winning client system. Subsequently, the pro 
ceSS to Set the communication characters and the following 
process (S201 through S207) are repeated. 
0211) If the “team leader” of either subgroup (S206:YES) 
loses, the game Server 20 reports the results of the team 
battle to each client system 1 (S208). The game server 20 
updates the Score display W114 of the Subgroups according 
the battle results. 

0212. In the same way as in Embodiment 1, the game 
server 20 judges the ranks around the time when the battle 
results are displayed. The battle histories are uploaded to the 
WWW server in the same way as in Embodiment 1. 
0213. Accordingly, Embodiment 2 has the effects similar 
to those of Embodiment 1. Also, since Embodiment 2 is 
configured to enable team battles, it is possible to provide 
Such a unique way of playing the game that remote players 
form a team to battle. 

0214) (Embodiment 3) 
0215 Embodiment 3 of this invention relates to a com 
munication System for performing a round-robin battle in the 
battle group. The System configuration, hardware configu 
ration, overall processing procedures, and the actions of 
each client system are similar to those of FIGS. 1 through 
3 and FIG. 8 of Embodiment 1 and their descriptions and, 
therefore, descriptions of Such configurations and the like of 
Embodiment 3 are omitted. 

0216) The “round-robin battle” of this embodiment is a 
battle mode in which a client system battles with all the other 
client system in the same battle group. When a battle of one 
combination is over, the next battle combination is decided 
by Selecting, for each client System, any of the other client 
Systems against whom the former client System has not yet 
fought, and which is not fighting in a battle. 

0217. A “round-robin battle forum” (round-robin battle 
group) is created when the host client System 1 Selects the 
“round-robin in the menu M2 of the status S12 of FIG. 3 
(FIG. 12). The client system 1 that creates the “round-robin 
battle forum' determines the battle form, the number of 
Seconds, the number of Sets, and the number of Stages upon 
the creation of the forum of the status S13 in the same 
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manner as in Embodiment 1. Particularly in this forum, Since 
the game Server 20 causes a plurality of combinations of the 
client Systems 1 to battle Simultaneously, the host client 
System 1 registers the members participating in the round 
robin battle with the list of the participating members from 
the battle group. 
0218. The player of the client system 1 who wishes to 
participate in the “round-robin battle” puts the cursor on the 
icon of the Strategy forum in the Strategy name list W3, 
which indicates the “round-robin battle” as the battle mode 
in the expert lobby strategy menu (FIG. 10). The game 
server 20 searches the expert lobby DB 212 based on the 
Strategy name information, Specifies the round-robin battle 
DB 215 which stores the corresponding battle group of the 
“round-robin battle, reads its detailed information, and 
returns it to the client system 1. In the battle situation 
reporting window W5 (status S20), when the player per 
forms a particular operation (for example pressing the A 
button), the game server 20 judges that the client System 1 
has requested to participate in the battle group being Selected 
and registers the client System 1 as a new participant with the 
battle group (S50). In other words, the round-robin battle 
DB 215 is updated by associating the personal information 
of the client System 1, which requested to participate in the 
battle, with the group information of the battle group. 
0219 FIG. 23 shows a sample screen display which is 
Supplied to the client Systems 1 participating in the "round 
robin battle' battle mode. This “strategy forum' is supplied 
only to the client system (host) which created the battle 
group or those who participate in it. The game Server 20 
makes each display by reading the corresponding record 
from the round-robin battle DB 215. 

0220) The battle mode “round-robin battle” is shown in 
the title window W1. Under this title, the status display 
showing whether it is in battle or not, the Strategy name 
which is the battle group name, and the number of partici 
pants are displayed. The chat window W2, the member list 
W8, and the game rule window W9 are similar to those in 
FIG. 16. However, in the game rule window W9, the game 
rules are set up to battle in the round-robin Style and, 
therefore, there is no Setting of “change upon termination.” 
A participating member window W12 displays a list of the 
battle participating members assigned by the host client 
system 1. A top part W131 of the participating member 
window W13 displays the number of participants in the 
round-robin battle, the starting time of the battle, and the 
finishing time of the battle. A name field W132 shows the 
names of the battle participating members. In a field of the 
number of winning games W133, the number of winning 
games that each member has gained up to the present is 
displayed. In a score field W134, a star mark is given to a 
certain number of the top-ranked participating members 
with excellent Scores. 

0221) The player data window may be displayed as in 
Embodiment 1 and Embodiment 2. 

0222. In status 50, only when the player of the host client 
system 1 presses the start button of the control pad 11, the 
same start menu similar to that as shown in FIG. 11 is 
displayed (S51). However, it is different in that the start 
menu M1 has the additional items of “start the game” and 
“register the participating members in the round-robin 
battle. 



US 2004/O198498A1 

0223) Only the host client system 1 is authorized to 
change the game rules. When the host player Selects "Reg 
ister the participating members in the round-robin battle,” 
the game Server 20 proceeds to the participating member 
registration status (S52) and displays a round-robin battle 
participating members registration window W13 as shown 
in FIG. 23 on the host client system 1. In this window, it is 
possible to change the registration of the members Selected 
by the host client system 1 from the member list W8 by 
registering them with any of the fields in the round-robin 
battle participating member list. The battle form, the number 
of Seconds, the number of Sets, the number of Stages and the 
rules are also decided by Selection. 
0224. If the player of the host client system 1 selects 
"Start the game' in the Start menu, the game Server 20 causes 
each client system 1 to proceed to the battle mode (S54). 
0225 Detailed actions in the round-robin battle mode are 
hereinafter described based on FIG. 6. 

0226. The game server 20 divides the members registered 
as the battle participating members into a plurality of groups 
as appropriate and Sends a command to proceed to the battle 
mode to the client systems 1 (S300). The game server sends 
a command to proceed to the game watching mode to the 
client system 1 that failed to be included in the first battle 
because the number of the participating members is odd, and 
to the other client systems 1. If some client systems 1 
participate in the forum later, the game Server 20 causes Such 
client Systems to participate in the round-robin battle in the 
game Watching mode. 

0227. The game server 20 causes the client systems 1 
entering the battle mode to designate the characters to be 
displayed in the battle (S301). The characters are selected, 
for example, from a plurality of candidates. If the player 
Specifies a particular key operation Such as the escape key at 
the time of the Setting of the communication characters 
(S302:YES), it is possible to exit from the permanent loop 
and to return to the expert lobby. 

0228. When the setting of the communication characters 
is over (S303:YES), the game server sends a command to 
Start the battle to the client Systems 1 which are assigned as 
the first battle combination (S304). The actions of the 
respective client Systems 1 in the battle mode and the game 
watching mode and the game Server 20 are similar to those 
in Embodiment 1. 

0229. Until the battle of the first combination is over 
(S305:NO), the battle processing continues. When the battle 
is over (S305:YES), unless all the battles are over 
(S306:NO), the round-robin battles continue. In other words, 
after the game server 20 records the score of the first battle 
in the field of the number of winning games W133 and the 
score field W134, it causes each client system 1 to battle 
with any participating member which has not yet fought, 
without considering the results of the first battle. There is no 
limitation on the way of deciding the battle combinations. 
The battle combinations maybe decided in the order listed in 
the participant list, but it is desirable that the battle combi 
nations be decided by choosing competitors among those 
who have finished their battles earlier and the next battle be 
started without waiting for the other combinations to finish 
their battles because there would be less time loss. If any 
client system 1 has finished battling with all the other 
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participating members, the game Server 20 Sends Such client 
System a command to proceed to the game watching mode 
(S307). The number of winning games and the score are 
updated every time a battle is over. 
0230. If all the battle participating members have finished 
the round-robin battles (S306:YES), the game server 20 
reports the results of the round-robin battles to each client 
system 1 (S308). The game server 20 displays the win/loss 
results of the participating members in the format of a Score 
sheet W15 as shown in FIG. 24. 

0231. In the same way as in Embodiment 1, the game 
server 20 judges the ranks around the time when the battle 
results are displayed. The battle histories are uploaded to the 
WWW server in the same way as in Embodiment 1. 
0232. Accordingly, Embodiment 3 has the effects similar 
to those of Embodiment 1. Also, since Embodiment 3 is 
configured to enable the round-robin battle, it is possible to 
provide Such a way of playing the game that remote players 
compete with each other to find out the Superiority and 
inferiority of their game operating skills by battling with all 
the players. 

0233 (Embodiment 4) 
0234 Embodiment 4 of this invention relates to a com 
munication System for performing a tournament battle in the 
battle group. The System configuration, hardware configu 
ration, overall processing procedures, and actions of each 
client system in Embodiment 4 are similar to those of FIG. 
1 through FIG. 3 and FIG. 8 of Embodiment 1 and their 
corresponding descriptions and, therefore, the descriptions 
of Such configurations and the like of Embodiment 4 are 
omitted. 

0235. The “tournament battle” of this embodiment is a 
battle mode in which the client systems fight battles in the 
Same battle group in a tournament Style. The game Server 20 
Sets up battle combinations in advance by referring to the 
tournament group information, Starts the battles of Such 
combinations from the bottom level, decides the winning 
client systems of such battles to fight in the next battle 
combinations, and finally chooses one champion. 

0236 A “tournament battle forum” (tournament battle 
group) is created when the host client System 1 Selects the 
“tournament battle' in the menu M2 of the status S12 of 
FIG. 3 (FIG. 12). The client system 1 that creates the 
“tournament battle forum' determines the battle form, the 
number of Seconds, the number of Sets, and the number of 
stages upon the creation of the forum of status S13 in the 
Same manner as in Embodiment 1. Particularly in this forum, 
the host client System 1 Sets up the tournament combinations 
among the battle participating members in the tournament 
battle. 

0237) A player of the client system 1 who wishes to 
participate in the “tournament battle' puts the cursor on the 
icon of the strategy forum in the battle name list W3, where 
the battle mode is indicated as the “tournament battle,” in the 
expert lobby strategy menu (FIG. 10). The game server 20 
searches the expert lobby DB 212 based on the strategy 
name information, specifies the tournament battle DB 215; 
which Stores the corresponding battle group for the “tour 
nament battle, reads its detailed information, and returns it 
to the client System 1. In the battle Situation reporting 
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window W5 (status S20), when the player performs a 
particular operation (for example, pressing the Abutton), the 
game Server 20 determines that the client System 1 has 
requested to participate in the battle group being Selected 
and registers the client System 1 as a new participant with the 
battle group (S60). In other words, the tournament battle DB 
216 is updated by newly associating the personal informa 
tion of the client System 1, which requested to participate in 
the battle, with the group information of the battle group. 
0238 FIG. 25 shows a sample screen display which is 
Supplied to the client Systems 1 participating in the “tour 
nament battle” mode. This “strategy forum' is supplied only 
to the client System (host) which created the battle group, or 
those who participate in it. The game Server 20 makes each 
display by reading the corresponding record from the tour 
nament battle DB 216. 

0239). The battle mode “tournament battle” is shown in 
the title window W1. Under this title, the status display 
showing whether it is in battle or not, the Strategy name 
which is the battle group name, and the number of partici 
pants are displayed. The chat window W2, the member list 
W8, and the game rule window W9 are similar to those in 
FIG. 16. However, in the game rule window W9, the game 
rules are set up as the tournament battle and, therefore, there 
is no the Setting of “change upon termination.” A battle 
schedule window W16 displays a chart of the tournament 
combinations decided by the host client system 1. The top 
part W161 of the participating member window W16 shows 
the number of participants in the tournament battle, the 
Starting time of the battle, and the finishing time of the battle. 
In a name field W162, the names of the battle participating 
members are displayed. A combination display field W162 
shows the combinations of the battle participating members 
in a diagram form. The routes of the remaining winners of 
the participating members are displayed with bold lines 
which are not broken, or with different colors. 
0240 The player data window can be displayed in the 
Same way as in Embodiment 1 and Embodiment 2. In Status 
60, only when the player of the host client system 1 presses 
the start button of the control pad 11, the start menu similar 
to that as shown in FIG. 11 is displayed (S61). However, it 
is different in that the start menu M1 has the additional items 
of “start the game' and “register the participating members 
in the tournament battle.” 

0241 Only the host client system 1 is authorized to 
change the game rules. When the host player Selects “reg 
ister the participating members in the tournament battle, the 
game Server 20 proceeds to the participating member reg 
istration 20 status (S62) and displays a tournament battle 
participating members window W17 as shown in FIG. 26 on 
the host client system 1. In this window, it is possible to 
change the registration of the members Selected by the host 
client system 1 from the member list W8 by registering them 
with any position of the name field W163 of the tournament 
battle Schedule window W16. The battle form, the number 
of Seconds, the number of Sets, the number of Stages and the 
rules are also decided by Selection. 
0242) If the player of the host client system 1 selects 
“start the game' in the Start menu, the game Server 20 causes 
each client system 1 to proceed to the battle mode (S64). 
0243 Detailed actions in the tournament battle mode are 
hereinafter described according to FIG. 7. 
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0244. The game server 20 sends a command to proceed 
to the battle mode to the client systems 1 of the battle 
participating members Scheduled to battle in the first com 
bination of the tournament (S400). The game server sends a 
command to proceed to the game watching mode to the 
client Systems 1 which are not participating in the battle. If 
Some client Systems 1 participate in the forum later, the 
game Server 20 causes Such client Systems to participate in 
the tournament battle in the game watching mode. 

0245. The game server 20 causes the client systems 
entering the battle mode to designate the characters to be 
displayed in the battle (S401). The characters are selected, 
for example, from a plurality of candidates. If the player 
Specifies a particular key operation Such as the escape key at 
the time of the Setting of the communication characters 
(S402:YES), it is possible to exit from the permanent loop 
and to return to the expert lobby. 

0246 When the setting of the communication characters 
is over (S403:YES), the game server sends a command to 
start the battle to the combinations of the client systems 1 
which are to battle in the first round in accordance with the 

combinations for the tournament battle (S404). The actions 
of the respective client systems 1 in the battle mode and the 
game watching mode and the game Server 20 are similar to 
those in Embodiment 1. 

0247 Until all battles of the first round are over (S306: 
NO), the battle processing continues. When the first round is 
over (S405:YES), unless the final champion match is over 
(S406:NO), the processing proceeds to the next battles of the 
tournament. In other words, the game Server 20 displays in 
a Specified display manner the routes of the client Systems 1, 
which won in the first round, to extend to the position of the 
Second round. The game Server 20 Sends a command to the 
winners of the first round to proceed to the battle mode so 
that they will battle with each other in the second battle, 
while the game Server 20 Sends a command to the client 
systems which have lost in the first round to proceed to the 
game watching mode (S407). Such processing (S401 
through S407) is repeated until the final champion match is 
OWC. 

0248). If the final champion match is over (S406:YES), 
the game Server 20 reports the results of the tournament 
battle to each client system 1 (S408). In other words, the 
game Server 20 makes Such display to honor the champion 
or the Second prize winner in the tournament battle Strategy 
forum. 

0249. In the same way as in Embodiment 1, the game 
server 20 judges the ranks around the time when the battle 
results are displayed. The progreSS of advancement of the 
rankS may be accelerated particularly for the champion and 
the Second prize winner. The battle histories are uploaded to 
the WWW server in the same way as in Embodiment 1. 

0250) Accordingly, Embodiment 4 has the effects similar 
to those of Embodiment 1. Also, since Embodiment 4 is 
configured So as to enable the tournament battle, it is 
possible to provide Such a unique way of playing the game 
that remote players can compete against each other to 
determine the Strongest player. 
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0251 (Variations of Embodiment 1 through Embodiment 
4) 
0252) This invention can be applied with various modi 
fications without being constrained by the above-mentioned 
embodiments. For example, in the above-mentioned 
embodiments, the typical Sports battle forms Such as a 
normal battle, a team battle, a round-robin battle, and a 
tournament battle are applied, but this invention may be 
configured So as to enable other battle forms to be applied. 
0253) In the above-mentioned embodiments, participants 
were selected from the battle group, but a battle of the battle 
mode of this invention may be provided to all the connected 
players. The battle environment of this invention will be 
provided to client Servers that are connected and apply for 
participation at the moment when the game Server calls for 
participation. Particularly, in team battles, it is possible to 
conduct battles between players of Specified categories, for 
example, battles between players of the East team and the 
West team. Moreover, the tournament battle is a favorable 
battle form because a national tournament can be conducted. 

0254. In the above-mentioned embodiments, the judg 
ment of the ranks is not conducted when the battle combi 
nations are determined in the battle group, but the System 
may be configured in Such a manner that the combination 
possibilities may be decided according to the degree of 
Strength judged by the battle history information of each 
client System. In other words, if there are players whose 
ranks far apart, it is apparent who will win or lose. There 
fore, it is possible to make the game Server prohibit Such a 
battle. 

0255. When the battle combinations are determined in the 
battle group, each client System may be handicapped based 
on the battle history information. In this way, battles of the 
playerS having equal power are possible, thereby maintain 
ing fairness. In the battles of the handicapped combinations, 
the System may be configured So as to prohibit the changes 
of ranks based on the results of the battles as in the 
aforementioned simulation battles. 

0256 The vibration generating processing is performed 
by a client System according to a command from the game 
Server. However, if the client System is given certain opera 
tional conditions, the same effects can be obtained even if 
the client System is configured to drive the vibration gener 
ating means by itself. 
0257 Namely, the configuration of the database and the 
role assignment of the game Server System and client Sys 
tems are not limited to those in the aforementioned embodi 
ments because it is easy to change their designs to recom 
pose the configurations freely according to the System. 

0258 (Embodiment 5) 
0259 Embodiment 5 of this invention is hereinafter 
described according to FIGS. 27 through 35. 
0260 A communication game system of this embodiment 
is characterized by its character Selection processing and the 
configuration of this Selection processing is applicable to the 
above-mentioned Embodiments 1 through 4. 
0261) The System configuration and overall processing 
procedures of Embodiment 5 are almost the Same as those of 
the above-mentioned embodiments and, therefore, their 
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descriptions are omitted and only different parts will mainly 
be described. The major difference is the character selection 
procedure in each client System. 
0262. In order to perform this character selection pro 
cessing each client System 1 of this embodiment comprises 
a control pad 11 shown in FIG. 27. 
0263. The control pad 11 has a configuration as a manual 
operating device operated by each player and comprises an 
operation button group 301, a croSS key 302, an analog 
direction key 303, and an R trigger Switch 304 and can be 
connected to a main game device 11 with a connection code 
305 having a connector P. 
0264. Each button of the operation button group 301 is 
assigned, for example, a quick message which is described 
in the aforementioned Embodiment 1. This enables the 
player to Send to the main game device 11 the data of the 
quick message assigned to the button only by operating a 
desired button of the operation button group 301 during the 
game. The quick message is transmitted to the competitor 
client System and the game watching client Systems via the 
game network 40 and is then Superposed and displayed on 
the game Screen of their monitor 12. 
0265. The control pad 11 is designed to output the pad 
data to the main game device 10 in the format shown in FIG. 
28, when the above-mentioned various operational parts 
(301 through 304) are operated. Specifically, it consists of 
the pad data of 16 bits in all. Bits 0 through 13 are assigned 
to the operation status of the operational parts of the pad and 
the stick. Bit 14 shows whether the device used is twin sticks 
or a pad. The last bit 15 is assigned to the bit which reports 
the end of a customization Selection mode at the time of 
selecting a character, which will be described later. Bit 15 is 
usually 0, but it is set to 1 when it informs the end of the 
customization Selection mode. 

0266. A portable card memory 306 as an external storage 
medium can be attached in a freely attachable/detachable 
manner to the control pad 11. Connection ports PT for the 
card memory 306 are not shown in FIG. 27, but one control 
pad 11 has two ports. As shown in FIG. 27, the main game 
device 11 has four ports A through D to which the control 
pads 11 are connected. Accordingly, up to four control pads 
can be connected to the main game device 11, where up to 
eight memory cards 306 can be used. 
0267 In this embodiment, the memory card 306 is used 
to Store the data of the character customized (custom-made) 
at the time of the character selection, which will be 
described later. A customized character is a character 
obtained by the player by changing the colors and brightness 
of the character to his liking, which is prepared in each client 
System 1 as the default, without changing the shapes of its 
parts. Accordingly, each client System 1 can have up to eight 
memory cards, that is, the character data of up to eight 
customized characters. 

0268. By connecting the memory card 306 to the port of 
the control pad 11, the main game device 10 can read the 
data of the customized character from the memory card 306, 
load it on its own RAM, and transfer it to the competitor's 
client system 1 via the game network 40. 
0269. The memory card 306 can be replaced by other 
storage media such as CD-ROM to load the data of the 
customized character to the main game device 10. 
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0270 FIGS. 29 through 31 show the processing per 
formed at each client system 1 and correspond to FIG. 8 in 
the above-mentioned Embodiment 1. 

0271 Specifically, as shown in FIGS. 29 and 30, the 
main game device 10 of each client System 1 reads the 
operational signals (S599) and checks whether the details of 
the operation indicate the Start of communications or not 
(S600) If not the start of communications (S600:NO), it is in 
the independent mode and the processing continues as a 
normal stand-alone game device (S601). 
0272. On the other hand, if the operational signals indi 
cate the start of communications (S600:YES), the main 
game device 10 performs the general procedures for estab 
lishing the connection in order to conduct the Synchronous 
mode communication. In other words, the main game device 
10 Selects and calls a preregistered Server, and after the 
connection, Sends the necessary information Such as its 
handle name, ID, and password (S602). If it fails to establish 
the connection, the processor conducts a normal error pro 
cessing and displays a message to Such effect and returns to 
the original State. 
0273. After the connection is established, the main game 
device 10 displays the main menu (S603), reads a sending 
command from the game network 40, and interprets it 
according to the specified command protocols (S604, S605). 
0274 Subsequently, when the command indicates to dis 
play the easy lobby (easy battle mod) strategy window 
(S606:YES), the main game device 10 displays the basic 
screen called the easy lobby strategy window (see FIG.9) 
(S607). Moreover, the main game device 10 performs the 
character selection as described later (S608: see FIG. 31). 
0275 Similarly, if the command indicates to display the 
expert lobby (expert battle mode) strategy window (S609: 
YES), the main game device 10 displays the basic screen 
called the expert lobby strategy window (S610). Moreover, 
the main game device 10 performs the character Selection as 
described later (S611: see FIG. 31). 
0276 The expert lobby strategy window mentioned here 
includes various window displays (the above-mentioned 
FIGS. 11 through 26) in addition to the basic screen (see 
FIG. 10 and other drawings). These basic screens are 
displayed according to the image data Stored in the client 
System. However, the game Server System 2 can be config 
ured So that it stores hypertext files for displaying these 
Strategy windows, provides the client Systems with Such files 
as necessary, and causes them to be displayed by the 
hypertext browsing function. 
0277 If the command indicates to go to the battle mode 
(S612: YES), the main game device 10 performs the battle 
processing according to the image data in the client System 
instead of the screen display (S613). 
0278. Subsequently, if the main game device 10 is pro 
Vided with operation signals from the control pad 11 
(S614:YES), it reads the operation signals (S615) and 
changes them into commands according to the predeter 
mined command protocols and Sends them out to the game 
network 40 (S616). 
0279 If the read operational signals contain the informa 
tion of a quick message output by one-touch operation of the 
operation button of the control pad 11, the main game device 
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10 changes the information into a command and sends it to 
the game server system 2 via the game network 40 (S617) 
The game Server System 2 Sends this quick message to all the 
client Systems 1 of the competitor and game watching 
players. 

0280 Furthermore, if the operation signals contain the 
information for the change of a visual point of the client 
Systems 1 watching the battle, the main game device 10 
changes the Visual point of a virtual camera in the game 
Space according to the information and directs in its System 
the imaging processing of the game Space projected from the 
position of the visual point (S618). Namely, the change of 
the visual point of the camera functions individually for only 
the client Systems 1 watching the battle. 
0281) If a command is sent from the game network 40 
(S619:YES), the main game device 10 reads it and interprets 
it according to the command protocol (S620). 
0282) Subsequently, if chat information is sent as a com 
mand, the main game device 10 displayS character String 
information based on the chat information on the Screen of 
the monitor 12 (S621). This embodiment is designed to 
communicate this chat information to all the client Systems 
1 watching the game, but it may be configured So that only 
Specified game watching client Systems 1 exchange the chat 
information. Even if the client Systems 1 fighting in battle 
receive Such information, they are designed to discard it So 
that the chat information will not distract the player from the 
battle. 

0283) If a vibration command is sent, the main game 
device 10 performs the processing to cause the vibration 
generating means 111 of the control pad 11 to vibrate (S622). 
0284. The main game device 10 performs the permanent 
loop processing steps S604 through S622 which do not 
return to the original State unless any special operation Such 
as the escape is performed. 

0285) The above-mentioned character selection routine is 
hereinafter described according to FIG. 31. 
0286. In order to allow the player to select his own 
character, the main game device 10 displays a normal 
character Selection Screen GM1 for a normal Selection mode 
(a first selection mode) as the initial screen (S701:FIG. 32). 
Since this Screen display is done between the client Systems 
1 which are Scheduled to battle, both players are expected to 
first see the common Screen GM1 for the character selection. 
Both playerS Specify their desired characters by Selecting the 
character button on the Screen while watching this Screen 
GM1. 

0287. As shown in FIG. 32, the normal character selec 
tion screen GM1 has, from the center part to the top, buttons 
B1 through B11 for selecting normal characters (hereinafter 
referred to as the “normal characters”) previously stored in 
the main game device 10 or the game Server System 2 as the 
default for the normal mode, a “random' button B12 for 
Selecting a character for a random mode, and two buttons, 
“customization' B13 and “customization load” B14, for 
Selecting characters for a customization mode. The normal 
character selection screen GM1 has message windows M1 
and M2 for displaying the player's own messages and 
messages from the competitor as well as windows for 
displaying the necessary game information. 
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0288 This normal character selection window GM1 is 
used for Selecting the normal characters, but also Serves as 
the button Screen for Selecting characters of the random 
mode and the customization mode. 

0289. The buttons B1 through B11 are specified in the 
normal mode. These buttons are the character Selection 
buttons common to all the client Systems 1, which are preset 
as the default. It is possible to designate a character by 
Simply Selecting any one of these buttons with a cursor as 
described later. A desired character can be Selected from 
eleven characters (characters for the battle game). 
0290 The button B12 (“random”) is to be designated in 
the random mode. When the button B12 is designated, the 
CPU of the main game device 10 of the client system 1 
prepares a character automatically. 

0291. The two buttons B13 and B14 (“customization” 
and “customization load”) are designated Selectively in the 
customization mode. When either of these buttons is desig 
nated in the State where no character data is loaded, the 
procedure Starts to load the customized character data from 
the memory card 306 attached to the control pad 11. 
0292 Subsequently, the main game device 10 calculates 
the positions of a 1 P cursor (the player's own character 
Selection cursor) and a 2 P cursor (the competitor's character 
Selection cursor) placed on the normal character Selection 
Screen MG1. This cursor position is generated as the pad 
data and is sent to the competitor via the game server System 
2. The cursor position can be changed arbitrarily by oper 
ating the control pad 11. The player's own cursor 1 P is 
displayed, for example, as a green frame around any one of 
the buttons B1 through B14 on the player's own normal 
character selection screen MG1. The 2 P cursor data of the 
competitor is Sent via the game network 40 and is displayed, 
for example, as a red frame around any one of the buttons 
B1 through B14 on the player's normal character selection 
Screen MG1. 

0293. On the normal character selection screen MG1 as 
illustrated in FIG. 32, the 1 P cursor is placed on the 
“customization load” of the button B14 and the 2 P cursor 
is placed on the button B3. 
0294 The main game device 10 then judges whether the 
“customization load” or the first “customization” is desig 
nated according to the position of the 1 P cursor on the 
SCCC. 

0295). If such judgment clarifies that the “customization 
load” or the first “customization' is designated, a customi 
zation data selection screen GM2 is displayed (S704: see 
FIG. 32). As illustrated in FIG. 33, the customization data 
Selection Screen GM2 presents characters A through D for 
the four ports of the main game device 10 and windows A1, 
A2, B1, B2, C1, C2, D1, and D2 imitating the memory card 
306 belonging to each port. The windows indicating the 
position where the memory card 306 is actually mounted is 
displayed with higher brightness (the corresponding win 
dows in FIG.33 ate diagonally shaded). In this case, FIG. 
33 shows that the memory card 306 is attached respectively 
to ports B1 and B2 of the control pad 11 connected to port 
B of the main game device 10. 
0296. The main game device 10 designates the desired 
memory 306 via the button of the control pad 11 (FIG. 
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31:S705). In this example, either of the memory cards 306 
at ports B1 and B2 is designated. When this designation is 
done, the character data is loaded from the memory card 306 
of the designated port onto the main game device 10 (S706). 
The processing of steps S704 through S706 correspond to 
the customization mode processing. After this, the Screen 
returns to the normal character Selection Screen GM1 
(S707). 
0297. On the other hand, if the judgement of the step 
S703 is NO, the main game device 10 judges whether the 
button Selection indicates the status of “customization (but 
ton B13)” after the “customization load (button B14)” is 
performed once (S708). In this case, the customization mode 
processing of steps S704 through S706 is omitted because 
the character data of the desired character has already been 
loaded in the RAM of the main game device 10. 
0298) While both “customization load (button B14)” and 
“customization (button B13)” are used to designate the 
customization mode, the “customization (button B13)” 
allows the reset of the character to be done easily with one 
touch when the data of Such customized character has 
already been loaded. However, when the data of the cus 
tomized character has not yet loaded and has to be newly 
designated, pressing either the “customization load (button 
B14)” or the “customization (button B13)” performs the new 
processing including the customization mode processing of 
steps S704 through S707 (S703). 
0299. If the judgement of step S708 is NO, the main 
game device 10 determines whether the selected button is 
the button B12"random” or not (S709). If it is determined 
that “random' is designated, an appropriate random mode 
processing is performed in which the computer presents an 
automatically set character (S710), and the character data is 
loaded in the VRAM of the main game device 10. 
0300 If the judgement of step S708 is NO, the button 
Selected on the main game device 10 is any one of the 
normal mode buttons. For example, in FIG. 32, the selected 
button should be one of the buttons B1 through B11. The 
main game device 10 then determines the designated button 
and performs the processing to load the data of the normal 
character assigned to such button into its VRAM (normal 
mode processing) (S711). 
0301 While the character selection is conducted as 
described above, a communication device 101 of the main 
game device 10 periodically performs two-way Synchronous 
communications with the game Server System 2 via the game 
network 40. 

0302) The cursor position information on the screen GM1 
calculated in step S702 and the character data loaded in the 
VRAM are Sent to the game Server System 2 via the game 
network 40. This character data is sent to and stored in the 
competitor's client System 1 and is used to display the game 
Screens of the battles to take place Subsequently. On the 
contrary, the character data and information that the com 
petitor client System 1 Sends to the control of the game 
Server System 2 via the game network 40 are also received 
by the communication device 101 of the main game device 
10 as occasion arises and periodically, and are downloaded 
in the main game device 10. 
0303. The main game device 10 then judges whether the 
competitor's client System is in the process of Selecting the 
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character data for the customization mode (customized data) 
or the character data for the random mode (random data) on 
the basis of the cursor position on the normal character 
Selection Screen MG1, which is contained in the received 
information (S721). If the judgement is NO, the main game 
device 10 then judges whether the selection of the custom 
ized data or the random data has started or not similarly on 
the basis of the cursor position (S722). If this judgement is 
also NO, it is possible to tell that the normal mode has been 
designated, So the main game device 10 commands the 
processing to display the normal mode Screen. 
0304. In the case of the normal mode screen display 
processing, the character Selected by the competitor is the 
normal character and, therefore, the processing is directed to 
position the 2 P cursor on the button corresponding to the 
cursor position. 
0305. On the other hand, if the judgment of step S722 is 
YES, it indicates that the competitor has started to the 
Selection of the customized data or the random data. In other 
words, it is the moment when the button "random”, “cus 
tomization load”, or “customization' is designated. Conse 
quently, the main game device 10 directs the processing to 
read and discard the cursor position (pat data) to be received 
thereafter (S724). Namely, Such processing (i.e., nullifica 
tion processing) is directed to read the pat data, but to 
discard it without any change and without performing the 
display processing. 
0306 Subsequently, the mail game device 10 directs a 
customization mode Screen display processing to replace the 
discarded pat data by the cursor position (pat data) that was 
used immediately before the discard processing Started 
(S725). Therefore, while the discard of the cursor position 
continues, i.e., while the competitor continues the Selection 
processing of the random mode or the customization mode, 
the position of the competitor's 2 P cursor displayed on the 
normal character Selection Screen MG1 does not change, 
with the help of the judgement of the below-mentioned step 
S726. 

0307 Moreover, the main game device 10 judges 
whether or not the selection of the customized data or the 
random data is over according to the binary value of the bit 
15 of the aforementioned pat data (S726). If the judgement 
is NO, this selection is considered to continue and the 
processing to read and discard the pat data and the customi 
zation mode Screen display processing continues (S724, 
S725). 
0308 If the judgement of step S726 is YES, the selection 
of the customized data or the random data is over and, 
therefore, the processing returns to the processing to display 
the normal mode screen (S727). 
0309 The character selection in this embodiment is per 
formed as described above, so it is possible to load the 
character data not only in the normal mode, but also in the 
customization mode and the random mode in the natural 
Screen State and in the State where the game performance is 
Secured. 

0310. In other words, if one fighting player specifies the 
mode on the Screen, the processing to read and discard 
(nullify) the received cursor position or pad data causes the 
2 P cursor indicating the competitor's Selected character to 
be fixed to the “customization load”, “customization', or 
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“random” button on the other player's screen and the 2 P 
cursor does not move until the character Selection in Such 
mode is terminated. This enables the latter player to recog 
nize that the former player performs the character Selection 
in the customization mode or in the random mode. At this 
time, the cursor does not move unnaturally inconsistent with 
the contents of the Screen, thereby causing no Sense of 
abnormality. On the other hand, when the players know the 
other player's Strategies, unnatural movements of the other 
player's cursor may Suggests the character that the other 
player is going to Select. However, the other player's cursor 
does not move in the above-mentioned modes, thereby 
raising the players’ expectations of the game. 
0311 AS described above, it is unnecessary to change the 
format of the Sent and received data only for Specific 
processing Such as the character Selection, and Such easy 
nullification processing to read and discard the data, which 
one player does not want to be displayed on the other 
player's Side, after receiving Such data can make it possible 
to maintain the consistency of the Sending and receiving 
processing for the real-time Synchronous communications. 
0312 Sample game screens which are obtained by this 
character selection are schematically shown in FIGS. 34 
and 35. These game screens are the screens that out of the 
twelve players who have gathered through the expert lobby 
Strategy window, for example, the two players who are 
decided to battle according to the relevant game form, and 
the remaining ten game watching (waiting) players can 
watch. 

0313 FIG. 34 is a sample game screen that one of the 
two players in battle watches from its monitor 12. This game 
Screen displays the game Space with the visual point of the 
camera placed above the head of one player's character and 
the two characters C1 and C2 that have been selected from 
the above-mentioned character Selection processing face 
each other. At the positions close to the lower right and left 
corners of this screen, emblems EB1 and EB2 of the two 
players are displayed together with their identification num 
bers ID1 and ID2. At the position close to the lower center 
of the Screen, a quick message window WDa is displayed. 
This quick message is Sent to and displayed at not only the 
competitor, but also all the client Systems 1 watching the 
battle. Since quick messages can be displayed by easy 
operation, they hardly interfere with the game operations 
and can augment the atmosphere of the game. Moreover, this 
game screen displays a window WDb for showing the 
remaining time, and life gauges LG1 and LG2 for showing 
the remaining power of the two characters. 
0314 FIG. 35 is a sample game screen that a player 
watching the game can watch from its monitor 12. This 
game Screen displays another game Space with the Visual 
point of the camera placed at an arbitrary position in the 
game space. The difference from FIG. 34 is that the screen 
displays a window WDc for displaying the mode of the 
present visual point of the camera at the position close to the 
lower left corner of the Screen, and a window WDd for 
displaying the chat information among the game watching 
players at the upper part of the Screen. 
0315. On the screen of those watching the game, since 
they can watch the game from an arbitrary camera Visual 
point of each client System 1, the mode of the camera Visual 
point at that moment is displayed. 
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0316 The chat information is displayed in the window 
WDd to which Semitransparent processing has been applied. 
This enables the game watching players to exchange their 
Views about the present State of the game through this 
window without giving almost any effects on the game 
Screen. Therefore, it is possible to enhance Such togetherneSS 
that the players are participating in the game together, and to 
make the players become more interested in and less bored 
with the game. Since this chat information can be exchanged 
only among those watching the game and is not shown to the 
fighting players, it is possible to prevent Such detrimental 
effects of distracting the players from the game. 
0317. When a client system 1 is allocated to the battle 
mode, the main game device 10 not only moves its character 
according to the operational Signals, but also changes the 
position and Status of the competitor's character according 
to the operational commands provided by the game network 
40. Allocations of the operational commands can be decided 
for each game. Such processing enables a player to play the 
game battle as if he battles with another player by connect 
ing two control pads 11 to one game device. 
0318. On the other hand, when a client system 1 is 
allocated to the game watching mode, the main game device 
10 moves the two characters in battle according to the 
operational commands provided by the game network 40 
and changes its display Status. At this time, the game Screen 
that the player is watching can be modified easily for a 
desired position and angle when the player operates the 
switch of his control pad 11 (see FIG. 35). 
03.19. This visual point changing processing enables the 
game watching players to easily obtain the images viewed 
from every position in the game Space. This allows the 
players to observe the progreSS of the game in more detail, 
to enjoy a more realistic feeling of the game, and to feel as 
if they are a part of the game. Therefore, even those who are 
only watching the game become more interested in the game 
and rarely become bored. 
0320 In addition, since the client systems 1 allocated to 
this game watching mode can chat with each other, the 
players can watch the games as if they are cheering on their 
friends playing a battle game at an amusement arcade. 
0321) In the above-mentioned embodiment, the nullifi 
cation processing for the display by reading and discarding 
the received data has been described in relation to the 
character Selection processing. However, this invention is 
not limited to Such use and the nullification processing may 
be applied in the case where the respective client Systems 
express different game Scenes. 
0322. In each of the above-mentioned embodiments, as 
the method for providing the client Systems with images and 
Sounds, the client Systems Store basic image data, Sound 
data, and program data for operating Such image and Sound 
data, and the game Server Sends commands to operate the 
data and programs in order to operate the client Systems. 
0323. However, such configuration may be adopted so as 
to enable direct provision of images and Sounds from the 
game Server by allowing the hypertext files to be browsed. 
For example, it is desirable from the point of view of easy 
information update and distribution of loads on the devices 
that only the files of the window Screens of, for example, 
Strategy forums be browsed. 
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0324) A variation of Embodiment 5 is hereinafter 
described. This variation relates to the processing of the 
above-mentioned chat information. In the above descrip 
tions, it is Stated that the chat information is exchanged only 
between the game watching client Systems and the chat 
information to the fighting playerS is nullified. In this 
variation, the chat information is exchanged in a broader 
manner. The chat information is digital information which is 
eXchanged in real time between the client Systems for the 
purpose of conversations and contains voice information in 
addition to the aforementioned character String information. 
The. Voice information is sent over the Internet telephone or 
Sent after being converted into voice files. 
0325 This variation is unique in that it allows the 
eXchange of the chat information between those watching 
the game and the fighting players. In Some cases, even the 
fighting players can enter the chat information through their 
client Systems. For example, the fighting playerS can Send 
the character String information to those watching the game 
during game Stages. The fighting players can Send in real 
time the Voice information to those watching the game even 
during the battle game. Those watching the game can always 
Send the chat information to the fighting players. 
0326 In order to achieve this variation, in the client 
Systems in the game watching mode, the following three 
modes can be set for the processing means and the proceSS 
ing System: (1) a mode in which the chat information can be 
exchanged only with those watching the game; (2) a mode 
in which the chat information can be exchanged with all the 
fighting players; and (3) a mode in which the chat informa 
tion can be exchanged only with Specified fighting players. 
The client System cannot select mode (2) and mode (3) at the 
Same time, but can Select either plural modes or a single 
mode. The mode (1) is set as the default in the game 
watching client Systems. 
0327. On the other hand, in the client systems fighting 
battles, any one of the following three modes can be set. (4) 
a mode in which the chat information can be exchanged with 
all the game watching client Systems; (5) a mode in which 
the chat information can be exchanged only with Specified 
game watching client Systems; and (6) a mode in which no 
chat information can be exchanged with any game watching 
System. The mode (6) is set as the default for the fighting 
client Systems. However, those watching the game can 
change the mode before and during the battle game. 
0328. The mode setting information of the game watch 
ing client Systems or the fighting client Systems is Sent to the 
Server System. The processing means of the Server System 
Stores the combinations of the game watching client Systems 
and the fighting client Systems that can exchange the chat 
information according to the mode information by Storing 
the information to Specify the client Systems in the form of 
a storage table in a particular Storage area of the Storage 
means. The game Server System refers to this information 
table and conducts the information processing So that chat 
information can be exchanged between the client Systems in 
the above-mentioned combination relationship. It is within 
the scope of the effective variation that when the chat 
information is Sent to a client System having no combination 
relationship, the client System nullifies the chat information. 
0329. The system herein described will enhance the 
attraction of the network game involving the game watching 
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players and the fighting players in the following cases. For 
example, a Specified game Watching player and a fighting 
player form a combination, thereby exchanging chat infor 
mation only between the two. This is equal to the case in 
which the Specified game watching player and fighting 
player jointly work on, for example, their Strategies to play 
the battle game against the other player. 
0330 Moreover, such configuration is possible that the 
conversational information of a particular player or between 
particular playerS is displayed Selectively. Such another 
configuration is also possible in which the player himself 
does not participate in the chat but watches and hears the 
chat information between particular players. 
0331 Since this invention enables an unlimited number 
of client Systems to form a group, it is possible to provide a 
wide variety of ways to play the game that could not be 
provided by the conventional communication Systems, to 
facilitate the communications between the players, and to 
make the communication game more entertaining. 
0332. In particular, the configuration of this invention can 
Satisfy the demand of the players to play the game mainly 
with those who can be called friends of kindred spirits on the 
network in the communication game environment where a 
multiplicity of any perSons participate. 
0333. The configurations of this invention can also satisfy 
the demand to enable a player to use his own skills in a 
variety of battle combinations Such as team battles, round 
robin battles, and tournament battles that are normally 
performed in games and competitions where many people 
participate. 

0334) Furthermore, this invention can satisfy the demand 
to watch other playerS fight battles, even when the player 
himself is not fighting the battles. For example, this inven 
tion can facilitate Such active communications between the 
game watching players that could not be provided by the 
conventional communication game System. Accordingly, 
even the game watching players can feel as if they are a part 
of the game, thereby making the communication game more 
entertaining. 

0335) Furthermore, this invention can provide such a 
communication game which will not give any Sense of 
abnormality upon the operation to Select the character to be 
used in the battle game and which will maintain the excite 
ment of the game. 

1. A communication game System comprising a plurality 
of client Systems and a game Server System for communi 
cating with the plurality of client Systems, 

wherein the preparation and operation of games are 
diversified. 

2. A communication game System according to claim 1, 
wherein the game Server System comprises a database 

which Stores, according to Several kinds of battle 
modes, group information for relating a plurality of 
client Systems to each other as one battle group, and 

wherein when any one battle group is designated, the 
game Server System is configured So as to refer to the 
group information related to the designated battle 
group, to decide a battle combination among the client 
Systems belonging to the same battle group, to perform 

Oct. 7, 2004 

the battle by managing the Sending and receiving of 
data between the client Systems to be determined 
according to the combination, and then to decide the 
next combination in accordance with the results of the 
battle. 

3. A communication game System according to claim 2, 

wherein at least one of the group information Stored in the 
database contains game rule information for Setting up 
a battle mode designed to enable a winner, a loser, both 
fixed client Systems, or either one of the fixed client 
Systems to continue playing battles against other client 
Systems when a battle is over, and 

wherein when the battle is over, the game Server System 
decides the next battle combination by referring to the 
game rule information. 

4. A communication game System according to claim 3, 
wherein when an acceptance command is Sent from both 
client Systems corresponding to the next battle combination, 
the game Server System performs the battle. 

5. A communication game System according to claim 2, 

wherein at least one of the group information Stored in the 
database Stores Schedule information for Setting up a 
team battle mode in which one battle group is divided 
into two Subgroups, and 

wherein when a battle is over, the game Server System 
refers to the Schedule information and decides the next 
battle combination by Selecting the winner client Sys 
tem as a result of the battle, and the other client System 
which belongs to the Subgroup of the loser client 
System and which has not played a battle. 

6. A communication game System according to claim 5, 

wherein the Schedule information has a previously Set 
battle order within the Subgroup, and 

wherein when the last client System Surviving in either 
one of the Subgroups loses a battle, the game Server 
System reports the results of the relevant team battle to 
each client System. 

7. A communication game System according to claim 2, 

wherein at least one of the group information Stored in the 
database Stores registration information for Setting up a 
round-robin battle mode in which the client systems are 
ordered in Such a manner that when a battle is over, one 
client System plays battles against all the other client 
Systems in the same battle group, and 

wherein when a battle of one combination is over, the 
game Server System refers to the registration informa 
tion and decides the next battle combination by Select 
ing, for each client System, another client System 
against which the former client System has not yet 
played a battle, and which is not battling. 

8. A communication game System according to claim 7, 
wherein when battles of all the combinations are over the 
game Server System reports the results of the round 
robin battles as a Score sheet to each client System. 

9. A communication game System according to claim 2, 

wherein at least one of the group information Stored in the 
database Stores registration information to Set up a 
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tournament battle mode for playing battles in a tour 
nament Style within the same battle group when a battle 
is over, and 

wherein when a battle of one combination is over, the 
game Server System decides battle combinations by 
referring to the registration information and decides the 
next battle combination by Selecting the winning client 
Systems in the battles of the decided combinations. 

10. A communication game System according to claim 9, 
wherein when one client System wins its way to the final 
battle in the tournament, the game Server System reports the 
results of the tournament as a tournament sheet. 

11. A communication game System according to claim 2, 
wherein when any of the client Systems makes a battle 
request, the game Server System Selects and executes either 
an easy battle mode in which any one of the other client 
Systems is Selected to battle, or an expert battle mode in 
which the client System belongs to any one of the battle 
groupS and playS battles within each battle group. 

12. A communication game System according to claim 2, 
wherein the game Server System provides each client System 
with a battle mode menu for having each client System 
browse battle groups by referring to the group information. 

13. A communication game System according to claim 12, 
wherein when any battle group is Selected among the client 
Systems in the battle mode menu, the game Server System 
reads the group information corresponding to the Selected 
battle group from the database and displays the content of 
Such group information. 

14. A communication game System according to claim 12, 
wherein the database stores battle history information of the 
client Systems belonging to any of the battle groups, and 

wherein when any client System is Selected among the 
client Systems in the battle mode menu, the game Server 
System reads the battle history information correspond 
ing to the Selected client System and displayS Such 
battle history information. 

15. A communication game System according to claim 12, 
wherein when a battle combination within the battle group 
is to be decided, the game Server System determines the 
combination possibilities according to the degree of a 
Strength which is judged according to the battle history 
information of each client System. 

16. A communication game System according to claim 12, 
wherein when a battle combination within the battle group 
is to be decided, the game Server System handicaps each 
client System according to the battle history information, and 
in the case of a battle of Such handicapped combination, the 
update of the battle history information as a result of the 
battle is prohibited. 

17. A communication game System according to claim 12, 
comprising a WWW server system connected to the wide 
area network, 

wherein the game Server System creates a file for display 
ing battle history on the basis of the battle history 
information and Stores the file in a storage area of the 
WWW server system in such a state that the file can be 
read by a computer. 

18. A communication game System according to claim 2, 
wherein when any of the client Systems request the creation 
of a new battle group, the game Server System newly 
registers new group information with the database on the 
basis of the Settings of the client System. 
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19. A communication game System according to claim 2, 
wherein when any of the client Systems request the partici 
pation in any of the battle groups, the game Server System 
relates the client System to the group information of the 
battle group for which the participation request is made. 

20. (Canceled). 
21. (Canceled). 
22. (Canceled). 
23. (Canceled). 
24. (Canceled). 
25. A communication game processing method performed 

between a client System and a game Server System commu 
nicating with the client System, the method comprising the 
Steps of 

the game Server System's referring to a database Storing a 
plurality of group information which correspond to 
Several kinds of battle modes and which asSociate a 
plurality of client Systems as one battle group; 

when any one of the battle groups is designated, referring 
to the group information associated to the designated 
battle group and deciding a battle combination among 
the client Systems belonging to the same battle group; 

performing a battle by managing the Sending and receiv 
ing of data between the client Systems decided by the 
combination; and 

deciding the next combination in accordance with the 
results of the battle. 

26. A communication game System processing method 
according to claim 25, wherein at least one of the group 
information Stored in the database contains game rule infor 
mation to set up such battle mode in which it is set forth that 
when a battles is over, a winner, a loser, both fixed client 
Systems, or either one of fixed client Systems continues to 
fight a battle with other client Systems, and 

wherein in the Step of deciding the next combination, 
when the battle is over, reference is made to the game 
rule information, thereby deciding the next battle com 
bination. 

27. A communication game processing method according 
to claim 25, wherein at least one of the group information 
Stored in the database Stores Schedule information to Set up 
a team battle mode in which one battle group is divided into 
two Subgroups, and 

wherein in, the Step of deciding the next combination, 
when the battle is over, reference is made to the 
Schedule information, thereby deciding, as the next 
battle combination, the winning client System as a 
result of the battle and another client system which 
belongs to the Subgroup of the losing client System, and 
which has not fought a battle. 

28. A communication game processing method according 
to claim 25, wherein at least one of the group information 
Stored in the database Stores registration information to Set 
up a round-robin battle mode in which the client Systems are 
ordered in Such a manner that when a battle is over, one 
client system fights battles with all the other client systems 
in the same battle group, and 

wherein in the Step of deciding the next combination, 
when a battle of one combination is over, the next battle 
combination for each client System is decided by Select 
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ing the other client System against which the former 
client System has not yet fought any battle, and which 
is not fighting. 

29. A communication game processing method according 
to claim 25, wherein at least one of the group information 
Stored in the database Stores registration information to Set 
up a tournament battle mode in which when a battle is over, 
the client Systems fight battles within the Same battle group 
in a tournament Style, and 

wherein in the Step of deciding the next combination, 
when a battle of one combination is over, battle com 
binations are decided by referring to the registration 
information, and it is then decided that the winners of 
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the battles of the decided combinations are to fight in 
the next battle combination. 

30. A communication game processing method according 
to claim 25, wherein when any of the client Systems request 
a battle, the method comprises the Step of Selecting and 
executing either an easy battle mode in which any one of the 
other client Systems is Selected to battle, or an expert battle 
mode in which the client system belongs to any of the battle 
groupS and fights battles in each Such battle group. 

31-47 (Canceled). 


