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(57) ABSTRACT 

An electronic entertainment device includes a device for 
acquiring at least one unique data item, along with a device 
for deriving from the, or each, data item, a least one attribute 
of a respective character in a game, and a device for compar 
ing the respective attributes of two or more characters to 
determine a winner. 
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ELECTRONICENTERTAINMENT DEVICE 

0001. The present invention relates to an electronic enter 
tainment device. 
0002 More particularly, in certain aspects, the invention 
relates to an electronic game in which two characters having 
different respective attributes compete against one another. 
0003. It is known to provide a deck of cards, wherein each 
card is printed with the image of a respective character, along 
with a plurality of attributes associated with that character. 
0004. In use, the cards are dealt out amongst two or more 
players and a first player then calls out one or other of the 
attributes of the character printed on the top card of his 
respective hand. 
0005 Should the attribute called out by the first player 
better the corresponding attributes of the characters printed 
on the top cards of the hands of the or each other player, then 
the first player places all of those cards on the bottom of his 
hand. If, however, the corresponding attribute of the character 
printed on the top card of another player's hand betters that of 
the first player and that of any remaining player(s), then the 
cards are instead placed on the bottom of said other player's 
hand. 
0006 For example, the cards may display a plurality of 
robots, having different respective attributes. The attributes of 
a first robot may comprise a relatively high degree of strength 
but limited agility and speed. If that robot were to be played 
against a second robot having limited strength but relatively 
high agility and speed, then the first robot would “beat the 
second robot, if the first robot's strength was called out, but 
would “lose to the second robot, if either its agility or speed 
were to be called out instead. 

0007 Play continues until one or other of the players has 
acquired all of the cards in the deck or until a pre-determined 
period of time has expired, when the winning player is the one 
having the most cards in his hand. 
0008. It is a first object of the present invention to provide 
an electronic adaptation of the game described above. 
0009. In other respects, the invention relates to methods 
for presenting selected combinations of audio and/or video 
data via a cellular phone. 
0010. According to a first aspect of the present invention, 
there is provided an electronic device comprising means for 
acquiring at least one unique data item, means for deriving 
from the or each data item at least one attribute of a respective 
character, and means for comparing the respective attributes 
of two or more characters to determine a winner. 

0011 Preferably said electronic device comprises a hand 
held electronic device. 

0012. The data acquiring means may, for example, com 
prise a keypad, a port for receiving an electronic memory 
card, a camera or a biometric sensor. 
0013. In the first case, the device may comprise a cellular 
phone, into which the keypad is incorporated, the or each data 
item comprising a respective phone number or other contact 
data entered into the phone via the keypad. 
0014. In the second case, the port may be arranged to 
receive the SIM card of a cellular phone, the device compris 
ing either a cellular phone or a dedicated game playing hand 
set, the or each data item comprising a respective phone 
number or other contact data stored in the SIM card. 
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0015. In the third case, the device may comprise a cellular 
phone into which the camera is incorporated, the or each data 
item comprising the digital representation of an image 
obtained by the camera. 
0016. In the fourth case, the biometric sensor may com 
prise a fingerprint Scanner or means for extracting one or 
more parameters of a spoken Voice, the device comprising 
either a cellular phone or a dedicated game playing handset, 
the or each data item comprising a digital representation of 
said fingerprint or Voice. 
0017. The device preferably comprises means for 
exchanging character attribute-defining data items with a sec 
ond electronic device, preferably via a wireless communica 
tions link. For example the communications link may com 
prise a “direct' infra-red or radio-frequency (e.g. Bluetooth) 
link, or an “indirect link via a telecommunications network, 
whereby a data item is preferably exchanged by means of one 
or more SMS, MMS or email messages. In this case, the 
device is preferably arranged to store the character attribute 
defining data item associated with a losing character. 
0018 Preferably the device is arranged to derive a plural 
ity of attributes for the or each character, means being pro 
vided whereby a user may select one or other of those 
attributes for comparison with the corresponding attribute of 
a second character. 
0019 Preferably the device comprises means for display 
ing either a still or an animated image of the or each character 
and/or a graphical representation of the or each attribute of the 
or each character. 
0020 Preferably the or each attribute comprises, a respec 
tive, relative measure of a physical characteristic of a fighting 
character, Such as a measure of the character's strength, skill, 
stamina, cunning, or expertise in exercising a fighting 
manoeuvre. Such as a punch, a kick, a slam or a head-butt. 
0021. The or each data item may provide at least one 
relative measure or may instead provide at least one address 
for retrieving a pre-determined measure from a memory of 
the device. 
0022. According to a second aspect of the present inven 
tion, there is provided a game playing apparatus comprising a 
plurality of electronic devices, each device comprising means 
for acquiring at least one unique data item, means for deriving 
from the or each data item at least one attribute of a respective 
character, and means for comparing the respective attributes 
of two or more characters to determine a winner. 
0023. According to a third aspect of the present invention, 
there is provided a method for playing a game comprising 
providing an electronic device, and operating said device to 
store at least one unique data item in a memory thereof, to 
derive from the or each stored data item at least one attribute 
of a respective character, and to compare the respective 
attributes of two or more characters to determine a winner. 
0024. According to a fourth aspect of the present inven 
tion, there is provided Software for operating an electronic 
device to acquire at least one unique data item, to derive from 
the or each data item at least one attribute of a respective 
character, and to compare the respective attributes of two or 
more characters to determine a winner. 
0025. According to a fifth aspect of the present invention, 
there is provided an apparatus arranged to associate at least 2 
items of data (e.g. text and/or graphics and/or audio data) with 
stored contact data for at least one person. 
0026 Said stored contact data may comprise a telephone 
number, with which said at least 2 items of data are associated 
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according to the values of respective Subsets of the compo 
nent digits of that number, or with a person's name, address, 
email address, etc., or a combination of each of the aforesaid. 
0027 Preferably said apparatus comprises a cellular 
phone arranged to store a plurality of images (e.g. graphical or 
textual images) and/or sound clips, and to select at least one 
image for display and/or at least one sound clip to be played, 
according to respective portions of a person's telephone num 
ber and/or name, for example when a call is received from that 
person. 
0028. Where a person's telephone number is used, said 
respective portions preferably comprise numbers drawn from 
a tail portion of the telephone number, as Such numbers can be 
shown to be more randomly distributed, in general, than those 
at the start of a telephone number. 
0029. For example, the last 4 digits of a person's telephone 
number might be processed, to respectively determine which 
of 10 possible background images, 10 possible foreground 
images, 10 possible textual messages and 10 possible Sound 
clips are to be combined to provide a composite audio-visual 
output. Thus, a call from a person having the telephone num 
ber 2116 might give rise to an image being displayed 
comprising background image number 2, foreground image 
number 1 and textual message number 1, along with Sound 
clip number 6. 
0030 Alternatively, the last 4 characters of a person's 
name might, for example, be processed, to respectively deter 
mine which of 26 possible background images, 26 possible 
foreground images, 26 possible textual messages and 26 pos 
sible sound clips are to be combined to provide a composite 
audio-visual output. Thus, a call from a person having the 
stored name DAVID might give rise to an image being dis 
played comprising background image number 1 (A), fore 
ground image number 22 (V) and textual message number 9 
(I), along with Sound clip number 4 (D). 
0031 Preferably said cellular phone is arranged to down 
load said plurality of images and/or said plurality of Sound 
clips from a remote server, preferably by providing the 
remote server with a unique identification code, e.g. obtained 
from a scratch-card. 
0032 Preferably, said at least 2 items of data are associ 
ated with said stored contact data according to at least one 
value which changes in use of the phone, for example said at 
least one value may comprise a time or date and/or a location 
value or may be derived from the contents of a dynamic call 
or message log. 
0033 According to a sixth aspect of the present invention, 
there is provided a method comprising associating at least 2 
items of data (e.g. text and/or graphics and/or audio data) with 
stored contact data for at least one person. 
0034. According to a seventh aspect of the present inven 

tion, there is provided software for operating an apparatus to 
associate at least 2 items of data (e.g. text and/or graphics 
and/or audio data) with stored contact data for at least one 
person. 
0035. According to an eighth aspect of the present inven 

tion, there is provided a cellular phone arranged to present a 
selected visual image or audio clip to a user, according to at 
least one value, stored in the phone, which changes in use of 
the phone. 
0036. For example, the phone may be arranged to present 
images or audio clips which differ from one another accord 
ing to the prevailing time or date and/or geographical location 
of the phone. 
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0037 According to a ninth aspect of the present invention, 
there is provided a method comprising presenting a selected 
image or audio clip via a cellular phone, according to at least 
one value, stored in the phone, which changes in use of the 
phone. 
0038 According to a tenth aspect of the present invention, 
there is provided software for operating a cellular phone to 
presenta selected image or audio clip according to at least one 
value, stored in the phone, which changes in use of the phone. 
0039 Embodiments of the present invention will now be 
described, by way of examples only and with reference to the 
accompanying drawings, of which: 
0040 FIG. 1 is a perspective view of a first embodiment of 
hand-held electronic device in accordance with the present 
invention; 
0041 FIG. 2 is a plan view of a pair of first embodiment 
devices arranged for the exchange of data therebetween; 
0042 FIG.3 is a perspective view of a second embodiment 
of hand-held electronic device in accordance with the present 
invention; 
0043 FIG. 4 to 7 are a series of screen displays illustrating 
the derivation of character attributes; and 
0044 FIG. 8 is a series of drawings illustrating how 
selected text, visual and audio assets might be combined to 
provide a substantially unique audio-visual display for a cel 
lular phone. 
0045 Referring to FIG. 1 of the drawings, a hand-held 
electronic device is shown comprising a fingerprint Scanner 2 
for acquiring a unique digital representation of a fingerprint, 
from which a plurality of attributes may then be derived for a 
unique character associated with that fingerprint. 
0046. A plurality offingerprints may be scanned to derive 
the respective attributes of a corresponding number of char 
acters, each set of attributes comprising measures of a char 
acter's expertise in the fighting techniques of punching, kick 
ing, slamming, head-butting and long-range fighting. 
0047. Two games may be played using the handset of FIG. 
1. The first game requires a user to twist a handle 4 of the 
handset to select one or other of the characters for which a set 
of attributes have been derived (an image of the selected 
character being displayed in a first display window 6), to then 
select one of the attributes associated with that character by 
scrolling upwards or downwards through a list of attributes 
displayed in a second window 8 by operating a toggle button 
10 and to then confirm both selections by pressing an “attack' 
button 12. 
0048. The selected attribute is then automatically com 
pared with the corresponding attribute of a character gener 
ated either in sequence or at random by the device, to deter 
mine which of the selected attributes of the two characters 
betters the other. 
0049. The second game, selected by the pressing of a 
“two-player' button 14, requires the users of two identical 
handsets to select respective characters and to then exchange 
the data defining the various attributes of those characters 
with one another's handsets, viaan infra-red communications 
link, as illustrated in FIG. 2. 
0050. In this case, the pressing of a first player’s “attack' 
button 12 will result in a selected attribute of that player's 
character being compared with the corresponding attribute of 
the other player. If the character attribute selected by the first 
player betters the corresponding attribute of the second play 
er's character, then the data defining the attributes of the 
second player's characteris stored in the first player's handset 
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and the first player may then select a further character and 
attribute combination. However, if the character attribute 
selected by the first player does not better the corresponding 
attribute of the second player, then the data defining the 
attributes of the first player's characteris stored in the handset 
of the second player and play passes to the second player. 
0051 Referring to FIG. 2 of the drawings, an electronic 
handset in the form of a cellular phone is shown comprising a 
display screen 16 and an alphanumeric keypad 18. Software 
downloaded to the phone from a remote server or pre-in 
stalled on the phone, associates a unique character with each 
of the telephone numbers stored in a memory of the phone 
(which may comprise a SIM card), each of those characters 
having a respective set of attributes derived from its associ 
ated phone number, according to the prevailing time or geo 
graphical location of the phone. For example, the 
“DiZnemba' character associated with the phone number 
07799648712 may have levels of strength, skill, stamina and 
cunning derived from its first three, second three, third three 
and final two numbers respectively, as illustrated in FIGS. 4 to 
7. 
0052. As with the handset of FIG. 1, either a single player 
or a two player game may be played using the cellular phone 
handset, the latter game being enabled either by the use of a 
“direct' infra-red or Bluetooth communications link between 
two cellular phones or by the use of an “indirect telecom 
munication link, via a server. 
0053. With reference to FIG. 8, a further embodiment of 
the present invention is illustrated, wherein a plurality of 
audio and visual assets, downloaded from a server, are com 
bined according to the values which make up respective sub 
sets of a telephone number stored in a cellular phone, to 
provide a Substantially unique audio-visual display for each 
number stored in the phone, either when a particular stored 
contact is selected by a user from the memory of the phone or 
of a SIM-card fitted thereto and/or automatically, when a call 
is received from a new or pre-stored contact. 
0054 Thus, the example phone number 07736 684352, 
when broken down into its various numerical components, as 
shown in FIG. 8, would cause a melody “2 (of up to 10 
possible melodies) to be played in combination with the text, 
foreground and background images numbered “5”, “3' and 
“4”, respectively. 
0055. The devices thus described, with reference to FIGS. 
1 to 7, provide convenient means whereby the respective 
attributes of a number of characters may be derived and 
compared with one another to provide a competitive game 
and, with reference to FIG. 8, a convenient means for associ 
ated a Substantially unique audio/visual presentation with 
each of a plurality of different callers. 

1-52. (canceled) 
53. An electronic device, comprising: 
means for acquiring at least one unique data item; 
means for deriving from said at least one unique data item 

at least one attribute of a respective character in a game; 
and, 

means for comparing respective attributes of two or more 
characters for determining a winner of the game. 

54. The electronic device according to claim 53, wherein 
said means for acquiring at least one unique data item 
includes a keypad and further comprising a cellular phone, 
said keypad being incorporated into said cellular phone, said 
at least one unique data item including a respective phone 
number entered into said cellular phone via said keypad. 

55. The electronic device according to claim 53, wherein 
said means for acquiring at least one unique data item 
includes a port for receiving an electronic memory card. 
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56. The electronic device according to claim 55, further 
comprising a SIM card of a cellular phone, said SIM card 
being receivable within said port, said at least one unique data 
item including a phone number stored in said SIM card. 

57. The electronic device according to claim 53, wherein 
said means for acquiring at least one unique data item 
includes a camera, said at least one unique data item com 
prising a digital representation of an image obtained by said 
CaCa. 

58. The electronic device according to claim 53, wherein 
said means for acquiring at least one unique data item 
includes a biometric sensor. 

59. The electronic device according to claim 58, wherein 
said biometric sensor comprises a fingerprint Scanner, said at 
least one unique data item comprising a digital representation 
of a fingerprint. 

60. The electronic device according to claim 58, wherein 
said biometric sensor includes means for extracting at least 
one parameter of a spoken Voice, said at least one unique data 
item comprising a digital representation of said spoken Voice. 

61. The electronic device according to claim 53, compris 
ing means for exchanging a character attribute-defining data 
item with an additional electronic device. 

62. The electronic device according to claim 61, wherein 
said means for exchanging character attribute-defining data 
items includes a wireless communications link. 

63. The electronic device according to claim 62, wherein 
said wireless communications link comprises a link via a 
telecommunications network. 

64. The electronic device according to claim 53, further 
comprising: 
means for deriving a plurality of attributes for each said 

respective character, and, 
means for allowing a user to selectat least one said attribute 

for comparison with a corresponding attribute of another 
character. 

65. The electronic device according to claim 53, wherein 
each said attribute comprises a relative measure of a physical 
characteristic of a fighting character. 

66. The electronic device according to claim 65, wherein 
said at least one unique data item provides at least one relative 
CaSU. 

67. The electronic device according to claim 65, further 
comprising a memory for said electronic device wherein said 
at least one unique data item provides at least one address for 
retrieving a pre-determined measure from said memory. 

68. The electronic device according to claim 53, wherein 
said at least one unique data item includes a changeable data 
item that changes during use of said electronic device. 

69. The electronic device according to claim 68, wherein 
said changeable data item comprises location data. 

70. The electronic device according to claim 68, wherein 
said changeable data item is derived from the contents of a 
dynamic call or message log. 

71. A method for playing a game, comprising the steps of: 
providing an electronic device; 
operating said electronic device for storing at least one 

unique data item in a memory of said electronic device 
for deriving from each stored data item at least one 
attribute of a respective character, and, 

comparing respective attributes of two or more characters 
for determining a winner. 

72. Software for operating an electronic device to acquire 
at least one unique data item, to derive from each said unique 
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data item at least one attribute of a respective character in a 
game, and to compare the respective attributes of two or more 
characters for determining a winner. 

73. An apparatus, comprising: 
a plurality of items of data having stored contact informa 

tion for at least one person; and, 
means for associating said plurality of items of data having 

said stored contact information. 
74. An apparatus, comprising: 
a plurality of items of data; 
at least one of a telephone number and a name; and, 
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means for associating said plurality of items of data with 
said telephone number or said name according to values 
of respective Subsets of component digits of said tele 
phone number or component characters of said name. 

75. The apparatus according to claim 74, wherein said 
values includes a time or date value. 

76. The apparatus according to claim 74, wherein said 
values includes a location value. 

77. The apparatus according to claim 74, wherein at least 
one of said values is derived from contents of a dynamic call 
or message log. 


