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{87)  To provide a game system allowing two players
to enjoy a garme together toward a commen geal. In a
cooperation requiring event area, a giant rock tlocks a
path to be followed by a player character. The giant rock
cannat be moved by the player character alone. Then,
the game device of the player character is made con-
nected for communication to other game device so that
another player character Is fetched from the connected
game device. When the two player characters cooper-
ate at their respective game devices, the giant rock is
able to be moved by the two player characters.
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Description
BACKGROUND OF THE INVENTION
Field of the Invention:

[eoo1] The present invention relates to a game sys-

tern, a game device, 8 game device contrel method, and_

an information storage medium. In particular, the
present invention relates to atechniquea clearing a game
event through collaboration between players of two
game devices connected to each other for communica-
tion.

2. Description ¢f the Related Art:

[0002] According to some game software for portable
game devices and so on, Iwo game devices ere con-
nected for communication o each other via a cable and
s0 on so thal players of the devices can enjoy a malch
game. With such game software, two peopie can enjoy
a game togethar, This makes the game devices more
attractive.

[0003] In match games, generally, two players fight
against each other, However, should twe playersbe able
to enjoy games together toward the same goal, commu-
nication would be encouraged between them. This
makes such communication game devices more attrac-
tive in a way different from a conventional manner.

SUMMARY OF THE INVENTION

{0004] The present invention has been conceived in
the above situation, and aims te provide a game system,
a game device, a game device control method, and an
infarmation storage medium, allowing two players toen-
joy a game towara the same goal.

[0005] In crderto achieve the above object, according
to one aspect of the present invention, there is provided
a game system having a first game device and a second
game device, the both devices being capable of com-
municating to each other. In this game system, the sec-
end game device has operation signal transmission
means for transmitting an operation signal from the sec-
cnd game device to the first garme device, and the first
game device comprises game screen image displaying
means fordisplaying a game screen image representing
a predetermined cooperation requiring game event;
own device operation signal receiving means for receiv-
ing an operation signal from the first game device; other
device aperation signal receiving means for recaiving
an operation signal from the second game device; and
event clearing means for clearing the cooperation re-
quiring game event when the operation sighal received
from the first game device and the operation signai re-
ceived from the second game device correspond (0 a
predetermined collaboration operation.

[00G6] Accerding to another aspect of the present in-
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vention, there is provided, a game device, comprising
game screen image displaying means for displaying a
game screen image representing a predetermined co-
operation requiring game event; own device operation
signal recelving means for receivintg an cperation signal
from its own game device; other device operation signal
receiving means for receiving an operation signal from
other game device connected to the own game device;
and event ciearing means for clearing the ccoperation
requiring game event when the operation signal re-
ceived from the own game device and the operation sig-
nal received from the other game device correspond to
a predetermined collaboration operation.

[a067] According to a still another aspect of the
present invention, there is provided a game device con-
trol method, comprising a game screen image display-
ing step of displaying & game screen image represent-
ing & predatermined coopeération requiring game event;
an own device operation signal receiving step of receiv-
ing an operation signal from its own game device; an
other device operation signal receiving step of receiving
an operation signal from other game device connected
to the own game device; and an event clearing step of
clearingthe cooperation requiring game event when the
cperation signal received from the own game device
and the operation signal received from the cther game
cevice correspond to a predetermined collaboration op-
eration.

[0008] A yet another aspect of the present invention,
there is provided an information storing medium storing
a program for having a cemputer to execute a game
screen image displaying step of displaying a game
screen image representing a predetermined coopera-
tion requiring game event; an own device operation sig-
nal receiving step of receiving an operatien signal from
ils gwn game device; an other device operation signal
receiving step of receiving an operation signal from oth-
er game device connected to the own game device; and
an event clearing step of clearing the coaperation re-
quiring game event when the operation signal received
from the own game device and the operation signal re-
ceived from the other game device correspond to a pre-
determined collaboration cperation,

[Q008] According to the present invention, two game
devices communicate to each other so that an cperation
signal is transrmitted from one to the ather. Upon recaipt
of an cperation signal, the game device clears a coop-
eration requiring game event when its own operation
signal and the received operation signal correspond 1o
a predetermined collaboration operation. With this ar-
rangement, two players can enjoy a game together to-
ward a cemmeon geal, which can make the game devices
more attractive, Here, a predetermined collaboration
operation is an operation attempted cooperatively by
two players to clear a cooperation requiring game event.
A collaboration operation may include declaration of co-
operative willing, aperation toward each player charac-
ter to clear a cooperation requiring game event, and so
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on.
BRIEF DESCRIPTION OF THE DRAWINGS
{0016] The above and the other objects, features, and

advantages of the present invention, will become further
apparent from the foltowing description of the prelerred

embodiment taken in conjunction with the accompany-,

ing drawings wherein:

Fig. 1 i a diagram showing a structure of a game
device according to a preferred embodiment of the
present invention;

Fig. 2 is a diagram showing an exemplary game
map;

Fig. 3A to 3C are diagrams showing exemplary
game screen images displayed in a cocperation re-
quiring game event; and

Fig. 4 is a flowchart explaining game processing ac-
cording to a cooperation requiring game event.

DESCRIPTION OF THE PREFERRED
EMBODIMENTS

[0011) The entire disclosure of the corresponding
Japanese application 2000-113857 filed on April 14,
2000 including specification, claims, drawings and sum-
mary are incorporated herein by reference. In the fol-
lowing, preferred embodiments of the present invention
will be described in detail with reference to the accom-
panying drawings.

[0012] Fig. 1 is a diagram showing a structure of a
game device according to a preferred embodiment of
the prasent inventicn. A garme device 10 in the drawing
is of a portable type, and realized by mounting a game
cartridge 12 incorporating a ROM into a cartridge reader
30 so that the game device 10 reads a game program
and game data stored in the ROM. Note that, although
a game cartridge 12 is used here to provide a game pro-
gram and game data to the game device 10, any infor-
mation storage media, such as CO-ROM, OVD, and so
on, may also be usable. Alternatively, a game program
may be supplled to the game device 10 remotely via a
cormmunication network.

{0013] in the game device 10, a CPU 14, a RAM 16,
a ROM 18, input/output interfaces 20, 24, 32, 38, 36 are
mutually connected via a bus 28 allowing data ex-
change. The Input/output interface 32 is additionally
cannected ta the cartridge reader 3G. The input/output
interfaca 38 is additionally connected to a communica-
tian section 34, The inpulfoutput interface 35 is addition-
ally connected to a speaker 33. The inputioutput intar-
face 20 is additionally cannected to a display 22. The
inpul/output interface 24 is additionally connected to an
cperation section 26. All these items, as well as a bat-
tery, are accommedated in a single body, and driven by
the batiery, so that they can be carried.

[0014] The CPU 14 controls the respective sections
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aof the game device 10 based on an operation sysiem
{CS} stored in the AOM 18 and a garne program read
fram the game caitridge 12. The bus 28 is a data path
through which addresses and data are exchanged be-
tween the respective sections in the game device 10. A
game program and game data read fromn the game car-
tridge 12 are wrilten into the RAM 16 upon necessity.
The RAM 16 contains a work area for the CPU 14. The
display 22 may comprise, for example, an LCD, and dis-
plays a game screen image prepared by the CPU 14,
The speaker 33 outputs game music, sound effects, and
s0 on, generated by the CPU 14,

[@015] The inputfoutput interfaces 20, 24, 32, 35, 38
are interfaces for data exchange respectively with the
display 22, the operation section 28, the cartridge reader
30, the speaker 33, and the communication section 34,
as well as the CPU 14, The operation section 26 is an
input means via which a player operates a game. The
operation section 26 has a direclicn key, button A, but-
ten B, a start button, and so on, The cariridge reader 30
has a space for accommodating the game cartridge 12,
and a signal inputfoutput terminal formed at the deep
end of the space. When the game cartridge 12 is insert-
ed deep in the space, signals ¢an be exchanged be-
tween the game cartridge 12 and the cartridge reader
30. The communication section 34 is connected, for ex-
ample, via a communication cable for data exchange
with other game device.

[0016] In the following, a technology for achieving a
role playing game using the game device 10 will be de-
scribed. In particular, the role playing game includes a
cooperation requiring game event. In a cooperation re-
quiring game event, twe game devices 10 are connect-
ed to each other, and the two players must coopearate at
their respective game devices 10in order to clear a co-
operation requiring game event. (n the following, two
game devices 10 are referred to as a game device 10a
and a game device 10b, respectively.

[6017] Fig. 2 shows a game map used in the above-
mentioned role playing game. Adventure islands 40, 42
are the piaces for adventure by the player characters
{game characters operated by players), The uftimate
geal of the game is to clear various game events held
in the adventure islands 40, 42, and to escape from the
istands 40, 42. in the islands 40, 42, a cooperation re-
quiring game event takes place as & game event, for
example, in a cooparation requiring event area 44. in
order to ¢lear a cooperation requiring game event, two
game davices 10a, 16b are connected to each other for
communication, and the two players of the respective
game devices 10a, 10b must coogerate to each other.
In the following, a glant rock game event will be de-
scribed as a coaperation requiring game event. I this
game, two players cooperatively meve such a huge rock
that cannot be moved by a single player character alane.
Other cooperation requiring game events may include
operation of a switch requiring two player characters'
welghts for movement, piggybacking of one player char-
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acter by another player character to meount to a higher
place, capturing of an animal by one player character
driving the animal into a path while the otherplayerchar-
acter blocks the path, and so on

[0018] Fig. 3A to 3C show exemplary game screen
images displayed on a display during a cooperation re-
quiring game event (a giant rock game event). Fig. 3A

shows a screen image representing a state before clear-,

ing the event; Fig. 3B shows a screen image represent-
ing a state where two player characters get together to
clear the event; Fig. 3C shows a screen image repre-
senting a state immediately after clearingthe event. The
screen image of Fig. 3A is displayed only on the game
device 10a, while thosa of Figs. 3B and 3C are displayed
bath on the game devices 10a, 10b. In the drawings, a
piayer character 52A is corresponding to the game de-
vice 10a and operated via the operation section 26 pro-
vided to the game device 10a. Meanwhile, aplayerchar-
acter 528 is corresponding to the game device 10b, and
operated via the operation section 26 provided to the
game deavice 10b. In the game fields shown in these
drawings, the forest 46 defines a path for the player
character 52A, 528 to follow. At the beginning of the gi-
ant rock game event, the path for the player 52A 1o foilow
is blocked by a giant reck 50, as shown in Fig. 3A. The
rock must be moved forward (upward in the screen) in
order for the player character 52A to advance the path
48. However, the giant rock 50 is too big for the player
character 52A aione to move. Therefore, the game de-
vice 10a is then made connected to the game device
10b for communication to fetch the player character 528
[see Fig. 3B). When the players of the game devices
10aand 10b operate upward the direction keys provided
to the respective operation sections 28, the player char-
acters 52A, 52B can cooperatively move the giant rock
50 upward (see Fig. 3C). After the rack 50 was maved,
the player character 52B disappears from the screen,
and the player character 52A can agvance the path 48.
[0019] Fig. 4 is a flowchart explaining game process-
ing executed in the game devices 10a and 10b, partic-
ularly associated with the cooperation requiring event
area 44 (a cooperation requiring event process). This
processing is executed according to a game program
storedin the game cartridge 12. In the follewing, assume
a case where the game device 10a (player A) asks for
a help, and the game device 10b (player B) helps.

[0020] Inthe game device 10a operated by the piayer
A, the player character 52A stands in front of a giant
rock 50 (see Fig. 3(a)). When the player A operates up-
ward the operation section 26, a message, such as "|
cannat move it alena! Do you want to call for a help
througn communication?", is shown in the display 22
(Step A101). The message Is shown in order to check
whether or not the player A wishes to ask for a help
through a communication play {Step A102). When the
player A respends to it by expressing his willing to ask
for no help, the cooperation requiring event processing
is completed, returning to nermal game processing. On
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the other hand, when the player A responds by express-
ing his willing to ask for a help, the game device 10a
checks a communication conditian (Step A103). Specif-
ically, the game device 10a accesses the input/output
interface 36 to see whether or not its commurication
section 34 is connected via a cable to the communica-
tion section 34 of the game device 10b. The game de-
vice 10 additionally checks whether or not the game de-
vice 10b is mounted with a game cartridge 12 storing an
identical game program, and whether or not the current
state of the game played by the player B allows the play-
er B to accept the cooperation request. For this check-
ing, for example, the game device 10a may send a co-
operation requesting signal to the game device 10b, and
the game device 10b, In response to the signal, returns
a signal telling that it cannot accept the request should
it be in the middle of demonstration or a window opera-
tion and so on. During the check on the communication
cendition, a message, such as "Please wait", may be
shown in the display 22 (Step A104). When a commu-
nication play is not applicable (Step A105), another
message, such as " cannot move it alonel", is shown
on the display 22 (Step A101). On the other hand, when
a communication play is applicable, the game device
10b initiates cooperation requiring game event process-
ing (Step B101 and thereafter).

[0021] Meanwhile, at the predetermined timings, the
game device 100 accesses the communication section
34 to see whether or not it has received a cooperation
requesting signal from the game device 10a even while
the player character 528 is in the outside of the cooper-
ation requiring event area 44. When such a request
should be arrived from the game device 10a (Step
B101), amessage, such as"...? 1feel someone is calling
me! Will you ge for help through communication?”, may
be displayed to check the willing of the player B (Step
B102). Such amessage is generally shown in a window
temporarily appearing in the lower part of the screen.
When the player B responds to the message by ex-
pressing his intention of not coming using the operaticn
seclion 26 (Step B103), the game device 10b sends a
rejection signal to the game device 10a {Step B104) be-
fore returning to the eriginal game processing. On the
other hand, when the player B responds by expressing
his intention of coming (step B103), the game device
10b sends an acknowledge signal to the game device
10a, and displays a stage creating game screen image
on the display 22 (Step B105}. Specifically, the player
character 528 of the game device 10b disappears from
the screen, leaving a message shown on the display,
such as "Ruffle, ruffle...", so as to create a transfigura-
tion scene where the game character 528 is being trans-
figured into a helping-man character. The game device
10b thereafter monitors the game device 10a via the
communication section 34 so that the game screen im-
age shown in the display 22 of the game display 10a is
alsc shown in the game display 10b (Step B106). After
receipt of the acknowledge signa!, the game device 10a
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starts monitaring via the cormmunicatian section 34 an
operation signal input via the operation section 26 of the
game device 10b.

[0022] In the game device 10a, upan a decision at
step A105 such that communication pfay is applicable,
whether or not a help is available from the game device
10b is determined (Step A106). Specifically, the game

device 10a monitors whether a rejection signal ar an ag-,

knowlgdge signal arrives from the game device 10b,
With a rejection signal arrived (see Step B104), a mes-
sage, such as "Not coming...", may be shown in the dis-
play 22, and the cooperation requiring event processing
is completed (Step A107), returning to the normal game
processing. With an acknowledge signal arrived, onthe
contrary, the game device 104 shows a stage creating
game screen image on the display 22 (Step 5101),
where, for example, the player character 6§28, now in
the ferm of a helping-man character, may show up and
walks toward the player character 52A (see Fig. 38).
This stage creating game screen image is shown alse
on the display 22 of the game device 10b. The game
device 10athereafter monitors an operation signal input
via the operation section 25 of the game device 10b as
well as an operation signal input via the operation sec-
tion 26 of its own device sa that whether or not the di-
rection keys are simulianeousty operated upward (a col-
laboration operation) is determined (Step 8102). When
a decision is made based on the operation signals that
the players A and B conducted simultansous upward
operations, an image is displayed where the player
characters 52A and 528 are moving the giant rock 50
(see Fig. 3C), upon which the cooperalion requiring
game event is cleared. Then, a message, such as
"Thank youl”, may be shown in the game devices 10a
and 10b, and the player character 528 is shown disap-
pearing fram the screens (Step S103). An image of the
player character disappearing from the screens creates
an atmosphere that the cooperation reguiring game
event was cleared. The image is shown both on the dis-
plays 22 of the game devices 10a and 10b. Normal
garne processing is then resumed in the game device
10a. As described above, the player character 52A can
clear the cooparation requiring game event with the aid
of the player character 528, and can therefore advance
the path 48.

[0023] Once the cooperation requiring game event is
cleared, the game device 10bh stops monitoring the
game device 10z (Step B1G7), and displays a screen
image where the player character 528, who has gone
in & helping-man outfit, has now returned to the original
game scréen image in the original outfit (Step B108) be-
fore resumning the eriginal game processing.

{0024] According to the game devices 10a, 10b de-
scrived above, in order to clear the giant rock game
event, the game devices 10a, 10b must be connected
to each other for communication, and the players A and
B mustcooperate using their operation sections 26, This
aflows the twa piayers to enjoy the game {ogether to-
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ward a common goal, and communication may there-
fore be encouraged between them. As a result, the
game devices 10 adapted to a communication play be-
come more attractive in a way different from a conven-
tional game device.

j0025] 1t should be noted that the present invention is
not limited to the above described preferred embodi-
ment.

[0026] Forexample, whereas a cooperation requiring
game is cieared upon collabaration operation by the
players A and B conducting simultaneous upward oper-
ation using their operating sections 28 in the above, the
game may instead be cleared by the player B accepting
a cooperation reguest by thus operating. In this case,
animation toward clearing the game is subsequently dis-
played either automatically or in response to an opera-
tion by the player A. In this case, the player A's request-
ing help andthe player B's accepting the request togeth-
er constitute a collaboration operation.

[0027] Here, whereas a game program and game da-
1a are stored in & game cartridge 12 and reproduced us-
ing & portable game device 10 in the above, various oth-
er types of information sterage medium, such as CD-
ROM, DVD, and so an, may be used instead. Moreover,
any carmputers, such as a personal computer, which can
read a game program and game data stered in an infor-
mation storage medium and apply information process-
ing based on the content read, may be usable. Alterna-
tively, a computer which can raceive a game program
and game data via a communication network, such as
aportable telephone and a PDA (poriable digital assist-
ance), and apply informaticn processing based on the
information received, may be usable.

Claims

1. A game system having a first game device and a
second game device, the bath devices being capa-
ble of communicaling o each other, wherein

the second game device comprises operation
signal transmission means for transmitting an
aperation signal from the second game device
to the first game device, and

the first game device comprises

game screen iImage displaying means for
displaying a game screen image repre-
senting a predetermnined cooperation re-
quiring game event; ’

own device operation signal receiving
means for receiving an operatian signal
frem the first game device;

other device operation signal receiving
means for receiving an operation signal
from the second game device; and

event clearing means for clearing the co-
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operation requiring game event when the
operation signal received from the first
game device and the operation signal re-
ceived from the second game device cor-
respond to a predetermined collaboration
operation.

2. A game device, comprising:

game screen image displaying means for dis-
playing a garne screen inage representing a
predetermined cooperation requiring game
event;

own device operation signal receiving means
for receiving an operation signal from its own
game device;

other device operation signal receiving means
for receiving an operation signal from other
game device connected to the own game de-
vice; and

event clearing means for clearing the coopera-
tien requiring game event when the operation
signal received from the own game device and
the operation signal received from the other
game device correspond to a predetermined
collaboration operation.

3. A game device control method, comprising:

a game screen image displaying step of dis-
playing a game screen image representing a
predetermined cooperation requiring game
event;

an own device operation signal receiving step
of recelving an operation signal from fts own
game device;

an other device operation signal receiving step
of receiving an operation signal from other
game device connecled to the own game de-
vice; and

an event clearing step of clearing the coopera-
tion requiring game event when the operation
signal received from the own game device and
the operation signal received from the other
game device correspond to a predetermined
collaboration operation.

4. An Information storing medium stering a pregram
for having a computer to execute:

a game screen image displaying step of dis-
playing a game screen image representing a
predetermined cooperation reguiring game
event;

an own device operation signal receiving step
of receiving an operation signal from its own
game device;

an other device operation signal receiving step
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10

of recelving an operation signal from other
game device connected o the own game de-
vice; and

an event clearing step of clearing the cocpera-
tien requiring garme event when the operaticn
signal received frcm the own game device and
the operation signal received from the other
game device correspond to & predetermined
collaboration operation.

5. Apregram for having a computer to execute:

a game screen image displaying step of dis-
playing a game screen image representing a
predetermined cooperation requiring game
event;

an own device operation signal receiving step
of receiving an operation signal from its own
game device;

an other device operation signal receiving step
of receiving an operation signal from other
game device cennected te the own game de-
vice,; and

an event clearing step of clearing the coopera-
tion requiring game event when the operaticn
signal received frem the own game device and
the operation signal received from the other
game device correspond t0 & predetermined
collaboration operaticn.
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