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NAME QF In support of an application made by:
APPLICANT
SNK CORPORATION

TITLE for a patent for an invention entitled:
TV _GAME MACHINE
FULL NAME AND I, Eikichi Kawasaki,
ADDRESS OF ;
SIGNATORY ofc/o SNK Corporation, 18-12, Toyotsu-cho,

Suita-shi, Osaka, Japan

do solemnly and sincerely declare as follows:

1. ' I am authorised by the above mentioned applicant for the patent to make
this declaration on its behalf.

FULL NAME AND * 2. The name and address of each actual inventor of the invention
ADDRESS OF is as follows:
INVENTOR(S) N o . .
» Toshihiko Kita, 3-338, 2-18, Tatsumihigashi,
LA
° Ikuno-ku; Osaka, Japan
c e
tce ¢
SEE NOTES OVER 3. The facts upon which the applicant is entitled to make this application
are as follows:
The applicant would be entitled to have assigned
to it a patent granted to the actual inventor
. in respect of the said invention.
PELETE PARAGRAPHS 4. The basic application(s) as defined by Section 141 of the Act was (were)
3 AND 4 FOR made as follows:
_ NON-CONVENTION
APPLICATION Country  Japan , on 7th December 1989
in the name(s) SNK Corporation
and in ) on
< in the name(s)
£
® . PLACE AND DATE OF 5. The basic application(s) referred to in the preceding paragraph was
SIGNING (were) the first application(s) made in a Convention country in respect of

the invention the subject of this application.
Declaredat Osaka

this 23rd day of May 19 90
Signed ‘
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(57) Claim

1. A TV game machine comprising connecting means for
detachably connecting a plurality cf memory cartridges each
comprising at least non-volatile memories containing a game
program, picture data 'and sound data; a cartridge
selecting circuit for selecting one of said memory
cartridges. and making it accessible in cooperation with an
externally controllable switch and said connecting means;

a display panel divided into a plurality of segments each
corresponding to said respective memory cartridges for
illuminating one segment at a time in response to a command
from said switch; and a processor for executing the game
program of the selected memory cartridge while processing

the picture data and sound data contained therein.

2.



AUSTRALIA
PATENTS ACT 1952

COMPLETE SPECIFICATION

(ORIGINAL)

FOR OFfFICE USE

Short Title:

‘Int. Cl:

Applicatioh Number:
Lodged;

Complete Spedification—Lodged:
Accepted:
Lapsed:
Published:
Priority:

Related Art:

620717

Form 10

TO BE COMPLETED BY APPLICANT

Name of Applicant:
SNK CORPORATION

Address of Applicantes 18-12, TOYOTSU-CHO, SUITA-SHI

OSAKA
JAPAN

¢ Actual Inventor:

. Address for Service: GRIFFITH HACK & CO.,

601 St. Kilda Road,

Melbourne, Victoria 3004,

Australia.

Complete Specification for the invention entitled:
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The following statement is a full description of this invention

including the best method ¢of performing it

known to me:-



TV GAME MACHINE

The present invention relates to a’mfﬁwmﬁ machine and
specifically a TV game machine for a professional use.

With prior art TV game machines for a professional use;
only one kind of game can be played with a single machine.
To play a different game, it is necessary to replace a
printed circuit board for a game with another one. A game
machine with which a plural kinds of games can be played is
required. But its mechanism has to be simple in order to
prevent increase in cost. Also such a game machine is
required to have means for informing the player of which one
of the games he is currently playing.

it is an object of the present invention to provide a
TV game machine which allows a player to select any one game
from ahong a plurality of games and which is less costly.

In order to solve the above problems, the TV game
machine according to the present invention comprises
connecting means for detachably connecting a plurality of
memory cartridges each comprising at least non-volatile
memories containing a game program, picture data and sound
data, a cartridge select circuit for selecting one of the
memory cartridges and making it accessible in cooperation
with an externally controllable switch and the connecting

means, a display panel divided into a plurality of segments

1A



Mmemnmory .
each corresponding to the respective4gaﬁ£ cartridges for

illuminating one segment at a time in response to the o

command from the switch, and a processor for executing the
W\&movﬂ

game program of the selected4ga$e cartridge while processing

the picture data and sound data contained therein.

By operating the switch, the cartridge select circuit
selects a memory cartridge so that the processor can gain
access thereto. At the same time, the segment in the
display panel corresponding to the selected game is
illuminated. Thus the player can clearly recognize the game
which he is going to play.

According to the present invention, a plurality of
memory cartridges can be detachably mounted on the TV game
machine. The latter is provided with a panel showing the
contents of the game and a switch for selecting one of these
games. Thus a plurality of games can be played with a
single game machine, instead of installing a plurality of
game machines. This will lead to a reduction in cost.

Also, by the provision of the display panel, the player can
clearly recognize which one of the games he is currently
playing.

Other features and objects of the present invention
will become apparent from the following description taken
with reference te the accompanying drawings, in which:

Fig. 1 is a perspective view of the embodiment of the




present .invention;

Fig. 2 is a cross-sectional view of the display panel
of the same;

Fig. 3 is an exploded perspective view of an example cf
the memory cartridge;

Fig. 4 is a block diagram showing the structure of the
same; and

Fig. 5 is a block diagram showing tiie structure of the
TV game machine.

As shown in Fig. 1, a TV game machine 1 comprises a
cabinet 2, a CRT 3 mounted on the top of the cabinet 2, and
a front control panel 4 provided with joysticks 5 and shot
buttons 6, a game start button 7, and a game select switch
8. At the rear part of the cabinet 2, a display panel 9
stands upright. The cabinet 2 is also provided with a coin
insert slot 10, a coin return opening 11 and an IC card
insert slot 12.

The display panel 9 is divided into a plurality of
(eight in the embodiment shown) segments 91 each used to
illustrate the kind of a game, simple how-to-play
instructions by letters and pictures, etc. By pressing the
saelect button 8, one of the segments is illuminated to allow
the player to distinguish the game selected.

As shown in Fig. 2, the panel 9 may comprise a

transparent front plate 92 and a back plate 93 bonded
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together by adhesive. The front plate 92 is formed with
grooves for inserting unit panels 95 each showing the kind
of a game, how-to-play instructions, etc.
Electroluminescence (EL) element plates 97 each having
substantially the same shape and same area as the unit
panels 95 are bonded to the back plate 93. Print wiring is
formed on the back plate 93 to actiQate the EL element
plates 97. |

. Figs. 3 and 4 show a memory cartridge 20 by way of
example. It comprises top and bottom co§ers 21 and 22 and a
printed circuit boara 23. The covers 21 and 22 are bonded
togethér.ﬁo.form a casing with the printed.circuit board 23
housed theréin. | |

A plurality of nod—volatile memories 24 such as ROM's

are mounted on the boatd 23 and cdnnected to é group of pin

electrodes 25 by suitable print wiring. The pin electrodes

25 are exposed to openings 26 and 26" formed:in_the fnont
sides of the covers:21 and 22. |

As shown in Fig. 4, the non-volatile memories 24
comprise a ROM 241 which contains picture iméges such aé
game characters, messages and letters, a ROM 242 for a sound
program, a ROM 243 for synthesizing.sound and a ROM 244
containing a main brogram for the game.

The group of pin electrodes 25 are connected to an edge

connector of the TV game machine 1 by setting the memory



cartridge 20 in the cabinet 2 of the TV game machine.

Fig. 5 shows the internal structure of the game machine
1 by way of example.

Suppose now that a plurality (eight in the embodiment
shown) of memory cartridges 20 are connected to the edge
connector 30 and unit panels 95 corresponding to the respective
memory cartridges 20 are fitted in the segments 91.

By pressing the select switch 8, the segments 91 will
be illuminated one after another. The pressure on the
switch 8 is released when the segment corresponding to a
desired game is illuminated. At the same time, a desired
cartridge is selected from among the plurality of cartridges
20 by a cartridge select circuit 31 and is put in an
accessible state.

When a start button 7 is pressed, the program PRG 32 in
the main body will allow a central processing unit 33 (such
as 68000 CPU) and a sound processing unit (SPU) 34 (such as
Z80 CPU) to gain access to the game main program ROM 244 and
the sound program ROM 242, respectively.

Upon starting the game, the game main program is
executed in response to the operation of the joysticks 5 and
the shot buttons 6 to control a video processing c¢ircuit 35
and the SPU 34. The video processing circuit 35 gains
access to the picture ROM 241 according to the control by

CPU 33. The picture ROM 241 contains e.g. 4 x 1024
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characters, each character consisting of 16 x 16 dots, each

dot consisting of 4 bits. Four l-megabit ROM's are needed to

store this amount of information.

Multicolor respresentation is of course impossible with

four-bit per dot. This four-bit per dot information is used

only to specify the color storage numbers in a palette

stored in RAM's (not shown) to which video ptocessing circuit
35 can gain access. A V-RAM 36 COntaiﬁs a table sﬁowing in

a one-to-one relationship the number and position of each
character on the monitor 3 as well as an area for sprite.

The video processing circuit 35 takes out the characters in
the ROM's 241 while gaining access to the corresponding
portions therein to give colors to the characters by the
palette, which are then given as RGB signals.

The sound processing unit 34 runs the souna program in

‘the ROM 242 as the main program progresses, to give sound

outputs to an amplifier 39 according to the c: ~ 't of the

sound synthesizing ROM 53 which are memorized as digital
information, by actuating a sound source IC.

A work RAM (W-RAM) 40 is a mémory for temporarily
storing e.g. fhe.current status and écore of the game. By
transferring the content of this_RAM to an IC card having a
backup‘power supply inserted in the slot 12 (Fig. i), the

game can be resumed later.



THE CLAIMS DEFINING THE INVENTION ARE AS FOLLOWS:

1. A TV game machine comprising connecting means for

detachably connecting a plurality of memory cartridges each

comprising at least non-volatile memories containing a game
program, picture data and sound data; a cartridge

selecting circuit for selecting one of said memory

~cartridges and making it accessible in cooperation with an

externally controllable éwitch and said connecting means;
a‘display‘pahel‘divided inﬁo a pluraliﬁy of segm 'nts each
corresponding to said respective memory cartridges for
illuminating one segment at a‘time in response‘to‘a command
from said switch; and a proceséor for executing‘thé game
program of the selected memory cartridge while ptocessing

the picture data and sound data contained therein.

2. A TV game machine substantially as described herein

with reference to and as illustrated in the accompanying

drawings.

DATED this 29th day of November, 1991.

SNK CORPORATION
By Its Patent Attorneys

GRIFFITH HACK & CO
Fellows Institute of Patent
Attorneys of Australia.
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