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(57) ABSTRACT 

A game processing server apparatus, to which plural terminal 
devices each being operated by a player are connected via a 
network, configured to provide a game service to the plural 
terminal devices, includes a player management unit which 
manages an association of a target player with other plural 
players; and an event management unit which controls a 
generation of a predetermined event, manages an event gen 
eration status for each of the target player and the players 
associated with the target player, determines whether a spe 
cific event is already generated for the target player and the 
players associated with the target player by referring to the 
event generation status for each of the target player and the 

(30) Foreign Application Priority Data players associated with the target player, determines, based 
on the determined result, an event to be generated for the 

May 31, 2012 (JP) ................................. 2012-1251.75 target player. 
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GAME PROCESSING SERVER APPARATUS 
AND GAME PROCESSING SERVER SYSTEM 

CROSS-REFERENCE TO RELATED 
APPLICATIONS 

0001. This application is a continuation application of 
U.S. patent application Ser. No. 13/727,934 filed on Dec. 27, 
2012, which claims the benefit of priority of Japanese Patent 
Application No. 2012-125175 filed on May 31, 2012, where 
the entire contents of all applications are incorporated herein 
by reference. 

BACKGROUND OF THE INVENTION 

0002 1. Field of the Invention 
0003. The present invention relates to a game processing 
server apparatus and a game processing server system. 
0004 2. Description of the Related Art 
0005. A social game is provided in a social networking 
service (SNS), and is an online game in which a player plays 
the game while having communications with other players. 
As the social game is provided in the SNS, which is proposed 
for providing communications between participants, the 
Social game is configured to provide more communications to 
the players compared with a previously known online game 
although Such an online game also provides communications 
to the players. 
0006. As one kind of such social games, a social Role 
Playing Game (RPG) is known. In the social RPG, a quest 
(mission) is provided in which a player character operated by 
a player (user) goes through a predetermined area in a map 
while playing the game. 
0007. In this quest, various events are setto occur when the 
player character goes through the predetermined area while 
consuming energy points or the like. For example, the player 
character can learn magic power, a skill or the like by encoun 
tering and defeating an enemy character or encountering a 
bonus item. Further, when the player clears a quest in an area 
where a boss character is set, the boss character appears so 
that the player character can fight against the boss character. 
When the player character defeats the boss character, the 
player character can get a weapon or a reward. 
0008 Thus, the player tries to clear quests and expects to 
obtain an ability, a weapon, a reward or the like through the 
predetermined events. 
0009. In a previously known RPG or in a social RPG, the 
event to occur in the same quest is set to be almost the same for 
all of the players based on a scenario of the game. 
00.10 Even in such a case, as long as the player enjoys the 
game by himself or herself, there may be no problem. Even 
when the same event occurs in the same quest for all of the 
players, the player recognizes the game as provided. 
0011. However, for the social game, the players often have 
communications with other players, and sometimes, the play 
ers make a team to compete with other teams. Thus, the 
players often know what kind of event is to occur and what 
will happen as a result in a specific quest before the player 
actually plays the quest. In such a case, if the event occurs as 
the player expects, the player can easily predict the result of 
the game so that the player may have a tedious feeling thereby 
lowering the enjoyment of the game. 
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SUMMARY OF THE INVENTION 

0012. The present invention is made in light of the above 
problems, and provides a game processing server apparatus 
and a game processing server system capable of increasing 
adventurousness in generating an event so that a player does 
not have a tedious feeling in playing a game. 
0013. According to an embodiment, there is provided a 
game processing server apparatus, to which plural terminal 
devices each being operated by a player are connected via a 
network, configured to provide a game service to the plural 
terminal devices, including a player management unit which 
manages an association of a target player with other of the 
plural players; and an event management unit which controls 
a generation of a predetermined event, manages an event 
generation status for each of the target player and the players 
associated with the target player, determines whether a spe 
cific event is already generated for the target player and the 
players associated with the target player by referring to the 
event generation status for each of the target player and the 
players associated with the target player, determines, based 
on the determined result, an event to be generated for the 
target player by referring to a table in which plural candidate 
events are incorrespondence with conditions of a status of the 
specific event and weights, respectively, each of the condi 
tions indicating whether the specific event is generated for the 
target player and the other players associated with the target 
player, and randomly selecting the event to be generated for 
the target player from the candidate events for which the 
conditions are met using the weights, and generates a new 
event in accordance with the determined event. 

0014. According to another embodiment, there is pro 
vided a game processing server system including the above 
game processing server apparatus; and a player information 
database including a record of the plural players in which 
each of the players is in correspondence with a status indicat 
ing whether the specific event is generated for the respective 
player, wherein the event management unit determines 
whether the specific event is already generated for the target 
player and the players associated with the target player based 
on the record. 

0015 Note that also arbitrary combinations of the above 
described constituents, and any exchanges of expressions in 
the present invention, made among methods, devices, sys 
tems, recording media, computer programs and so forth, are 
valid as embodiments of the present invention. 

BRIEF DESCRIPTION OF THE DRAWINGS 

0016 Other objects, features and advantages of the 
present invention will become more apparent from the fol 
lowing detailed description when read in conjunction with the 
accompanying drawings. 
0017 FIG. 1 is a block diagram showing a structure of an 
example of a system of an embodiment; 
0018 FIG. 2 is a block diagram showing an example of a 
hardware structure of a terminal device; 
0019 FIG. 3 is a block diagram showing an example of a 
hardware structure of a Social game processing server appa 
ratus; 
0020 FIG. 4 is a block diagram showing an example of a 
functional structure of the terminal device and the social 
game processing server apparatus; 
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0021 FIG. 5 is a view showing an example of a data 
structure of player information stored in a player information 
database; 
0022 FIG. 6 is a view showing an example of a data 
structure of Scenario information stored in a quest/event 
information storing unit; 
0023 FIG. 7 is a view showing an example of a data 
structure of an event management table stored in the quest/ 
event information storing unit; and 
0024 FIG. 8 is a flowchart showing an example of an 
operation of the terminal device and the Social game process 
ing server apparatus of the embodiment. 

DETAILED DESCRIPTION OF THE PREFERRED 
EMBODIMENTS 

0025. The invention will be described herein with refer 
ence to illustrative embodiments. Those skilled in the art will 
recognize that many alternative embodiments can be accom 
plished using the teachings of the present invention and that 
the invention is not limited to the embodiments illustrated for 
explanatory purposes. 
0026. It is to be noted that, in the explanation of the draw 
ings, the same components are given the same reference 
numerals, and explanations are not repeated. 

(Structure) 

0027 FIG. 1 is a block diagram showing a structure of an 
example of a system of an embodiment. The system shown in 
FIG. 1 includes plural terminal devices 1 which belong to 
players (users), respectively, access points 2 such as a mobile 
base station, a Wi-Fi station or the like, a network3 such as the 
INTERNET or the like, and a social game processing server 
apparatus 4. The Social game processing server apparatus 4 
controls processing of a Social game (Social network game) in 
which plural players play a game via the network 3. 
0028 FIG. 2 is a block diagram showing an example of a 
hardware structure of the terminal device 1. The terminal 
device 1 may be a Smartphone, a mobile phone or the like. 
0029. The terminal device 1 includes a power source sys 
tem 101, a main system 102, a storing unit 106, an external 
port 107, a high frequency circuit 108, an antenna 109, an 
audio circuit 110, a speaker 111, a microphone 112, a prox 
imity sensor 113, an I/O subsystem 114, a touchpanel display 
system 118, an optical sensor 119 and an input unit 120. The 
main system 102 includes a processor 103, a memory con 
troller 104 and a peripheral interface 105. The I/O sub system 
114 includes a display controller 115, an optical sensor con 
troller 116, and an input controller 117. 
0030 FIG. 3 is a block diagram showing an example of a 
hardware structure of the Social game processing server appa 
ratus 4. 

0031. The Social game processing server apparatus 4 
includes a Central Processing Unit (CPU) 402, a Read Only 
Memory (ROM) 403, a Random Access Memory (RAM) 
404, a non-Volatile Random Access Memory (NVRAM) 405 
and an Interface (I/F) 406 connected to a system bus 401, and 
an Input/Output Device (I/O) 407 such as a keyboard, a 
mouse, a monitor, a Compact Disk/Digital Versatile Disk 
(CD/DVD) drive or the like, a Hard Disk Drive (HDD) 408, 
and a Network Interface Card (NIC) 409 connected to the I/F 
406, and the like. 
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0032 FIG. 4 is a block diagram showing an example of a 
functional structure of the terminal device 1 and the social 
game processing server apparatus 4. 
0033. In FIG. 4, the terminal device 1 includes a player 
operation input unit 11, a game logic processing unit 12, a 
server accessing unit 13, and a screen display unit 14. 
0034. The player operation input unit 11 has a function to 
input (accept) an operation of a player (user) of the terminal 
device 1. 
0035. The game logic processing unit 12 has a function to 
process a game by transitioning screens displayed by the 
screen display unit 14 in accordance with the operation by the 
player accepted via the player operation input unit 11. 
0036. The server accessing unit 13 has a function to com 
municate with the Social game processing server apparatus 4. 
Specifically, the server accessing unit 13 sends a request to the 
Social game processing server apparatus 4 when it is neces 
sary to access the Social game processing server apparatus 4 
in the processing of the game logic processing unit 12. Then, 
the server accessing unit 13 receives a processed result or the 
like as a response from the Social game processing server 
apparatus 4. Here, the request includes a request of updating 
and a request of referring to data. The request of updating is a 
request of processing an operation including updating player 
information. The request of referring to data is a request of 
processing an operation including referring to the player 
information. 

0037. The screen display unit 14 has a function to display 
screens on the touch panel display system 118 under control 
of the game logic processing unit 12. 
0038. The social game processing server apparatus 4 
includes a request processing unit 41, a player management 
unit 42, a player information database 43, a quest/event man 
agement unit 44, and a quest/event information storing unit 
45. 

0039. The request processing unit 41 has a function to 
receive a request from the terminal device 1 and process 
necessary operations. The request processing unit 41 further 
has a function to send the processed result of the request to the 
terminal device 1 as a response. 
0040 For the request of updating, the request processing 
unit 41 processes an operation including updating the player 
information, and the processed result may include the 
updated player information or the like. For the request of 
referring to data, the request processing unit 41 processes an 
operation including referring to the player information and 
obtaining a value of the player information. At this time, the 
processed result may include the obtained value of the player 
information. Further, the response includes screen informa 
tion on which the player is to operate next, in addition to the 
required processed result. 
0041. The player management unit 42 has a function to 
manage various information items about all of the players 
participating in the game, which are stored in the player 
information database 43. The player management unit 42 
refers to and updates the player information in accordance 
with a request by the request processing unit 41 or the quest/ 
event management unit 44. An example of a data structure of 
the player information is explained later in detail. 
0042. The quest/event management unit 44 has a function 
to manage scenario information, an event management table 
and the like, which are stored in the quest/event information 
storing unit 45. 
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0043. The request processing unit 41 obtains information 
Such as the scenario information and the event management 
table or the like stored in the quest/event information storing 
unit 45 based on the request received from the terminal device 
1. Then, the request processing unit 41 controls a generation 
of a quest (mission) or an event in accordance with a progres 
sion of the game in the terminal device 1. Examples of data 
structures of the scenario information and the event manage 
ment table are explained later in detail. 
0044 FIG. 5 is a view showing an example of a data 
structure of the player information stored in the player infor 
mation database 43. The player information is an example of 
a “record of the plural players’. 
0045. In FIG. 5, the player information includes items 
(fields) such as "player ID, "icon data”, “player name', 
“team', 'status”, “specific event status' and the like. 
0046. The “player ID is data to specify (identify) the 
player. The "icon data is data to specify a displayed icon of 
the player. The player name is data indicating displayed 
name of the player. The “team' is data indicating a team to 
which the player belongs and an opposing team to compete 
against for a common boss character. 
0047. The “status is data indicating a status of the pro 
gression of the game for the player. 
0048. The “specific event status is data of a status indi 
cating whether a specific event is already generated (hap 
pened) for the respective player. In this embodiment, the 
specific event is “find a boss character'. 
0049. For the case shown in FIG. 5, the players named 
“aaa”, “bbb’ and “ddd” belong to the same team “A” whose 
opposing team is “B”. Similarly, the players named “ccc. 
“eee' and “fff belong to the same team “B” whose opposing 
team is 'A'. Further, only the player'aaa has found the boss 
character among the players “aaa' to “fff. 
0050. In other words, the player named “bbb’, for 
example, is associated with the players named "aaa’ and 
"ddd as being in the same team, and also associated with the 
players named “ccc”, “eee' and “fff as being on the opposing 
team. 

0051. Further, each of the players is in correspondence 
with the “specific event status”. 
0052. As will be explained later, the event management 
unit 44 determines an event to be generated for a target player, 
for example, the player named “bbb', based on a result 
obtained by determining whether the specific event is already 
generated for the players associated with the target player 
based on the player information stored in the player informa 
tion database 43. 

0053 Alternatively, the “status' may include information 
of the “specific event status” and in such a case, the item 
“specific event status' may be omitted. 
0054 FIG. 6 is a view showing an example of a data 
structure of the scenario information stored in the quest/event 
information storing unit 45. 
0055. In FIG. 6, the scenario information includes a status 
(mainly a stage) in correspondence with selectable areas (ar 
eas on a map at each of which a quest occurs). Generally, the 
areas are aligned in an order from easier to be conquered to 
harder to be conquered. First, only the areas easier to be 
conquered are set to be selectable. 
0056 FIG. 7 is a view showing an example of a data 
structure of the event management table stored in the quest/ 
event information storing unit 45. 
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In FIG. 7, the event management table includes 0.057 
items (fields) such as “time Zone”, “condition of specific 
event status (for team)”, “candidate event”, “screen number, 
“weight' and the like. 
0058. The “time Zone' is data for specifying a kind of 
time. The “time Zone' includes “core time in which many 
players are expected to participate in the game, “non-core 
time in which the number of players participating in the 
game is expected to be Small, "maintenance time' in which 
maintenance of an operating side is performed, and the like. 
Although not shown in the drawing, the Social game process 
ing server apparatus 4 may include a table in which the time 
(corresponding to a current time) and the time Zone are in 
correspondence with each other. 
0059. The “condition of specific event status (for team) is 
data of a condition of a status indicating whether the specific 
event is already generated (happened) for the players in the 
own team and the opposing team. As described above, as the 
specific event is “find a boss character in this embodiment, 
the “condition of specific event status (for team) includes 
"only own team found boss”, “only opposing team found 
boss”, “both teams not found boss”, “both teams found boss' 
and the like. 

0060. The “candidate event' is data for specifying a can 
didate event to be generated for the target player. The “can 
didate event includes events such as “increasing ability”. 
“bonus”, “boss character' and the like. 
0061 The “screen number is data indicating the number 
of screens to be displayed until the respective event occurs. 
Here, instead of using the word "screen number, a word 
“step number may be used provided that the screen is trans 
ferred for each of the steps of the player character. Even when 
the same event occurs, if the screen number is different, a 
different impression can be provided to the player. Thus, 
records of the same event with different screen numbers are 
differentiated in this embodiment. 

0062. The “weight’ is a value which corresponds to a 
probability of the respective candidate event to be randomly 
selected by a drawing or the like. 

(Operation) 

0063 FIG. 8 is an example of a flowchart showing an 
operation of the terminal device 1 and the Social game pro 
cessing server apparatus 4 of the embodiment. 
0064. Here, it is assumed that the player, who is the target 
player, who operates the terminal device 1 is previously 
logged into the Social game processing server apparatus 4 so 
that the Social game processing server apparatus 4 can specify 
the player ID of the target player. 
0065. At the terminal device 1, when the player operation 
input unit 11 accepts an operation by the player to start the 
game, the game logic processing unit 12 recognizes the 
operation to start the game. Then, the server accessing unit 13 
transmits the operation to start the game to the Social game 
processing server apparatus 4. 
0066. Then, at the Social game processing server apparatus 
4, the request processing unit 41 recognizes the operation to 
start the game and starts the processing (step S101). In the 
following, the operation of the request processing unit 41 to 
access (update) data stored in the player information database 
43 is performed via the player management unit 42, and the 
operation of the request processing unit 41 to access (update) 
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data stored in the quest/event information storing unit 45 is 
performed via the quest/event management unit 44 unless 
otherwise explained. 
0067 First, the request processing unit 41 determines 
whether it is the first time for the player to play the game (step 
S102). Specifically, the request processing unit 41 refers to 
the player information (FIG. 5) of the player information 
database 43 based on the player ID. Then, the request pro 
cessing unit 41 can determine whether it is the first time for 
the player to play the game by determining whether the status 
of the respective player is set as an initial value. 
0068. When it is determined to be the first time for the 
player to play the game (YES of step S102), the request 
processing unit 41 allocates the player to one of the teams. 
Then, the request processing unit 41 sends screen information 
including a result of the allocation to have the terminal device 
1 display a team allocating screen (step S103). 
0069. The allocation of the player to the team may be 
performed based on a predetermined rule. Alternatively, the 
allocation of the player to the team may be performed as 
follows. The request processing unit 41 selects a team for 
which the number of the players belonging to is small based 
on the player information stored in the player information 
database 43. Then, the request processing unit 41 updates the 
team for the player in the player information stored in the 
player information database 43. 
0070 The allocation of the team can be assumed as asso 
ciating the target player with the other players as is explained 
above with reference to FIG. 5. 
0071. When the screen information including the result of 
the allocation is sent to the terminal device 1 and the server 
accessing unit 13 receives the screen information, the screen 
display unit 14 displays the team allocating screen under 
control of the game logic processing unit 12. 
0072 Then, at the terminal device 1, when the player 
operation input unit 11 accepts an operation of confirmation 
by the player (step S104), the server accessing unit 13 sends 
the confirmation by the player to the Social game processing 
server apparatus 4 under control of the game logic processing 
unit 12. Then, at the Social game processing server apparatus 
4, the request processing unit 41 starts the Subsequent pro 
cessing. Here, the allocation of the team may be automati 
cally performed at background without displaying the team 
allocating screen or the screen of confirmation for the player. 
0073. When it is determined that it is not the first time for 
the player to play the game (NO of step S102), the above 
operation of the allocation of the team is not performed as the 
player is already allocated to the team. Then, the operation 
previously interrupted is re-started (step S105). The re-start 
ing of the operation is performed as follows. The request 
processing unit 41 refers to the status in the player informa 
tion stored in the player information database 43 based on the 
player ID of the player and specifies the processing corre 
sponding to the status. 
0074. After the confirmation of the allocation (step S104) 
or when the game is re-started (step S105), the request pro 
cessing unit 41 controls the terminal device 1 to display a 
quest start screen from which the player is capable of select 
ing a desired area to play the quest (step S106). 
0075 Specifically, the request processing unit 41 refers to 
the player information stored in the player information data 
base 43 based on the player ID of the player and obtains the 
status. Then, based on the obtained status, the request pro 
cessing unit 41 refers to the scenario information (FIG. 6) 
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stored in the quest/event information storing unit 45 and 
obtains the selectable areas corresponding to the status 
(stage). Then, the request processing unit 41 generates the 
quest start Screen from the obtained selectable areas and 
sends the quest start Screen to the terminal device 1. 
0076. Then, at the terminal device 1, when the server 
accessing unit 13 receives the quest start screen, the screen 
display unit 14 displays the quest start Screen under control of 
the game logic processing unit 12. 
0077. Then, when the player operation input unit 11 
accepts a selection of the area by the player (step S107), the 
server accessing unit 13 sends the selection by the player to 
the Social game processing server apparatus 4 under control 
of the game logic processing unit 12. Then, the quest is 
started. 
0078. When the quest is started, the request processing 
unit 41 controls the terminal device 1 to display an “in-quest 
screen” including an image in which the player character goes 
through the selected area (step S108). It means that the 
request processing unit 41 sends the “in-quest screen” to the 
terminal device 1. Then, when the server accessing unit 13 of 
the terminal device 1 receives the in-quest screen, the Screen 
display unit 14 displays the in-quest screen under control of 
the game logic processing unit 12. 
007.9 Then, when the player operation input unit 11 of the 
terminal device 1 accepts an operation by the player to pro 
ceed or the like (step S109), the server accessing unit 13 sends 
the operation by the player to the Social game processing 
server apparatus 4 under control of the game logic processing 
unit 12. Then, the request processing unit 41 of the Social 
game processing server apparatus 4 starts the Subsequent 
processing. When the displaying of the in-quest screens con 
tinues, the above operation is repeated. 
0080. Then, the request processing unit 41 refers to the 
player information stored in the player information database 
43 based on the player ID of the player (target player) and 
obtains the specific event statuses of the target player and the 
other players associated with the target player. At this time, 
the request processing unit 41 differentiates the other players 
who belong to the same team (own team) with the target 
player and who belong to the opposing team of the target 
player. Then, the request processing unit 41 determines the 
specific event status for the team of the target player (step 
S110). Specifically, these operations may be performed by 
the player management unit 42 and the quest/event manage 
ment unit 44 under control of the request processing unit 41. 
I0081 For example, for the case shown in FIG. 5, it is 
assumed that the target player is the player named “bbb’ and 
only the player named 'aaa', who belongs to the same team as 
the player named “bbb', has already found the boss character. 
In Such a case, the specific event status for team for the target 
player becomes “only own team found boss'. Alternatively, 
when it is assumed that the target player is the player named 
“ccc’ and only the player named “aaa, who belongs to the 
opposing team of the player named “bbb', has already found 
the boss character, the specific event status for team for the 
target player becomes "only opposing team found boss’. 
Further, alternatively, when it is assumed that the target player 
is the player named “bbb’ and nobody in the teams A and B 
has found the boss character, the specific event status for team 
for the target player becomes “both teams not found boss’. 
I0082 Alternatively, the player information database 43 
may include an item “specific event status for team' and the 
request processing unit 41 may update data for the “specific 
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event status for team every time when the specific event is 
generated for any of the players. 
0083. Then, the request processing unit 41 obtains the 
current time, and then refers to the table, not shown in the 
drawings, in which the current time and the time Zone are in 
correspondence with each other. Then, the request processing 
unit 41 determines the time Zone to which the current time 
belongs (step S111). 
0084. Then, the request processing unit 41 refers to the 
event management table (FIG. 7) stored in the quest/event 
information storing unit 45. Then, the request processing unit 
41 selects the candidate events for which the specific event 
status for team for the target player and the time Zone deter 
mined as above meet the condition of specific event status for 
team and the time Zone set in the event management table. 
Then, the request processing unit 41 obtains the selected 
candidate events and the screen numbers and the weights of 
the selected events, respectively, (step S112). 
0085. Then, the request processing unit 41 randomly 
selects an event to be generated for the target player in accor 
dance with a probability which is in proportion to the obtained 
weights (step S113). 
I0086 For example, when the specific event status for team 
determined as above is “only own team found boss' and the 
time Zone determined as above is “core time', for the case 
shown in FIG.7, eight records from the upper side in the event 
management table meet the determined condition for the 
target player. In such a case, a ratio of the respective weight 
with respect to a total weight of the eight records, 1+35+20+ 
10+3+15+5+10–99, is set to be a probability for each of the 
records. Then, the event to be generated for the target player 
is randomly selected. 
0087 Specifically, these operations to determine the event 

to be generated for the target player may be performed by the 
quest/event management unit 44 under control of the request 
processing unit 41. 
0088. Here, as explained above, the events are differenti 
ated when the screen number is different even when the 
names of the events are the same. Here, in this embodiment, 
although the records in each of which the time Zone is set to be 
“core time' are assumed, records in each of which the time 
Zone is set to be “non-core time' or “maintenance time may 
be further provided and weights may be set in accordance 
with an operation policy. 
0089 Referring back to FIG. 8, the request processing unit 
41 repeats an operation in which the in-quest screens of the 
screen number of the determined event are displayed (step 
S114) and operations by the player to proceed or the like are 
accepted (step S115). 
0090 Thereafter, when the in-quest screens of the screen 
number of the determined event are displayed, the request 
processing unit 41 controls the terminal device 1 to display an 
event Screen including an image of the event as determined 
above (step S116). In other words, the request processing unit 
41 sends the event screen to the terminal device 1. Then, when 
the server accessing unit 13 of the terminal device 1 receives 
the event screen, the screen display unit 14 displays the event 
screen under control of the game logic processing unit 12. 
0091. Then, when the player operation input unit 11 of the 
terminal device 1 accepts an operation by the player of the 
event (step S117), the server accessing unit 13 sends the 
operation by the player to the Social game processing server 
apparatus 4 under control of the game logic processing unit 
12. Then, the request processing unit 41 of the Social game 
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processing server apparatus 4 starts the Subsequent process 
ing. When the event screen is composed of plural Screens, the 
above operation is repeated. 
0092. Thereafter, when the event ends in accordance with 
the operation by the player, the request processing unit 41 
controls the terminal device 1 to display an event result screen 
including the result of the event (step S118). In other words, 
the request processing unit 41 sends the event result screen to 
the terminal device 1. Then, when the server accessing unit 13 
of the terminal device 1 receives the event result screen, the 
screen display unit 14 displays the event result Screen under 
control of the game logic processing unit 12. As the result of 
the event, the player character can obtain an ability Such as 
magic power, a skill or the like, a weapon, or a reward. 
0093. Then, when the player operation input unit 11 of the 
terminal device 1 accepts an operation by the player of con 
firmation or the like (step S119), the server accessing unit 13 
sends the confirmation by the player to the Social game pro 
cessing server apparatus 4 under control of the game logic 
processing unit 12. Then, the request processing unit 41 of the 
Social game processing server apparatus 4 starts the Subse 
quent processing. 
0094. Thereafter, the request processing unit 41 deter 
mines whether the quest is finished (step S120). Whether the 
quest is finished may be determined based on whether the 
player character has reached the end of the area. 
0.095 When it is determined that the quest is not finished 
(NO of step S120), the operation moves back to step S110. 
I0096. When it is determined that the quest is finished 
(YES of step S120), the operation moves back to step 5106. 
0097 Here, in the above processes, the player operating 
the terminal device 1 can stop the game before and after the 
operation, and can start the game from the same status when 
re-starting the game. 
0098. In this embodiment, the request processing unit 41, 
the quest/event management unit 44, and the player manage 
ment unit 42 function as an event generating control unit 
which controls generation of a predetermined event and an 
event generated Status management unit which manages an 
event generated Status of each of the players. 
0099 Further, the components of the social game process 
ing server apparatus 4 may not be included in a single appa 
ratus and may be provided in plural apparatuses connected via 
a network or the like with each other. For example, the player 
information database 43 or the quest/event information stor 
ing unit 45 may be provided in a different apparatus from an 
apparatus including the request processing unit 41, the player 
management unit 42 and the quest/event management unit 44. 
The Social game processing server apparatus 4 or a system 
including Such apparatuses may be referred to as a 'game 
processing server system’. 
0100. The individual constituents of the social game pro 
cessing server apparatus 4 or each of the terminal devices 1 
may be embodied by arbitrary combinations of hardware and 
software, typified by a CPU of an arbitrary computer, 
memory, a program loaded in the memory so as to embody the 
constituents illustrated in the drawings, storage units for Stor 
ing the program Such as a hard disk, and an interface for 
network connection. It may be understood by those skilled in 
the art that methods and devices for the embodiment allow 
various modifications. 
0101. As described above, according to the embodiment, 
adventurousness in generating an event can be increased so 
that a player does not have a tedious feeling in playing a game. 
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0102 According to the embodiment, a game processing 
server apparatus and a game processing server system 
capable of increasing adventurousness in generating an event 
so that a player does not have a tedious feeling in playing a 
game can be provided. 
0103 Although a preferred embodiment of the game pro 
cessing server apparatus and the game processing server sys 
tem has been specifically illustrated and described, it is to be 
understood that minor modifications may be made therein 
without departing from the spirit and scope of the invention as 
defined by the claims. 
0104. The present invention is not limited to the specifi 
cally disclosed embodiments, and variations and modifica 
tions may be made without departing from the scope of the 
present invention. 
What is claimed is: 
1. A game processing server apparatus, to which plural 

terminal devices each being operated by a player are con 
nected via a network, configured to provide a game service to 
the plural terminal devices, comprising: 

a player management unit which manages an association of 
a target player with other of the plural players; and 

an event management unit which 
controls a generation of a predetermined event, 
manages an event generation status for each of the target 

player and the players associated with the target 
player, 

determines whether a specific event is already generated 
for the target player and the players associated with 
the target player by referring to the event generation 
status for each of the target player and the players 
associated with the target player, 

determines, based on the determined result, an event to 
be generated for the target player by referring to a 
table in which plural candidate events are in corre 
spondence with conditions of a status of the specific 
event and weights, respectively, each of the condi 
tions indicating whether the specific event is gener 
ated for the target player and the other players asso 
ciated with the target player, and randomly selecting 
the event to be generated for the target player from the 
candidate events for which the conditions are met 
using the weights, and 

generates a new eventinaccordance with the determined 
event. 

2. The game processing server apparatus according to 
claim 1, 

wherein the association of the target player includes an 
association of the target player with the other of the 
players in a same team with the target player and an 
association of the target player with the other of the 
players in an opposing team to compete with. 

3. The game processing server apparatus according to 
claim 1, 

wherein the plural candidate events include records for 
which the event itself is the same but the number of 
screens displayed before the event starts are different. 

4. The game processing server apparatus according to 
claim 1, 

wherein in the table, the plural candidate events are further 
in correspondence with time Zones to which a current 
time is to be included, and 
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the event management unit randomly selects the event to be 
generated for the target player from the candidate events 
for which the conditions and the time Zones are respec 
tively met using the weights. 

5. A game processing server system, comprising: 
the game processing server apparatus according to claim 1: 

and 
a player information database including a record of the 

plural players in which each of the players is in corre 
spondence with a status indicating whether the specific 
event is generated for the respective player, 

wherein the event management unit determines whether 
the specific event is already generated for the target 
player and the other players associated with the target 
player based on the record. 

6. The game processing server system, according to claim 
5, further comprising: 

a table in which plural candidate events are in correspon 
dence with conditions of a status of the specific event 
and weights, respectively, each of the conditions indi 
cating whether the specific event is generated for the 
target player and the other players associated with the 
target player, 

wherein the event management unit refers to the table and 
randomly selects the event to be generated for the target 
player from the candidate events for which the condi 
tions are met using the weights. 

7. A non-transitory computer-readable recording medium 
having recorded thereon a program that causes a computer, to 
which plural terminal devices each being operated by a player 
are connected via a network, to provide a game service to the 
plural terminal devices and to execute a game processing 
method comprising: 

a player management step of managing an association of a 
target player with other plural players; and 

an event management step of 
controlling a generation of a predetermined event, 
managing an event generation status for each of the 

target player and the players associated with the target 
player, 

determines whether a specific event is already generated 
for the target player and the players associated with 
the target player by referring to the event generation 
status for each of the target player and the players 
associated with the target player, 

determining, based on the determined result, an event to 
be generated for the target player by referring to a 
table in which plural candidate events are in corre 
spondence with conditions of a status of the specific 
event and weights, respectively, each of the condi 
tions indicating whether the specific event is gener 
ated for the target player and the other players asso 
ciated with the target player, and randomly selecting 
the event to be generated for the target player from the 
candidate events for which the conditions are met 
using the weights, and 

generating a new event in accordance with the deter 
mined event. 


