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(57) ABSTRACT 

An information Supply device including: a communication 
section that communicates with a plurality of terminal 
devices; a determination section that determines whether or 
not the number of intending human players who desire to 
participate in a multi-player game has reached a setting value; 
a game calculation section that performs single-player game 
calculations or multi-player game calculations of the multi 
player game; a storage section that stores practice manage 
ment data that indicates a state of the multi-player game for 
each of the terminal devices for which the single-player game 
calculations are performed; an update section that updates the 
practice management data when the single-player game cal 
culations are performed, and stops updating the practice man 
agement data when the multi-player game calculations are 
started; and an information generation section that generates 
game calculation result information. 
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INFORMATION SUPPLY SYSTEM, 
INFORMATION SUPPLY METHOD, AND 
INFORMATION STORAGEMEDIUM 

0001 Japanese Patent Application No. 2007-125478, filed 
on May 10, 2007, is hereby incorporated by reference in its 
entirety. 

BACKGROUND OF THE INVENTION 

0002 The present invention relates to an information Sup 
ply system, an information Supply method, and an informa 
tion storage medium that cause a game device to execute a 
multi-player game. 
0003. As disclosed in JP-A-2004-344300, when executing 
a multi-player game in which a plurality of players participate 
using a client-server method, the server performs a matching 
process. 
0004. When the number of players who participate in the 
multi-player game has not reached a number necessary for 
starting the multi-player game, the server cannot start the 
multi-player game. In this case, a method which starts the 
multi-player game by causing a computer player to partici 
pate in the multi-player game, or a method which waits for a 
human player to participate in the multi-player game while 
causing a game device (client) to execute a mini-game differ 
ing from the multi-player game, is generally employed. 
0005. When using the method which waits for a human 
player to participate in the multi-player game, the mini-game 
is forcibly terminated when the number of players has 
reached a number necessary for starting the multi-player 
game during the mini-game, and the multi-player game then 
starts. In this case, when the player again participates in the 
multi-player game after the multi-player game has ended, it is 
necessary to start the mini-game from the beginning. 
0006 Although it is desirable that a human player partici 
pates in the multi-player game, the player must play the 
mini-game differing from the multi-player game from the 
beginning when using the method which waits for a human 
player to participate in the multi-player game. 

SUMMARY 

0007 According to a first aspect of the invention, there is 
provided an information Supply system comprising: 
0008 a communication section that communicates with a 
plurality of terminal devices having a communication func 
tion and a game execution function; 
0009 a determination section that determines whether or 
not the number of intending human players who desire to 
participate in a multi-player game has reached a setting value 
based on participation request information from the terminal 
devices; 
0010 a game calculation section that performs single 
player game calculations of the multi-player game in which 
one human player and at least one computer player participate 
when the number of the intending human players is less than 
the setting value, and Suspends the single-player game calcu 
lations and starts multi-player game calculations of the multi 
player game in which a plurality of human players and at least 
one computer player participate or a plurality of human play 
ers participate when the number of the intending human play 
ers has reached the setting value, based on operation infor 
mation from the terminal devices; 
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0011 a storage section that stores practice management 
data that indicates a state of the multi-player game for each of 
the terminal devices for which the single-player game calcu 
lations are performed; 
0012 an update section that updates the practice manage 
ment data when the single-player game calculations are per 
formed, and stops updating the practice management data 
when the multi-player game calculations are started; and 
0013 an information generation section that generates 
game calculation result information that indicates results of 
the single-player game calculations or the multi-player game 
calculations, 
0014 wherein the communication section receives the 
participation request information and the operation informa 
tion from the terminal devices, and transmits the game calcu 
lation result information to the terminal devices; and 
0015 wherein, when the suspended single-player game 
calculations are resumed, the game calculation section 
resumes the single-player game calculations from the Sus 
pended State based on the practice management data. 
0016. According to a second aspect of the invention, there 

is provided an information Supply system having a plurality 
of terminal devices and an information Supply device, 
0017 each of the terminal devices including: 
0018 an operation section; 
0019 a terminal-side information generation section that 
generates participation request information based on opera 
tion information from the operation section, the participation 
request information indicating a participation request for a 
multi-player game; 
0020 a terminal-side communication section that com 
municates with the information Supply device; 
0021 a terminal-side storage section that stores practice 
management data that indicates a state of the multi-player 
game. 
0022 a terminal-side game calculation section that per 
forms single-player game calculations of the multi-player 
game in which one human player and at least one computer 
player participate, and, when a predetermined condition has 
been satisfied, Suspends the single-player game calculations 
and starts multi-player game calculations of the multi-player 
game in which a plurality of human players and at least one 
computer player participate or a plurality of human players 
participate, based on the operation information from the 
operation section; and 
0023 a terminal-side update section that updates the prac 
tice management databased on results of the single-player 
game calculations: 
0024 the information supply device including: 
0025 a Supply-side communication section that commu 
nicates with the terminal devices; 
0026 a determination section that determines whether or 
not the number of intending human players who desire to 
participate in the multi-player game has reached a setting 
value based on the participation request information from the 
terminal devices; and 
0027 a supply-side information generation section that 
generates stop control information that causes the terminal 
side game calculation section to suspend the single-player 
game calculations and notification information that indicates 
that the number of the intending human players has reached 
the setting value when the number of the intending human 
players has reached the setting value; 
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0028 the supply-side communication section receiving 
the operation information and the participation request infor 
mation from the terminal devices, and transmitting the opera 
tion information, the stop control information, and the noti 
fication information to the terminal devices; 
0029 the terminal-side communication section transmit 
ting the operation information and the participation request 
information to the information Supply device, and receiving 
the operation information of another terminal device, the 
notification information, and the stop control information 
from the information Supply device; 
0030 the terminal-side update section stopping updating 
the practice management databased on the stop control infor 
mation; and 
0031 the terminal-side game calculation section suspend 
ing the single-player game calculations based on the stop 
control information, and starting the multi-player game cal 
culations based on the notification information, the terminal 
side game calculation section resuming the Suspended single 
player game calculations from the Suspended State based on 
the practice management data when the single-player game 
calculations are resumed after the Suspension. 
0032. According to a third aspect of the invention, there is 
provided an information Supply method comprising causing a 
computer to: 
0033 receive participation request information from a 
plurality of terminal devices; 
0034 determine whether or not the number of intending 
human players who desire to participate in a multi-player 
game has reached a setting value based on the participation 
request information from the terminal devices; 
0035 receive operation information from the terminal 
devices; 
0036 perform single-player game calculations of the 
multi-player game in which one human player and at least one 
computer player participate based on the operation informa 
tion from the terminal devices when the number of the intend 
ing human players is less than the setting value; 
0037 update practice management data during the single 
player game calculations, the practice management data indi 
cating a state of the multi-player game for each of the terminal 
devices for which the single-player game calculations are 
performed: 
0.038 stop updating the practice management data when 
the number of the intending human players has reached the 
setting value; 
0039 suspend the single-player game calculations when 
the number of the intending human players has reached the 
setting value, and start multi-player game calculations of the 
multi-player game in which a plurality of human players and 
at least one computer player participate or a plurality of 
human players participate; and 
0040 when resuming the single-player game calculations 
after the Suspension, resume the single-player game calcula 
tions from the Suspended State based on the practice manage 
ment data. 
0041 According to a fourth aspect of the invention, there 

is provided an information storage medium storing a program 
readable by a computer including a communication section 
that communicates with a plurality of terminal devices having 
a communication function and a game execution function, the 
program causing the computer to function as: 
0.042 a communication control section that controls the 
communication section; 

Nov. 13, 2008 

0043 a determination section that determines whether or 
not the number of intending human players who desire to 
participate in a multi-player game has reached a setting value 
based on participation request information from the terminal 
devices; 
0044 a game calculation section that performs single 
player game calculations of the multi-player game in which 
one human player and at least one computer player participate 
when the number of the intending human players is less than 
the setting value, and Suspends the single-player game calcu 
lations and starts multi-player game calculations of the multi 
player game in which a plurality of human players and at least 
one computer player participate or a plurality of human play 
ers participate when the number of the intending human play 
ers has reached the setting value, based on operation infor 
mation from the terminal devices; 
0045 an update section that updates practice management 
data when the single-player game calculations are performed, 
and stops updating the practice management data when the 
multi-player game calculations are started, the practice man 
agement data indicating a state of the multi-player game for 
each of the terminal devices for which the single-player game 
calculations are performed; and 
0046 an information generation section that generates 
game calculation result information that indicates results of 
the single-player game calculations or the multi-player game 
calculations, 
0047 wherein the communication control section causes 
the communication section to receive the participation 
request information and the operation information from the 
terminal devices, and transmit the game calculation result 
information to the terminal devices; and 
0048 wherein, when the suspended single-player game 
calculations are resumed, the game calculation section 
resumes the single-player game calculations from the Sus 
pended State based on the practice management data. 

BRIEF DESCRIPTION OF THE SEVERAL 
VIEWS OF THE DRAWING 

0049 FIG. 1 is a diagram showing the entire system 
according to a first embodiment. 
0050 FIG. 2 is a functional block diagram showing an 
information Supply device according to the first embodiment. 
0051 FIG. 3 is a table showing an example of user data 
according to the first embodiment. 
0.052 FIG. 4 is a table showing an example of practice 
management data according to the first embodiment. 
0053 FIG. 5 is a table showing an example of match 
management data according to the first embodiment. 
0054 FIG. 6 is a diagram showing an example of a main 
menu image according to the first embodiment. 
0055 FIG. 7 is a diagram showing an example of a standby 
image according to the first embodiment. 
0056 FIG. 8 is a flowchart showing the flow of a process 
according to the first embodiment in a practice state. 
0057 FIG. 9 is a diagram showing an example of a prac 
tice start image according to the first embodiment. 
0.058 FIG. 10 is a flowchart showing the flow of a process 
according to the first embodiment in a match state. 
0059 FIG. 11 is a diagram showing the entire system 
according to a second embodiment. 
0060 FIG. 12 is a functional block diagram showing an 
information Supply device and a portable telephone accord 
ing to the second embodiment. 
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0061 FIG. 13 is a flowchart showing the flow of a process 
according to the second embodiment during single-player 
game calculations. 
0062 FIG. 14 is a flowchart showing the flow of a process 
performed by an information Supply device according to the 
second embodiment in a match state. 
0063 FIG. 15 is a flowchart showing the flow of a process 
performed by a portable telephone according to the second 
embodiment in a match state. 

DETAILED DESCRIPTION OF THE 
EMBODIMENT 

0064. The invention may provide an information supply 
system, an information Supply method, and an information 
storage medium enabling a Smooth transition from a previ 
ously-played single-player game to a multi-player game in 
which a plurality of human players participate, and also 
enabling reproduction of the previous game state when 
resuming the single-player game. 
0065 According to one embodiment of the invention, 
there is provided an information Supply system comprising: 
0.066 a communication section that communicates with a 
plurality of terminal devices having a communication func 
tion and a game execution function; 
0067 a determination section that determines whether or 
not the number of intending human players who desire to 
participate in a multi-player game has reached a setting value 
based on participation request information from the terminal 
devices: 
0068 a game calculation section that performs single 
player game calculations of the multi-player game in which 
one human player and at least one computer player participate 
when the number of the intending human players is less than 
the setting value, and Suspends the single-player game calcu 
lations and starts multi-player game calculations of the multi 
player game in which a plurality of human players and at least 
one computer player participate or a plurality of human play 
ers participate when the number of the intending human play 
ers has reached the setting value, based on operation infor 
mation from the terminal devices; 
0069 a storage section that stores practice management 
data that indicates a state of the multi-player game for each of 
the terminal devices for which the single-player game calcu 
lations are performed; 
0070 an update section that updates the practice manage 
ment data when the single-player game calculations are per 
formed, and stops updating the practice management data 
when the multi-player game calculations are started; and 
0071 an information generation section that generates 
game calculation result information that indicates results of 
the single-player game calculations or the multi-player game 
calculations, 
0072 wherein the communication section receives the 
participation request information and the operation informa 
tion from the terminal devices, and transmits the game calcu 
lation result information to the terminal devices; and 
0073 wherein, when the suspended single-player game 
calculations are resumed, the game calculation section 
resumes the single-player game calculations from the Sus 
pended State based on the practice management data. 
0074 According to one embodiment of the invention, 
there is provided an information Supply system having a 
plurality of terminal devices and an information Supply 
device, 
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0075 each of the terminal devices including: 
0076 an operation section; 
0077 a terminal-side information generation section that 
generates participation request information based on opera 
tion information from the operation section, the participation 
request information indicating a participation request for a 
multi-player game; 
0078 a terminal-side communication section that com 
municates with the information Supply device; 
0079 a terminal-side storage section that stores practice 
management data that indicates a state of the multi-player 
game. 

0080 a terminal-side game calculation section that per 
forms single-player game calculations of the multi-player 
game in which one human player and at least one computer 
player participate, and, when a predetermined condition has 
been satisfied, Suspends the single-player game calculations 
and starts multi-player game calculations of the multi-player 
game in which a plurality of human players and at least one 
computer player participate or a plurality of human players 
participate, based on the operation information from the 
operation section; and 
I0081 a terminal-side update section that updates the prac 
tice management databased on results of the single-player 
game calculations: 
0082 
I0083) a supply-side communication section that commu 
nicates with the terminal devices; 
0084 a determination section that determines whether or 
not the number of intending human players who desire to 
participate in the multi-player game has reached a setting 
value based on the participation request information from the 
terminal devices; and 
I0085 a supply-side information generation section that 
generates stop control information that causes the terminal 
side game calculation section to suspend the single-player 
game calculations and notification information that indicates 
that the number of the intending human players has reached 
the setting value when the number of the intending human 
players has reached the setting value; 
I0086 the supply-side communication section receiving 
the operation information and the participation request infor 
mation from the terminal devices, and transmitting the opera 
tion information, the stop control information, and the noti 
fication information to the terminal devices; 
0087 the terminal-side communication section transmit 
ting the operation information and the participation request 
information to the information Supply device, and receiving 
the operation information of another terminal device, the 
notification information, and the stop control information 
from the information Supply device; 
I0088 the terminal-side update section stopping updating 
the practice management databased on the stop control infor 
mation; and 
I0089 the terminal-side game calculation section suspend 
ing the single-player game calculations based on the stop 
control information, and starting the multi-player game cal 
culations based on the notification information, the terminal 
side game calculation section resuming the Suspended single 
player game calculations from the Suspended State based on 
the practice management data when the single-player game 
calculations are resumed after the Suspension. 

the information Supply device including: 
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0090 According to one embodiment of the invention, 
there is provided an information Supply method comprising 
causing a computer to: 
0091 receive participation request information from a 
plurality of terminal devices; 
0092 determine whether or not the number of intending 
human players who desire to participate in a multi-player 
game has reached a setting value based on the participation 
request information from the terminal devices; 
0093 receive operation information from the terminal 
devices; 
0094 perform single-player game calculations of the 
multi-player game in which one human player and at least one 
computer player participate based on the operation informa 
tion from the terminal devices when the number of the intend 
ing human players is less than the setting value; 
0095 update practice management data during the single 
player game calculations, the practice management data indi 
cating a state of the multi-player game for each of the terminal 
devices for which the single-player game calculations are 
performed: 
0096 stop updating the practice management data when 
the number of the intending human players has reached the 
setting value; 
0097 suspend the single-player game calculations when 
the number of the intending human players has reached the 
setting value, and start multi-player game calculations of the 
multi-player game in which a plurality of human players and 
at least one computer player participate or a plurality of 
human players participate; and 
0098 when resuming the single-player game calculations 
after the Suspension, resume the single-player game calcula 
tions from the Suspended State based on the practice manage 
ment data. 
0099. According to one embodiment of the invention, 
there is provided an information storage medium storing a 
program readable by a computer including a communication 
section that communicates with a plurality of terminal 
devices having a communication function and a game execu 
tion function, the program causing the computer to function 
aS 

0100 a communication control section that controls the 
communication section; 
0101 a determination section that determines whether or 
not the number of intending human players who desire to 
participate in a multi-player game has reached a setting value 
based on participation request information from the terminal 
devices; 
0102 a game calculation section that performs single 
player game calculations of the multi-player game in which 
one human player and at least one computer player participate 
when the number of the intending human players is less than 
the setting value, and Suspends the single-player game calcu 
lations and starts multi-player game calculations of the multi 
player game in which a plurality of human players and at least 
one computer player participate or a plurality of human play 
ers participate when the number of the intending human play 
ers has reached the setting value, based on operation infor 
mation from the terminal devices; 
0103 an update section that updates practice management 
data when the single-player game calculations are performed, 
and stops updating the practice management data when the 
multi-player game calculations are started, the practice man 
agement data indicating a state of the multi-player game for 

Nov. 13, 2008 

each of the terminal devices for which the single-player game 
calculations are performed; and 
0104 an information generation section that generates 
game calculation result information that indicates results of 
the single-player game calculations or the multi-player game 
calculations, 
0105 wherein the communication control section causes 
the communication section to receive the participation 
request information and the operation information from the 
terminal devices, and transmit the game calculation result 
information to the terminal devices; and 
0106 wherein, when the suspended single-player game 
calculations are resumed, the game calculation section 
resumes the single-player game calculations from the Sus 
pended State based on the practice management data. 
0107 According to the above embodiments, the informa 
tion Supply system and others enable a smooth transition from 
the single-player game to the multi-player game by stopping 
updating the practice management data at the start of multi 
player game calculations while updating the practice man 
agement data in the single-player game calculations, when 
the single-player game has been played before the multi 
player game. 
0108. According to the above embodiments, when the sus 
pended single-player game calculations are resumed, the 
information Supply system and others can reproduce the Sus 
pended game state by causing the single-player game calcu 
lations to be resumed from the suspended state based on the 
practice management data. 
0.109 When the communication section has detected that 
at least one of the terminal devices of the human players has 
been disconnected from the information Supply system dur 
ing the multi-player game calculations, the game calculation 
section may stop the multi-player game calculations and 
resume the Suspended single-player game calculations from 
the Suspended State based on the practice management data. 
0110. This enables the information supply system and the 
others to resume the single-player game from the Suspended 
state even if the terminal device of the human player has been 
disconnected from the information Supply system. 
0111. The information supply system and others may fur 
ther comprise: 
0112 a matching section that determines a combination of 
the human players based on the participation request infor 
mation, 
0113 wherein the game calculation section calculates 
results of the multi-player game for each of the terminal 
devices of the human players; 
0114 wherein the storage section stores user data that 
indicates the results; 
0115 wherein the update section updates the user data 
based on the results calculated by the game calculation sec 
tion; and 
0116 wherein the matching section determines the com 
bination of the human players based on the user data. 
0117 This enables the information supply device and oth 
ers to allow players with similar skill to play a match, for 
example. 
0118. The invention is described below with reference to 
the drawings taking the case of applying the invention to an 
information Supply device as an example. Note that the 
embodiments described hereunder do not in any way limit the 
scope of the invention defined by the claims laid out herein. 
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Note also that not all of the elements of the embodiments 
should be taken as essential requirements to the means of the 
invention. 

First Embodiment 

0119. A first embodiment in which the functions of an 
information Supply system according to the invention are 
implemented by an information Supply device is described 
below. 
0120 FIG. 1 is a diagram showing the entire system 
according to the first embodiment. An information Supply 
device 100 which functions as the information supply system 
is connected to a plurality of portable telephones (terminal 
devices) 200-1 to 200-in through a network 300. The informa 
tion Supply device 100 exchanges various types of informa 
tion with the portable telephone 200. 
0121 Specifically, the information supply device 100 gen 
erates game calculation result information relating to a mah 
jong game (multi-player game), and transmits the game cal 
culation result information to the portable telephone 200 
which participates in the mah-jong game. The portable tele 
phone 200 has a communication function (e.g., communica 
tion section) and a game execution function (e.g., image 
generation section, display section, Sound generation section, 
Sound output section, and operation section). 
0122. In this embodiment, a group made up of two human 
players and two computer players plays a mah-jong match 
game. When only one human player is included in the group, 
the human player practices a mah-jong match game with three 
computer players. 
0123. The functional blocks of the information supply 
device 100 having such functions are described below. FIG.2 
is a functional block diagram showing the information Supply 
device 100 according to the first embodiment. The informa 
tion supply device 100 includes a communication section 110 
that exchanges various types of information with the portable 
telephone 200, a storage section 120 that stores various types 
of data, a determination section 130 that makes various deter 
minations, and a matching section 140 that combines 
(matches) players registered in a group. 
0.124. The information supply device 100 also includes a 
game calculation section 150, an update section 160 that 
updates data stored in the storage section 120, and an infor 
mation generation section 170 that generates information 
indicating game calculation results and the like. 
0.125. The storage section 120 stores user data 122, prac 

tice management data 124, match management data 126, and 
the like. The above-mentioned data is described in detail 
below. 
0126 FIG.3 is a table showing an example of the user data 
122 according to the first embodiment. The user data 122 
indicates the grade of each player and the like. Examples of 
items of the user data 122 includean "ID” that is identification 
information relating to each player (portable telephone 200), 
a 'screen name that indicates the name of each player in the 
mahjong game, “total points' that indicate the cumulative 
value of points acquired by each player in the mah-jong game, 
a “rank that indicates the rank of each player in the mah-jong 
game, a 'grade' that indicates the grade of each player in the 
mahjong game, a “practice management data presence’ that 
indicates the presence or absence of the practice management 
data 124 relating to each player, a “state' that indicates the 
state of each portable telephone 200 in the game, and the like. 
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The items “total points”, “rank', and “grade” constitute result 
data that indicates the results of each player. 
I0127. The practice management data 124 is described 
below. FIG. 4 is a table showing an example of the practice 
management data 124 according to the first embodiment. The 
practice management data 124 is data for managing the State 
of each player in the mah-jong game during practice. 
Examples of items of the practice management data 124 
include a “group ID that is identification information relat 
ing to each group, a “game state' that indicates the game state 
of each group (e.g., the arrangement of mah-jong tiles, mah 
jong tiles possessed by each player, and dora), an "ID that is 
identification information relating to each player, "points' 
that indicate the points of each player in the game, and the 
like. 
I0128. The match management data 126 is described 
below. FIG. 5 is a table showing an example of the match 
management data 126 according to the first embodiment. The 
match management data 126 is data for managing the state of 
each player in the mah-jong game during a match. The items 
of the match management data 126 are the same as those of 
the practice management data 124. 
I0129. The storage section 120 also stores a game program 
for executing the mah-jong match game, data relating to the 
computer player, and the like. 
0.130. The mah-jong game according to this embodiment 

is performed from East, first round to East, fourth round. The 
game ends when East, fourth round has been completed. The 
information supply device 100 manages the results for one 
game as the practice management data 124 or the match 
management data 126, and manages the cumulative results as 
the user data 122. 
I0131 The function of each section of the information Sup 
ply device 100 may be implemented by the following hard 
ware, for example. The communication section 110 may be 
implemented by a LAN card or the like, the storage section 
120 may be implemented by an HDD or the like, the deter 
mination section 130, the matching section 140, the game 
calculation section 150, the update section 160, and the infor 
mation generation section 170 may be implemented by a CPU 
or the like. 

(0132. The functions of the determination section 130 and 
the like may be implemented by causing the information 
Supply device 100 to read a program that causes a computer to 
function as the determination section 130 and the like from an 
information storage medium 400 that stores the program. As 
the information storage medium 400, a CD-ROM, a DVD 
ROM, a ROM, a RAM, an HDD, or the like may be applied. 
The program reading method may be a contact method or a 
non-contact method. 
I0133. The flow of a process performed by the information 
supply device 100 is described below. The information gen 
eration section 170 generates image information relating to a 
main menu image. The communication section 110 transmits 
the image information to the portable telephone 200. The 
portable telephone 200 displays the main menu image based 
on the image information. 
0.134 FIG. 6 is a diagram showing an example of a main 
menu image 500 according to the first embodiment. A plural 
ity of options are displayed on the main menu image 500. 
Examples of these options include “match' that allows the 
player to participate in the game, "current results' that 
requests the information supply device 100 to display the 
player's results, “ranking that requests the information Sup 
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ply device 100 to display the rank of the player, "play rules' 
that requests the information supply device 100 to display the 
rules of the game, “setting that allows the player to set a 
screen name and the like, and the like. 
0135 When the player has selected the option “match” by 
operating abutton of the portable telephone 200, for example, 
a communication section of the portable telephone 200 trans 
mits participation request information that indicates that the 
player desires to participate in the game to the information 
supply device 100. 
0136. The communication section 110 receives the par 
ticipation request information, and the determination section 
130 determines whether or not the number of intending 
human players who desire to participate in the mahjong game 
has reached a setting value (two in this embodiment) based on 
the participation request information and the match manage 
ment data 126. Data indicating the setting value may be stored 
in the storage section 120, or may be possessed by the deter 
mination section 130. 

0.137 When the number of intending human players who 
desire to participate in the mah-jong game is less than the 
setting value, the information generation section 170 gener 
ates image information that indicates a standby image, and 
the communication section 110 transmits the image informa 
tion to the portable telephone 200. The portable telephone 
200 displays the standby image based on the image informa 
tion. The mah-jong game thus transitions from an initial State 
to a standby state. 
0138 FIG. 7 is a diagram showing an example of a standby 
image 510 according to the first embodiment. For example, an 
image that indicates characters "competitors wanted” or the 
like, an option “practice” that allows the player to practice the 
mahjong game with three computer players, an option 
“return' that causes the main menu image 500 to be displayed 
again, and the like are displayed in the standby image 510. 
0.139. When the player has selected the option “practice” 
by operating the portable telephone 200, the mah-jong game 
transitions from the standby state to a practice state. The flow 
of a process performed by the information supply device 100 
in the practice state is described below. 
0140 FIG. 8 is a flowchart showing the flow of a process 
according to the first embodiment in the practice state. The 
determination section 130 determines whether or not data 
relating to the portable telephone 200 is stored as the practice 
management data 124 based on the identification information 
relating to the portable telephone 200 contained in the par 
ticipation request information and the ID contained in the 
practice management data 124 (step S1). 
0141 When the data relating to the portable telephone 200 

is stored as the practice management data 124, the informa 
tion generation section 170 generates selection image infor 
mation for a practice start image which allows the player to 
select whether to newly start or resume the mah-jong game, 
and the communication section 110 transmits the selection 
image information to the portable telephone 200 (step S2). 
0142. The portable telephone 200 displays the practice 
start image based on the selection image information. FIG.9 
is a diagram showing an example of a practice start image 520 
according to the first embodiment. For example, an option 
“from the beginning that allows the player to play the mah 
jong game from the beginning, an option “resume' that 
allows the player to play the mah-jong game where the player 
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left off an option “return' that causes the main menu image 
500 to be displayed again, and the like are displayed in the 
practice start image 520. 
0143. The portable telephone 200 transmits selection 
information that indicates the option selected by the player to 
the information supply device 100. The communication sec 
tion 110 receives the selection information, and the determi 
nation section 130 determines whether or not the player has 
selected the option “from the beginning based on the selec 
tion information (step S3). 
0144. When the player has selected the option “from the 
beginning, the update section 160 initializes data relating to 
the player contained in the practice management data 124 
(step S4). In this case, the update section 160 may delete the 
data, and add data relating to the player to the practice man 
agement data 124. 
(0145 When the determination section 130 has determined 
that data relating to the portable telephone 200 is not stored as 
the practice management data 124 in the step S1, the update 
section 160 creates data relating to the player as the practice 
management data 124 (step S5). 
0146 The information supply device 100 then starts the 
mah-jong game in the practice state. Specifically, the deter 
mination section 130 determines whether or not the commu 
nication section 110 has received operation information that 
indicates a player's operation from the portable telephone 200 
possessed by the player (step S6). 
0147 When the communication section 110 has received 
the operation information, the game calculation section 150 
performs single-player mah-jong game calculations based on 
the operation information and the game program (step S7). 
Examples of the game calculations include changing the tile 
arrangement, determining whether or not a mah-jong hand 
has been created, calculating points, and the like. The game 
calculation section 150 may perform the single-player game 
calculations using the practice management data 124. 
0.148. The update section 160 updates the practice man 
agement data 124 based on the game calculation results 
obtained by the game calculation section 150 (step S8). The 
user data 122 may be updated by the process in the step S8, or 
may be updated when the game has ended. 
014.9 The information generation section 170 generates 
game calculation result information (e.g., HTML data, the 
game calculation result information may include Sound data) 
that indicates the single-player game calculation results 
obtained by the game calculation section 150 based on the 
information from the game calculation section 150 and the 
practice management data 124, and the communication sec 
tion 110 transmits the game calculation result information to 
the portable telephone 200 possessed by the player who plays 
the single-player game (step S9). 
0150. The determination section 130 determines whether 
or not the game has ended (step S10). When the game has not 
ended, the information supply device 100 repeats the process 
in the steps S6 to S10. When the game has ended, the infor 
mation supply device 100 finishes the process. The informa 
tion supply device 100 enters the standby state when the game 
has ended. 

0151. When the information supply device 100 has 
received a match request from another player in the practice 
state, the information supply device 100 enters the match 
state. A process in the match state is described below. 
0152 FIG. 10 is a flowchart showing the flow of the pro 
cess according to the first embodiment in the match state. The 
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determination section 130 determines whether or not a match 
request has been issued by determining whether or not the 
communication section 110 has received the match request 
information (participation request information) from the por 
table telephone 200 in the standby state or the practice state 
(step S11). 
0153. When a match request has been issued, the matching 
section 140 matches the human players (determines the com 
bination of the human players) based on the match request 
information and the user data 122 (step S12). The matching 
method is arbitrary. For example, a method which matches 
players whose points or grades are within a specific range in 
FIG. 3, a method which matches players whose ranks are 
identical, or the like may be employed. 
0154 Specifically, players whose ranks are identical are 
matched as follows, for example. For example, when the 
player whose “ID is “U0000009” and “rank” is “beginner” 
in FIG.3 has issued a match request, the matching section 140 
matches the player with the player whose “ID is 
“U0006008”, “state' is “standby', and “rank” is “beginner” 
instead of the player whose “ID is “U0000003”, “state' is 
“practice', and “rank' is “senior'. The matching target player 
(portable telephone 200) is a player whose “state' contained 
in the user data 122 is “practice' or “standby', for example. 
O155 The determination section 130 determines whether 
or not matching (step S12) has enabled the player to play a 
match (step S13). When the player cannot play a match, the 
portable telephone 200 possessed by the player which has 
issued the match request transitions to the standby state. 
0156 When the player can play a match, the information 
supply device 100 causes the portable telephones 200 pos 
sessed by the players who have been matched to transition to 
the match state (step S14). Specifically, when the portable 
telephone 200 is in the practice state, for example, the game 
calculation section 150 stops single-player game calculations 
for the portable telephone 200 in the practice state. In this 
case, the information generation section 170 may generate 
image information that indicates characters “A competitor 
joins the game', and the communication section 110 may 
transmit the image information to the portable telephones 200 
possessed by the players who have been matched. 
0157. In this case, the update section 160 generates a new 
group as the match management data 126, and adds the IDs of 
the two human players who have been matched and the IDs of 
two computer players to the generated group. 
0158. The information supply device 100 then starts the 
mahjong game in the match state. Specifically, the determi 
nation section 130 determines whether or not the communi 
cation section 110 has received operation information that 
indicates a player's operation from the portable telephone 200 
possessed by one of the players who have been matched (step 
S15). 
0159. When the communication section 110 has received 
the operation information, the game calculation section 150 
performs multi-player mah-jong game calculations based on 
the operation information and the game program (step S16). 
The game calculation section 150 may perform the multi 
player game calculations using the match management data 
126. 
0160 The update section 160 updates the match manage 
ment data 126 based on the game calculation results obtained 
by the game calculation section 150 (step S17). The user data 
122 may be updated by the process in the step S17, or may be 
updated when the game has ended. 
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0.161 The information generation section 170 generates 
game calculation result information that indicates the multi 
player game calculation results obtained by the game calcu 
lation section 150 based on the information from the game 
calculation section 150 and the match management data 126, 
and the communication section 110 transmits the game cal 
culation result information to the two portable telephones 200 
possessed by the players who play the multi-player game 
(step S18). 
(0162 The determination section 130 determines whether 
or not the game has ended (step S19). When the game has not 
ended, the information supply device 100 repeats the process 
in the steps S15 to S19. When the game has ended, the 
information supply device 100 finishes the process. The infor 
mation supply device 100 enters the initial state when the 
game has ended. 
0163 According to this embodiment, the information Sup 
ply device 100 enables a smooth transition from the single 
player game to the multi-player game by stopping updating 
the practice management data 124 at the start of the multi 
player game calculations while updating the practice man 
agement data 124 in the single-player game calculations, 
when the single-player game has been played before the 
multi-player game. 
0164. According to this embodiment, when the suspended 
single-player game calculations are resumed, the information 
Supply device 100 can reproduce the Suspended game state by 
causing the single-player game calculations to be resumed 
from the Suspended State based on the practice management 
data 124. 
0.165 According to this embodiment, the information Sup 
ply device 100 can reflect not only the match management 
data 126 but also the practice management data 124 in the 
user data 122. Therefore, since the game results for practice 
are also reflected in ranking and the like, the player can more 
earnestly enjoy playing the game in the practice state. 
0166 According to this embodiment, since the game in the 
practice State is identical to the game in the match state, the 
player can comfortably enjoy playing the game in the match 
State. 

0.167 According to this embodiment, the information Sup 
ply device 100 allows players with similar skill to play a 
match. Therefore, the players can enjoy a more exciting 
game. 

Second Embodiment 

(0168 A second embodiment in which the functions of an 
information Supply system according to the invention are 
distributed over an information Supply device and a terminal 
device is described below. 
0169 FIG. 11 is a diagram showing the entire system 
according to the second embodiment. In the second embodi 
ment, an information supply device 101 and portable tele 
phones 201-1 to 201-n (terminal devices) function as an infor 
mation Supply system. 
0170 FIG. 12 is a functional block diagram showing the 
information supply device 101 and the portable telephone 201 
according to the second embodiment. 
0171 The information supply device 101 includes the 
determination section 130, the matching section 140, and the 
update section 160 described relating to the first embodiment. 
The information supply device 101 includes a communica 
tion section 210 (Supply-side communication section) that 
communicates with the portable telephone 201, an informa 
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tion generation section 171 (Supply-side information genera 
tion section) that generates stop control information that 
causes the portable telephone 201 to stop single-player game 
calculations when the number of intending human players 
who desire to participate in a multi-player game has reached 
a setting value, and a storage section 121. 
0172. Note that the storage section 121 does not store the 
practice management data 124, but stores the user data 123, 
the match management data 126, and the like. Since the 
portable telephone 201 has a game calculation function, the 
information Supply device 101 does not include the game 
calculation section 150. 
0173. In the second embodiment, the portable telephone 
201 stores practice management data 222. Therefore, the user 
data 123 need not contain data relating to the item “practice 
management data presence'. The remaining items of the user 
data 123 are the same as those of the user data 122 according 
to the first embodiment. 
0.174. The portable telephone 201 includes an operation 
section 230, an information generation section 270 (terminal 
side information generation section) that generates participa 
tion request information that indicates a multi-player game 
participation request based on operation information from the 
operation section 230, a communication section 210 (termi 
nal-side communication section) that communicates with the 
information supply device 101, and a storage section 220 
(terminal-side storage section) that stores the practice man 
agement data 222, the match management data 224, and the 
like that indicate the state of the multi-player game. 
0.175. The portable telephone 201 also includes a game 
calculation section 250 (terminal-side game calculation sec 
tion) that performs the above-described single-player game 
calculations and multi-player game calculations based on the 
operation information from the operation section 230, opera 
tion information from another portable telephone 201, and the 
practice management data 222, and an update section (termi 
nal-side update section) 160 that updates the practice man 
agement data 222 based on the single-player game calcula 
tion results and updates the match management data 224 
based on the multi-player game calculation results. 
0176 The portable telephone 201 also includes a display 
section 280 that generates and displays a game image based 
on the game calculation results, and a Sound output section 
290 that generates and outputs game sound based on the game 
calculation results. 
0177. As hardware that implements the function of each 
section of the portable telephone 201, hardware generally 
used for portable telephones may be used. For example, the 
communication section 210 may be implemented by a wire 
less communication unit or the like, the storage section 220 
may be implemented by a RAM or the like, the operation 
section 230 may be implemented by a button or the like, the 
game calculation section 250, the update section 260, and the 
information generation section 270 may be implemented by a 
CPU or the like, the display section 280 may be implemented 
by an image generation circuit, a liquid crystal display, and 
the like, the sound output section 290 may be implemented by 
a sound generation circuit, a speaker, and the like. 
0.178 The flow of a process of the multi-player game using 
the information supply device 101 and the portable telephone 
201 is described below. The communication section 110 regu 
larly receives the participation request information in the 
same manner as in the first embodiment. The determination 
section 130 determines whether or not the number of intend 
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ing human players who desire to participate in the mah-jong 
game has reached a setting value (two in this embodiment) 
based on the participation request information and the match 
management data 126. 
0179 For example, when the player has selected the 
option “match’ by operating a button or the like of the por 
table telephone 200 in a state in which the main menu image 
500 is displayed, the information generation section 270 gen 
erates the participation request information, and the commu 
nication section 210 transmits the participation request infor 
mation to the information supply device 101. 
0180. The information supply device 101 determines the 
number of intending human players who desire to participate 
in the game and matches the player in the same manner as in 
the first embodiment. In this example, the number of intend 
ing human players who desire to participate in the game is less 
than the setting value, and the standby image 510 is displayed 
on the portable telephone 201. 
0181 For example, when the player has selected the 
option “practice' using the standby image 510, the portable 
telephone 201 performs single-player game calculations. 
FIG. 13 is a flowchart showing the flow of a process according 
to the second embodiment during single-player game calcu 
lations. 
0182. The game calculation section 250 performs single 
player game calculations based on the operation information 
from the operation section 230, the practice management data 
222, and the game program (step S21). 
0183) The update section 260 updates the practice man 
agement data 222 based on the game calculation results 
obtained by the game calculation section 250 (step S22). This 
allows the latest state of the multi-player game to be reflected 
in the practice management data 222. 
0.184 The display section 280 generates and displays a 
game image based on the game calculation results obtained 
by the game calculation section 250 and game image data 
stored in the storage section 220, and the Sound output section 
290 generates and outputs game sound based on the game 
calculation results obtained by the game calculation section 
250 and game sound stored in the storage section 220 (step 
S23). 
0185. The information generation section 270 generates 
competitor presence inquiry information that inquires of the 
information supply device 101 whether or not a competitor is 
present, and the communication section 210 transmits the 
competitor presence inquiry information to the information 
supply device 101 (step S24). 
0186 The communication section 110 of the information 
supply device 101 receives the inquiry information. The com 
munication section 110 regularly receives the participation 
request information in the same manner as in the first embodi 
ment. The determination section 130 determines whether or 
not the number of players who desire to participate in the 
mah-jong game has reached the setting value based on the 
participation request information, the user data 123, and the 
match management data 126. 
0187. When the number of players who desire to partici 
pate in the mah-jong game has reached the setting value, the 
information generation section 171 generates the stop control 
information that causes the portable telephone 201 to stop 
single-player game calculations and notification information 
that indicates that the player can play a match, and the com 
munication section 110 transmits the stop control information 
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and the notification information to the portable telephone 201 
that has transmitted the competitor presence inquiry informa 
tion. 
0188 The game calculation section 250 determines 
whether or not the player can play a match by determining 
whether or not the communication section 210 has received 
the stop control information and the notification information 
(step S25). When the player can play a match, the game 
calculation section 250 stops single-player game calculations 
based on the stop control information (step S26). The update 
section 260 stops updating the practice management data 222 
based on the stop control information (step S27). 
0189 The information generation section 270 generates 
the game calculation result information that indicates the 
single-player game calculation results based on the practice 
management data 222, and the communication section 210 
transmits the game calculation result information to the infor 
mation supply device 101 (step S28). 
0190. The information supply device 101 updates the 
match management data 126 based on the game calculation 
result information. This allows the single-player game calcu 
lation results to be reflected in the match management data 
126. 
0191 The portable telephone 201 thus completes single 
player game calculations. When the player cannot play a 
match, the portable telephone 201 repeats the process in the 
steps S21 to S25. 
0.192 The flow of a process according to the second 
embodiment in the match state is described below. When the 
matching section 140 has matched players, a plurality of 
portable telephones 201 possessed by the players who have 
been matched transition to the match state in the same manner 
as in the first embodiment. FIG. 14 is a flowchart showing the 
flow of a process according to the second embodiment in the 
match State. 
0193 The determination section 130 determines whether 
or not the communication section 110 has received the opera 
tion information from the portable telephone 201 (step S31). 
When the communication section 110 has received the opera 
tion information, the communication section 110 transmits 
the operation information to the portable telephone 201 that 
has been matched with the portable telephone 201 that has 
transmitted the operation information based on the match 
management data 126 (step S32). The identification informa 
tion relating to the portable telephone 201 that has been 
matched, information indicating the transmission destina 
tion, and the like may be stored as the match management data 
126. 

0194 The determination section 130 determines whether 
or not the communication section 110 has received finish 
notification information from the portable telephone 201 
(step S33). The determination section 130 may determine that 
the portable telephone 201 has finished multi-player game 
calculations when communication with the portable tele 
phone 201 that has been matched has been disconnected (e.g., 
when power has been removed from the portable telephone 
201), and the communication section 110 may transmit finish 
control information (control information that causes the por 
table telephone 201 to stop multi-player game calculations) 
generated by the information generation section 171 to the 
portable telephone 201 that has been matched and connected 
to the information supply device 101. 
(0195 When the determination section 130 has determined 
that the portable telephone 201 has finished multi-player 
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game calculations, the information generation section 171 
generates game calculation result request information that 
requests the multi-player game calculation results, and the 
communication section 110 transmits the game calculation 
result request information to the portable telephone 201 that 
has transmitted the latest operation information (step S34). 
0196. The communication section 110 receives the game 
calculation result information corresponding to the game cal 
culation result request information from the portable tele 
phone 201 (step S35). The game calculation result informa 
tion is information that indicates the multi-player game 
calculation results. 
0197) The update section 160 updates the match manage 
ment data 126 based on the game calculation result informa 
tion (step S36). This allows the multi-player game calculation 
results obtained by the portable telephone 201 to be reflected 
in the match management data 126. 
0198 The flow of a process performed by the portable 
telephone 201 in the match state is described below. FIG. 15 
is a flowchart showing the flow of a process performed by the 
portable telephone 201 according to the second embodiment 
in the match state. 
(0199 The communication section 210 determines 
whether or not the player has performed an operation by 
determining whether or not the operation information is input 
from operation section 230 (step S41). When the player has 
performed an operation, the communication section 210 
transmits the operation information to the information Supply 
device 101 (step S42). The communication section 210 deter 
mines whether or not the operation information from another 
portable telephone 201 has been received from the informa 
tion supply device 101 (step S43). 
0200. The game calculation section 250 performs multi 
player game calculations based on the operation information 
from the operation section 230, the operation information 
from another portable telephone 201 received by the commu 
nication section 210, and the match management data 224 
(step S44). 
0201 The update section 260 updates the match manage 
ment data 224 based on the multi-player game calculation 
results (step S45). The display section 280 generates and 
displays a game image based on the game calculation results 
obtained by the game calculation section 250 and game image 
data stored in the storage section 220, and the Sound output 
section 290 generates and outputs game Sound based on the 
game calculation results obtained by the game calculation 
section 250 and game sound stored in the storage section 220 
(step S46). 
0202 The portable telephone 201 determines whether or 
not to finish the game (step S47). The portable telephone 201 
finishes the game when a series of game stages has been 
completed, when the player has issued a finish instruction, or 
when the above-mentioned finish control information has 
been received, for example. When the portable telephone 201 
does not finish the game, the portable telephone 201 repeats 
the process in the steps S41 to S47. 
0203 When the portable telephone 201 finishes the game, 
the information generation section 270 generates finish noti 
fication information that indicates that the game has ended, 
and the communication section 210 transmits the finish noti 
fication information to the information supply device 101 
(step S48). 
0204. In this case, the information generation section 270 
generates game calculation result information that indicates 
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the game calculation results (e.g., points of each player) based 
on the match management data 224, and the communication 
section 210 transmits the game calculation result information 
to the information supply device 101 (step S49). 
0205 The portable telephone 201 thus performs multi 
player game calculations, and the multi-player game calcu 
lation results are reflected in the match management data 126 
stored in the information supply device 101. 
0206. According to this embodiment, the same effects as 
in the first embodiment can be achieved even if the functions 
of the information supply device 100 according to the first 
embodiment are distributed over the information supply 
device 101 and the portable telephone 201. 
0207. According to the second embodiment, since the 
amount of data exchanged between the portable telephone 
201 and the information supply device 101 is reduced when 
the portable telephone 201 performs single-player game cal 
culations, the communication load imposed on the network 
300 is reduced. 

Other Embodiments 

0208. The invention is not limited to the above-described 
embodiments. Various modifications and variations may be 
made. For example, the number of players who participate in 
the multi-player games is not limited to that of the above 
described embodiments. For example, single-player game 
calculations may be performed when one human player and at 
least one computer player participate in the game. For 
example, multi-player game calculations may be performed 
when only a plurality of (is not limited to two, but may be 
three or more) human players participate in the game or a 
plurality of human players and at least one computer player 
participate in the game. 
0209. The setting value based on which the determination 
section 130 makes determinations is not limited to two. An 
arbitrary value equal to or larger than two may be employed 
depending on the type and the contents of the multi-player 
game. 
0210. When the portable telephone 200 possessed by one 
human player has been disconnected when two human play 
ers play the multi-player game, the game calculation section 
150 may stop multi-player game calculations, and resume the 
single-player game from the Suspended State of the single 
player game calculations for the otherhuman player based on 
the practice management data 124. Note that the determina 
tion section 130 can detect disconnection of communication 
using a general session management method, for example. 
0211. In this case, the game calculation section 150 may 
stop multi-player game calculations, the information genera 
tion section 170 may generate information for displaying the 
main menu image 500, and the communication section 110 
may transmit the generated information to the portable tele 
phone 200 possessed by the other human player. 
0212. This enables a smooth transition from the multi 
player game to the single-player game and enables the single 
player game to be resumed from the Suspended State of the 
single-player game calculations. 
0213 As the multi-player game, various games such as 
reversi, a quiz game, a card game, and a falling game may be 
applied in addition to the mah-jong game. The matching 
section 140 may combine (match) cooperative players instead 
of competitive players. 
0214. The terminal device is not limited to the portable 
telephone 200. For example, various devices having a com 
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munication function and a game execution function (e.g., 
portable game device, consumer game device, arcade game 
device, and personal computer (PC)) may be employed as the 
terminal device. 
0215. An embodiment in which the functions of the infor 
mation supply device 100 distributed is not limited to the 
second embodiment. Various other embodiments may also be 
employed. For example, the portable telephone may perform 
only single-player game calculations, and the information 
Supply device may perform multi-player game calculations. 
0216 Although only some embodiments of this invention 
have been described in detail above, those skilled in the art 
will readily appreciate that many modifications are possible 
in the embodiments without materially departing from the 
novel teachings and advantages of this invention. Accord 
ingly, all Such modifications are intended to be included 
within the scope of the invention. 
What is claimed is: 
1. An information Supply system comprising: 
a communication section that communicates with a plural 

ity of terminal devices having a communication function 
and a game execution function; 

a determination section that determines whether or not the 
number of intending human players who desire to par 
ticipate in a multi-player game has reached a setting 
value based on participation request information from 
the terminal devices; 

a game calculation section that performs single-player 
game calculations of the multi-player game in which one 
human player and at least one computer player partici 
pate when the number of the intending human players is 
less than the setting value, and Suspends the single 
player game calculations and starts multi-player game 
calculations of the multi-player game in which a plural 
ity of human players and at least one computer player 
participate or a plurality of human players participate 
when the number of the intending human players has 
reached the setting value, based on operation informa 
tion from the terminal devices; 

a storage section that stores practice management data that 
indicates a state of the multi-player game for each of the 
terminal devices for which the single-player game cal 
culations are performed; 

an update section that updates the practice management 
data when the single-player game calculations are per 
formed, and stops updating the practice management 
data when the multi-player game calculations are 
started; and 

an information generation section that generates game cal 
culation result information that indicates results of the 
single-player game calculations or the multi-player 
game calculations, 

wherein the communication section receives the participa 
tion request information and the operation information 
from the terminal devices, and transmits the game cal 
culation result information to the terminal devices; and 

wherein, when the Suspended single-player game calcula 
tions are resumed, the game calculation section resumes 
the single-player game calculations from the Suspended 
state based on the practice management data. 

2. The information Supply system as defined in claim 1, 
wherein, when the communication section has detected 

that at least one of the terminal devices of the human 
players has been disconnected from the information Sup 
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ply system during the multi-player game calculations, 
the game calculation section stops the multi-player 
game calculations and resumes the Suspended single 
player game calculations from the Suspended State based 
on the practice management data. 

3. The information Supply system as defined in claim 1, 
further comprising: 

a matching section that determines a combination of the 
human players based on the participation request infor 
mation, 

wherein the game calculation section calculates results of 
the multi-player game for each of the terminal devices of 
the human players; 

wherein the storage section stores user data that indicates 
the results; 

wherein the update section updates the user databased on 
the results calculated by the game calculation section; 
and 

wherein the matching section determines the combination 
of the human players based on the user data. 

4. An information Supply system having a plurality of 
terminal devices and an information Supply device, 

each of the terminal devices including: 
an operation section; 
a terminal-side information generation section that gener 

ates participation request information based on opera 
tion information from the operation section, the partici 
pation request information indicating a participation 
request for a multi-player game; 

a terminal-side communication section that communicates 
with the information supply device; 

a terminal-side storage section that stores practice manage 
ment data that indicates a state of the multi-player game; 

a terminal-side game calculation section that performs 
single-player game calculations of the multi-player 
game in which one human player and at least one com 
puter playerparticipate, and, when a predetermined con 
dition has been satisfied, Suspends the single-player 
game calculations and starts multi-player game calcula 
tions of the multi-player game in which a plurality of 
human players and at least one computer player partici 
pate or a plurality of human players participate, based on 
the operation information from the operation section; 
and 

a terminal-side update section that updates the practice 
management databased on results of the single-player 
game calculations: 

the information Supply device including: 
a Supply-side communication section that communicates 

with the terminal devices; 
a determination section that determines whether or not the 
number of intending human players who desire to par 
ticipate in the multi-player game has reached a setting 
value based on the participation request information 
from the terminal devices; and 

a Supply-side information generation section that generates 
stop control information that causes the terminal-side 
game calculation section to Suspend the single-player 
game calculations and notification information that indi 
cates that the number of the intending human players has 
reached the setting value when the number of the intend 
ing human players has reached the setting value; 

the Supply-side communication section receiving the 
operation information and the participation request 
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information from the terminal devices, and transmitting 
the operation information, the stop control information, 
and the notification information to the terminal devices; 

the terminal-side communication section transmitting the 
operation information and the participation request 
information to the information Supply device, and 
receiving the operation information of another terminal 
device, the notification information, and the stop control 
information from the information Supply device; 

the terminal-side update section stopping updating the 
practice management data based on the stop control 
information; and 

the terminal-side game calculation section Suspending the 
single-player game calculations based on the stop con 
trol information, and starting the multi-player game cal 
culations based on the notification information, the ter 
minal-side game calculation section resuming the 
Suspended single-player game calculations from the Sus 
pended State based on the practice management data 
when the single-player game calculations are resumed 
after the Suspension. 

5. An information Supply method comprising causing a 
computer to: 

receive participation request information from a plurality 
of terminal devices; 

determine whether or not the number of intending human 
players who desire to participate in a multi-player game 
has reached a setting value based on the participation 
request information from the terminal devices: 

receive operation information from the terminal devices; 
perform single-player game calculations of the multi 

player game in which one human player and at least one 
computer player participate based on the operation 
information from the terminal devices when the number 
of the intending human players is less than the setting 
value; 

update practice management data during the single-player 
game calculations, the practice management data indi 
cating a state of the multi-player game for each of the 
terminal devices for which the single-player game cal 
culations are performed; 

stop updating the practice management data when the 
number of the intending human players has reached the 
setting value; 

Suspend the single-player game calculations when the 
number of the intending human players has reached the 
setting value, and start multi-player game calculations of 
the multi-player game in which a plurality of human 
players and at least one computer player participate or a 
plurality of human players participate; and 

when resuming the single-player game calculations after 
the Suspension, resume the single-player game calcula 
tions from the Suspended State based on the practice 
management data. 

6. The information supply method as defined in claim 5, 
causing the computer to: 

stop the multi-player game calculations and resume the 
Suspended single-player game calculations from the Sus 
pended State based on the practice management data 
when disconnection between the computer and at least 
one of the terminal devices of the human players has 
been detected during the multi-player game calcula 
tions. 
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7. The information supply method as defined in claim 5, 
causing the computer to: 

calculate results of the multi-player game for each of the 
terminal devices of the human players; 

update user data that indicates the results; and 
determine a combination of the human players based on the 

participation request information and the user data. 
8. An information storage medium storing a program read 

able by a computer including a communication section that 
communicates with a plurality of terminal devices having a 
communication function and a game execution function, the 
program causing the computer to function as: 

a communication control section that controls the commu 
nication section; 

a determination section that determines whether or not the 
number of intending human players who desire to par 
ticipate in a multi-player game has reached a setting 
value based on participation request information from 
the terminal devices; 

a game calculation section that performs single-player 
game calculations of the multi-player game in which one 
human player and at least one computer player partici 
pate when the number of the intending human players is 
less than the setting value, and Suspends the single 
player game calculations and starts multi-player game 
calculations of the multi-player game in which a plural 
ity of human players and at least one computer player 
participate or a plurality of human players participate 
when the number of the intending human players has 
reached the setting value, based on operation informa 
tion from the terminal devices; 

an update section that updates practice management data 
when the single-player game calculations are per 
formed, and stops updating the practice management 
data when the multi-player game calculations are 
started, the practice management data indicating a state 
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of the multi-player game for each of the terminal devices 
for which the single-player game calculations are per 
formed; and 

an information generation section that generates game cal 
culation result information that indicates results of the 
single-player game calculations or the multi-player 
game calculations, 

wherein the communication control section causes the 
communication section to receive the participation 
request information and the operation information from 
the terminal devices, and transmit the game calculation 
result information to the terminal devices; and 

wherein, when the Suspended single-player game calcula 
tions are resumed, the game calculation section resumes 
the single-player game calculations from the Suspended 
state based on the practice management data. 

9. The information storage medium as defined in claim 8, 
wherein, when the communication section has detected 

that at least one of the terminal devices of the human 
players has been disconnected from the computer during 
the multi-player game calculations, the game calcula 
tion section stops the multi-player game calculations 
and resumes the Suspended single-player game calcula 
tions from the Suspended State based on the practice 
management data. 

10. The information storage medium as defined in claim 8. 
the program causing the computer to function as a match 

ing section that determines a combination of the human 
players based on the participation request information, 

wherein the game calculation section calculates results of 
the multi-player game for each of the terminal devices of 
the human players; 

wherein the update section updates user data that indicates 
the results based on the results calculated by the game 
calculation section; and 

wherein the matching section determines the combination 
of the human players based on the user data. 

c c c c c 


