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(57) Abrége/Abstract:

Disclosed I1s a method for backing up a state of progress In a television game which has the steps of: dividing the state of

progress Into a common item and a separate item; and storing the common item into a common file and the separate item into a
separate file.
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ABSTRACT OF THE DISCLOSURE

Disclosed is a method for backing up a state of
progress in a television game which has the steps of:
dividing the state of progress into a common 1tem and a
separate item; and storing the common 1item 1into a

common file and the separate item into a separate file.
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METHOD FOR BACKING UP STATE OF

PROGRESS IN TELEVISION GAME

FIELD OF THE INVENTION

This i1nvention relates to a method for backing up a
state 0of progress 1n a television game, and more
particularlf to, a method for backing up a state of
progress 1n a television game 1n which the state of a

character, a scenery etc. varies 1in the process of time.

BACKGROUND OF THE INVENTION

Some conventional television games need to play for
a long time period, 1.e., 1t 1s difficult for them to
be finished within one play. In such games, the state
of progress at the time when playving 1s stopped can be
saved(stored) 1in a back-up file. When the game 1is
restarted, the plaYer can play the game from the same
state of progress.

In many cases, a plurality of back-up files to be
saved are prépared. Thus, the player can select any of
the states of progress when the game 1s restarted. The
back-up file can be also made during the playing. For
example, 1f the player wants to restart the game from a
scene 1n which he 1s interested, the state of progress
corresponding to the scene can be saved into a back-up
file, and he can restart the game from the same scene by
reading out the back—up'file any time. As long as the

content of the back-up file remains, the game can be
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repeatedly restarted from the same state.

FIG.1 shows relationships between back-up files and
states of progress and between saving and loading in a
game. In this example, the saving is conducted in the
order of progress states A, B and C as shown by (1) to
(3) 1in FIG.1l. When the progress state B is, as shown by
(4) 1in FIG.1l, loaded, the game can be restarted from
the progress state B.

In FIG.1l, a progress state D 1s rewritten in the
back-up file where the progress state C was saved((5)).
At this time, the progress state C is erased from the
back-up file, and the progress states A, B and D are
left 1n the respective back-up files. Though the player
can restart the game from any of the progress states A,
B and D at this time, he cannot restart it from the
progress state C. Anyway, since the progress states in
the back-up files are independent of one another, each
of the progress states can be always reproduced to go
back to the time when it is saved.

However, the conventional back-up method for the
television game cannot be suitably adapted to a new type
of television game. The reasons are as follows.

There 1s a television game in which real time
(actual time ticked away by a clock) is incorporated
into the game story to give a kind of virtual reality.
Though such a game can also employ the conventional

back-up method, a problem occurs in the case that there

exlsts a character whose state varies in the process of
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According to an aspect of the 1invention, there 1is
provided a method for backing up a state of progress in a
television game, comprising the steps of:

dividing said state of progress into a common item and
a separate item; and

storing said common item into a common file and said
separate item into a separate file;

wherein said television game continuously progresses
according to real time provided by a clock means and wherein
when a player chooses to save the state of progress of the
game, said common file is always rewritten to a back-up memory
with a newest state of said common item, and said separate file
stores a state of salid separate item at a time when said state
of said common item 1is stored.

According to another aspect of the present invention,
which is claimed in Divisional Application Serial No. 2,398,164,
there is provided a method of executing a television game, said
game having one character operated by a player and another
character, comprising:

backing up a first state of progress of the game at
a first time, said first state of progress including a first
state of said one character and a first state of said another
character;

backing up a second state of progress of the game at
a second time after the first time, said second state of
progress including a second state of said one
character and a second state of said another character; and

restarting progress of the game from the first time
so that said one character has the first state backed up at the
first time and said another character has the second state

backed up at the second time.
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According to a further aspect of the present
invention, which is claimed in Divisional Application Serial No.
2,398,164, there is provided a game cartridge for insertion into
a main body of a television game machine for executing a
television game, said game having one character operated by a
player and another character, comprising:

a ROM for storing an operation program;

a non-volatile memory for backed up states of progress
of the game;

wherein said operation program is configured, when
executed by the television game machine, to cause the television
game machine to perform the steps of:

backing up a first state of progress of the game at
a first time, said first state of progress including a first
state of salid one character and a first state of said another
character;

backing up a second state of progress of the game at
a second time after the first time, said second state of
progress including a second state of said one character and a
second state of said another character; and

restarting progress of the game from the first time
so that said one character has the first state backed up at the

first time and said another character has the second state
backed up at the second time.

The invention will be explained in more detail in
conjunction with the appended drawings, wherein:

FIG. 1 shows relationships between back-up files and
states of progress and between saving and loading in a
conventional method for backing up a state of progress in a
television game;

FIG. 2 1s a block diagram showing a system which

comprises a home television game machine main body and a RTC
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(real time clock) built-in ROM cartridge that is used in a
preferred embodiment according to the invention;

FIG. 3 shows a composition of back-up files for saving
progress states in a game 1in the embodiment; and

FIG. 4 shows a relationship between saving and loading

of progress states of a game in the embodiment.
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television game, comprises the steps of:
dividing the state of progress into a common item

and a separate 1tem; and

storing the common item i1into a common file and the
separate 1tem 1nto a separate file; 0

whereln the television game 1s continuously
progressed 1n the process of real time proceeded by a
clock means with which a main body or an external
storage device of a home television game machine is

provided.

BRIEF DESCRIPTION OF THE DRAWINGS

The 1nvention will be explained in more detail in
conjunction with the appended drawings, wherein:

FIG.1l shows relationships between pack-up files and
states of progress and between saving and loading in a
conventional method for backing up a state of progress
in a television game,

FIG.2 1s a block diagram showing a system which
comprises a home television game machine main body and
a RTC(real time clock) built-in ROM cartridge that 1is
used 1n a preferred embodiment according to the
invention,

FIG.3 shows a composition of back-up files for
saving progress sates in a game in the embodiment, and

FIG.4 shows a relationship between saving and

loading of pfogress states 0of a game 1n the embodiment.
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DESCRIPTION OF THE PREFERRED EMBODIMENTS

A method for backing up a state of progress in a
television game in the preferred embodiment according to
the 1nvention will be explained below.

First of all, to carry out the invention in which a
means for saving backing-up files is needed, it 1is
necessary a rewrltable back-up memory to be provided in
a main body of a television game machine or in an
external storage device.

FIG.2 1s a block diagram showing a system which
comprises a home television game machine main body 1
and a RTC(real time clock) built-in ROM cartridge 2 that
l1s used in the embodiment. The game machine main body
1l and the ROM cartridge 2 are connected through
interfaces 3A, 3B.

RTC 4 built 1n the ROM cartridge 2 automatically
ticks away year, month, day, hour, minute, second and
day of the week. RTC 4 is backed up by a battery 5 and
ticks away independent of the game machine main body 1.
CPU 6 of the game machine can read and utilize the time
of RTC 4 or can renew the time of RTC 4. A game
software is stored in ROM 7 to be transferred to RAM 10.

The game machine main body 1 has ROM 7 for storing an
operation program.

In the case that RTC 1s not built in the ROM
cartridge 2,'a timer means included in the main body 1
cf the game machine may be used to achieve the

i1nvention.
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BRAM 8.is a memory backed up by the battery 5.
Therefore, even if the power of the main body 1 is shut
off, contents stored in BRAM 8 will be backed up. In
this embodiﬁent, a back-up file is stored in BRAM 8.
The RTC 4 of the ROM cartridge 2 is used as a clock.
Meanwhile, 1if the game machine is provided with BRAM
and a timer means, ROM cartridges other than the above-
mentioned ROM cartridge 2 can be applied to the
invention.,

In this embodiment, back-up files for saving
Progress sates 1n a game store a common item(data) and
separate 1tems(data), as shown in FIG.3. 1In FIG.3, a
file to save the common item is called 'common file'
and files tO save the separate items are called
'separate file 1, separate file 2, separate file 3....",
respectively;

The player can save the progress state of the game
at an optional time. When a progress state is saved, it

1s divided into a common item and a separate 1tem, and

the common item is saved into the common file and the
separate 1tem 1is saved into a separate file n, where n
ls a file number. The maximum number of files to store
the progress state is N, and an already written file
can be repeatedly rewritten. Of course, it is possible
to rewrite on a file even if the number of files to be
saved does not reach N.

If the player wants to restart the game from a

state which 1s already saved, he can select the
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corresponding file number in the same manner as in the
conventional method. When a file number, for example,
n, is selected, the separate file n and the common file
are simultaneously loaded(read out) and the game starts
from the progress state n. Though this process is
similar to the conventional method, the content of the
common file does not always correspond to the content
saved at the time of the progress state n. Namely, the
content of the common file 1s renewed whenever the
progress state 1s saved. Therefore, the progress state
at the time when the game 1s restarted may be different
from that at the time when the separate file to be
selected 1s saved.

Taking the case of a derivative scenario that a pet
is fed, the embodiment will be further detailed. The
content of the derivative scenario is as follows: 1)
the pet has a strength, 2) the strength of the pet is
decreased by one point an hour with real time(=actual
time ticked away by RTC 4, 3) when the strength becomes
zero, the pet dies, 4) the pet can be fed only in a pet
shop.

In the above derivative scenario, the strength data
of the pet 1s saved as the common item of the back-up
file, and the other state data by which the progress
state can be reproduced, for example, a scenery, a state
data of a hero(a character operated by the player), 1s
saved as the.separate item of the back-up file.

FIG.4 shows saving and loading of progress states
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of the game. The game is played on a specific day of a
specific month. Here, the progress of game is saved at
the time of state 1 and then saved at the time of sate
2. At state 1, the strength of the pet is eight, where
it 1s observed that the pet walks vigorously. Then, at
state 2, the strength 1s reduced to three, where the pet
1s depressed with 1ts head dropped. 1In this case, the
progress state 1 1s saved 1into file 1 and the progress
state 2 1s saved into file 2. At state 1, the strength
Oof eight 1s recorded in the common file. After that,
by the saving at state 2, the content of the common
file 1s rewritten such that the strength of the pet is
three. Thereafter, the saving is not conducted.
Next, oh another specific day of another specific
month, the game 1s restarted from the progress state 1.
The player expected the strength of the pet to be that
recorded at state 1 of the previous day, but he notices
that the strength is reduced to three. Thus, the
player has to play the game to feed the pet not to die.
As a result, developments of the game on this day
becomes quite different from those of the former day.
Since information other than the pet is stored in the
separate file, the states of hero, scenery etc. does
not change. However, if only the state of the pet is

changed, the developments become gquite different.

Although the invention has been described with

respect to specific embodiment for complete and clear
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disclosure, the appended claims are not to be thus
limited but are to be construed as embodying all
modification and alternative constructions that may be
occurred to one skilled in the art which fairly fall

within the basic teaching here is set forth.,
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THE EMBODIMENTS OF THE INVENTION IN WHICH AN EXCLUSIVE PROPERTY
OR PRIVILEGE IS CLAIMED ARE DEFINED AS FOLLOWS:

l1. A method for backing up a state of progress in
a television game, comprising the steps of:

dividing said state of progress into a common item
and a separate 1tem; and

storing said common item into a common file and said
separate item into a separate file;

wherein said television game continuously progresses
according to real time provided by a clock means and wherein
when a player chooses to save the state of progress of the game,
said common file 1s always rewritten to a back-up memory with
a newest state of said common item, and said separate file
stores a state of salid separate item at a time when said state

of said common i1tem is stored.

2. A method for backing up a state of progress in
a television game, according to claim 1, wherein:

the number of said common i1tem is one and the number

of said separate item is plural.
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