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INTERNET BINGO GAME METHOD AND SYSTEM CAPABLE OF

PROMOTING PERCEPTION AND STUDYING ABILITY

Technical Field

The present inventionrelates toan Internet bingo game
method and a control system therefor capable of enhancing
a perception and studying ability, and more particularly,
toan Internet bingo game method and a control systemtherefor
capable of enhancing a perception and studying ability with
respect to each subject through a game, in which problems
are provided to playing card data as multimedia data and
bingo data materials for use in a bingo board are provided

as answers with respect to the problems.

Background Art

In general, in the case of a bingo game, a number GCi
game participants come together in a certain place, make
a bingo board 6 having a 5X 5 matrix table containing
twenty-five rooms in total as shown in FIG. 1, respectively
and then fill in the blank rooms with figures of 1 through
25 at random. A person who is charged with proceeding with
the bingo game calls out a figure "25" of a playing card
7 according to his or her predetermined sequence and each
participant marks his or her own bingo board room filled
with the same figure "25" as the playing card figure, tc

then repeat the above figure call and mark procedures. In
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this case, if any one who forms a preset bingo goal in his
or her bingo board in the earliest calls out a "bingo" the
bingo game is finished or the game participants are ranked
in a bingo formation order.

In general, a bingo goal is classified into a single
bingo (FIG. 2A) in which a straight line is formed in any
direction when five rooms are marked in a bingo board, a
double bingo (FIG. 2B) inwhich two straight lines are formed
in a bingo board, a triple bingo (FIG. 2C) in which three
straight lines are formed in a bingo board, and a pattern
bingo (FIG. 2D) in which a particular shape, for example,
aparticularpatternsuchasawaterfall (3a), ababycarriage
(3b), a "T"-shaped pattern (3c), a pyramid ( 3d) and a kettle
cover (3e) is formed in a bingo board.

However, in the case of the conventional bingoc game,
people who wish to play a bingo game should proceed according
to instructions of a person who is charged with proceeding
withthebingogamewhile gatheringatacertainplace. Also,
the conventional bingo game is a simple entertainment game
enjoyable together with at least one counterpart . As a
result, the conventional bingo game cannot beplayedtogether
with other people who are at a remote distance.

Alsoc, since the conventional bingo game proceeds witrh
only simple figures, educational applications for enhancing
a perception ability or a learning effect of a particular

category have not been accomplished.
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Disclosure of the Invention

To solve the above problems, it is an object of the
present invention to provide an Internet bingo game method
and system capable of enhancing a perception and studying
ability with respect to a particular subject through a game,
in which problems for enhancing a perception and studying
ability by use of multimedia data are provided as playing
card data provided from a server to a participant's terminal
during playing the Internet bingo game formed of the
particular subject, and bingo data materials for use in a
bingo board are provided as answers with respect to the
problems. |

It isanotherobject of the present inventiontoprovide
an Internet bingo game method and system capable of inducing
a game participant to undergo learning an explanation with
respect to a game subject to be selected before the game
participant participates in a bingo game of a particular
subject and further enhancing a perception and studying
ability with respect to each subject.

It is still another object of the present invention
to provide an Internet bingo game method and system capable
of enhancing a learning ability of various languages
including Korean and English, during playing a binge gams
using the Internet, in which playing card data is configured
bymultimediadataincludinggraphicdata (ormoving images),
characterdataandaudiodata, inorder tographically present

playing cards, while displaying characters under the cards
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and simultaneously outputting acoustic data repeatedly, to
thereby induce the participant to understand the characters
and acoustic data to then click a corresponding bingo block
in a bingo board.

It is yet another object of the present invention tc
provide an Internet bingo game method and system in which
a publicity of a company or an advertisement of a product
is established as a game subject, to thereby provide a
learningbeforeplayingagame and advertisement information
via the game.

Toaccomplishtheaboveobject of thepresent invention,
there is provided an Internet bingo game method having an
effect of enhancing a perception ability and a learning
ability, the Internet bingo game method comprising the steps
of: making a bingo data set with N° selected bingo data
materials in order to fill an NX N bingo board in which N
is an integer equal to or more than three, from a number
of subject database when at least one user applies for
participatingjj1agame;aligningtheNZbingodatan@terials
in the data set at random to thereby produce respectively
different data sets by as many as the number of game
participants; transmittingtherespectivelydifferent bingo
data set from a system server to each participant terminal
so as to fill a bingo board of each participant terminal;
converting the N bingo data materials into multimedia data
and providing the multimedia data randomly and sequentially

to each participant as playing card data; and selecting a
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corresponding block of the bingo board corresponding to a
correspondingplayingcardwhenever theparticipant receives
the playing card, to thereby make a participant who forms
a predetermined bingo goal pattern in the earliest announce
a bingo.

Also, the Internet bingo game method according to the
present invention further comprises the step of allowing
a game participant to learn an explanation with respect to
a game subject to be selected before or after participating
a bingo game.

Moreover, the Internet bingo game method according tc
the present invention further comprises the steps of setting
a game configuration in order to establish a game subject,
a game level, a maximum number of gamers, use language, a
gaming rule, a goal pattern and a game option of the bingo
game, and storing the set game configuration.

Preferably, the present invention further comprises
the step of selecting language of character data and audio
data included in the multimedia data.

In the case that a secondary bingo announcement is made
by the same participant as a primary bingo announcer in the
result of proceeding with a game in succession to the primary
bingo announcement, 1t 1s preferable that the present
invention further comprises the steps of accumulating a
winningpoint of theparticipant anduploading the game result.
Also, the present invention further comprises the steps of

inputting an identification (ID) of the participant before
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uploading the game result and updating the winning point
of the participant in a participant operator server.

The problem presented as the playing card is any one
of an antonym, a synonym, a Chinese character phrase, and
an operation question, and the subject is any one of
advertisement informationofacompany, entertainment, hobby
and common sense. The graphic data presented as the playing
card may be an illustration relating to a selected subject
and the audio data may be a foreign language conversation
relating to the illustration.

Toaccomplishtheotherobject of thepresent invention,
there 1s also provide an Internet bingo game system
comprising: a number of Internet accessible participant
terminals each including a web browser; and a system server
including a bingo database configured to have a number of
subject databases each including a number of subject bingo
data materials, and a web server making a bingo data set
with N° selected bingo data materials in order to fill an
NX N bingo board in which N is an integer equal to or more
than three, from a number of subject databases when at least
one user applies for participating in a game, aligning the
N? bingo data materials in the data set at random to thereby
produce respectively different data sets by as many as the
number of game participants, transmitting the respectively
different bingo data set to each participant terminal so
as to fill a bingo board of each participant terminal,

converting the N® bingo data materials into multimedia data
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and providing the multimedia data randomly and sequentially
to each participant as playing card data, selecting a
corresponding block of the bingo board corresponding to a
correspondingplayingcardwhenevertheparticipant receives
the playing card, to thereby make a participant who forms
a predetermined bingo goal pattern in the earliest announce
abingo,whereinproblemsenhancingaperceptionandlearning
ability are correspondingly provided to the playing card
data and the bingo data materials in the bingo board are
provided as answers with respect to the problems.

The system server comprises: a bingo board display
displaying his or her own bingo board on each partiﬁipant
terminal when a participant applies for taking part in a
bingo game of the system server; a number of small-sized
bingo board displays for identifying other participants’
proceeding situations; a playing card display displaying
graphic data of the playing card; a character data display
displaying the character data of the playing card; and a
game screen including a chatting space for allowing for
communicating an 1tem to be transmitted between the
participants.

Also, the Internet bingo game system according to the
present invention further comprises a learning database
including a number of learning datamaterials for explaining
the subject bingo data materials in detail. The game screen
in the present invention further comprises a learning select

menu for selecting learning data materials relating to the
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game subject.

As describedabove, if oneormore subjects are selected
among a number of subjects according to the level of the
game participants during playing an Internet bingo game in
the present invention, a data pool is formed of a number
of bingo data materials included in a subject database, and
25 bingo data materials are selected from the data pool in
order to fill a bingo board, to thereby produce a data set,
and then using the bingo data materials in the data set,
the bingo data materials are randomly aligned by as many
as the number of the game participants, and the 25 bingo
data materials are randomly provided to each participant
as playing card data.

Here, problems enhancing a perception and learning
ability are provided to the playing card data provided from
the server to the participant terminal, as multimedia data,
and the bingo datamaterials for the bingo board are provided
as answers with respect to the problems, to thereby enhance
aperceptionandlearningabilitywithrespecttoeachsubject
via a game.

Also, the Internet bingo game method and system is
capable of inducing a game participant to undergo learning
an explanation with respect to a game subject to be selected
before the game participant participates in a bingo game
and further enhancing a perception and studying ability with
respect to each subject.

Further, the Internet bingo game method and system can
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enhance a learning ability of various languages including
Korean and English, during playing a bingo game using the
Internet, in which playing card data is configured by
multimedia data including graphic data (or moving images),
characterdataandaudiodata, inordertographicallypresent
playing cards, while displaying characters under the cards
and simultaneously outputting acoustic data repeatedly, to
thereby induce the participant to understand the characters
and acoustic data to then click a corresponding bingo block
in a bingo board.

Further, the present invention provides an effect of
providing advertisement information via a learning before
playing a game and via the game, in the case that a publicity
of a company or an advertisement of a product is established
as a game subject, in addition to the educational materials.

Also, the present invention provides an effect of
inducing specialists of various fields into a game, in the
case that a variety of entertainments, amusements, hobbies
and common senses are established as a game subject, in

addition to the educational materials.

rief Description of the drawings

The above objects and other advantages of the present
invention will become more apparent by describing the
preferred embodiments thereof inmore detail with reference
to the accompanying drawings in which:

FIG. 1 is a view for explaining a general figure bingo
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game;

FIGs. ZA through 2D show examples of various bingo
goals;

FIG. 3A is a schematic view showing an Internet kingo
game system having a perception and learning ability
enhancing effect according to the present invention;

FIG. 3B is a schematic view showing a system server
of FIG. 3A;

FIG. 4A is a schematic view showing databases (DBs)
in the system server according to the present invention;

FIG. 4B 1s a view for explaining the relationship
between a bingo DB and a learning DB;

FIG. 4C shows a bingo data structure;

FIG. 4D shows an example of graphic data among the bingo
data materials;

FIG. 4E is a table showing the relationship between
character data and audio data;

FIG. 4F 1is a view for explaining the relationship
between a subject classification system and bingo data;

FIG. SAisaviewforexplainingaprincipleof enhancing
a perception and learning ability via an Internet bingo game
according to the present invention;

FIG. 5Bisasystematicdiagramshowingtherelationship
among a knowledge object, a knowledge system, a subject
classification system and bingo data of FIG. 5A;

FIG. 5C shows examples of a bingo board and a playing

card in the case that a figure subject is selected;
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FIG. 6 is a flowchart view showing a basic model with
respect to creation of a bingo board and a playing card
according to the present invention;

FIG. 7is a flowchart view showing a process of creating
abingoboardandaplayingcard for abingo game for enhancing
a mental calculation abilility according to the present
invention;

FIG. 8 1s a flowchart view showing a process of creating
abingoboardandaplayingcard for a bingo game for enhancing
a Chinese character phrase learning ability according to
the present invention;

FIG. 9A is a flowchart view for explaining an Internet
bingo game method having a perception and learning ability
enhancement effect according to the present invention, in
the place of a server;

FIG. 9B is a flowchart view for explaining an Internet
bingo game method having a perception and learning ability
enhancement effect according to the present invention, 1n
the place of a participant;

FIG. 10 is a flowchart view showing a configuration
setting process of a game;

FIG. 11 is a flowchart view showing a game proceeding
process of a single-winner decision method (game type)
according to the present invention;

FIG. 12 is a flowchart view showing a game proceeding
process of a plural-winners decision method (event type)

according to the present invention;
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FIG. 13 shows an example of a connection screen in a
personal computer (PC) game room according to the present
invention;

FIG. 14 shows an example of a game screenduring playing
a game between five participants according to the present
invention; and

FIG. 15 shows an example of a screen in the case that
two participants play a game in a single client terminal

according to the present invention.

Best Mode for Carrying out the Invention

Preferred embodiments of the present invention will
be described in greater detail with reference to the
accompanying drawings.

FIG. 3A is a schematic view showing an Internet bingo
game system having a perception and learning ability
enhancingeffect accordingtothepresent invention. First,
referring to FIG. 3A, an Internet bingo game system acccecrding
to an embodiment of the present invention includes a system
server 1 connected to the Internet network 3, for managing
aprogress of an Internet bingo game and the entire procedure,
a number of user terminals (such as personal computers (PCs)
Z2a-2n which allows a number of users to connect to the system
server 1 via the Internet network 3, and a cooperative
shopping mall server 4 linked with the system server 1 and
connect to the system server 1 via the Internet network 3,

for running a shoppingmall in cooperation with an operating
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business manager of the system server 1. 1In FIG. 3A, a
reference numeral 21 denotes a modem for enabling & user
terminal to connect to the Internet network to perform an
Internet communication with the system server 1 or the
shopping mall server 4.

FIG. 3B is a schematic view showing the internal system
of the system server 1 of FIG. 3A. A number of web servers
1la-11n each including a web server engine which can serve
bingo game data and learning data via the Internet are
connected to a LAN (Local Area Network) 12 when the system
server 1 1s connected via the Internet. Also, a number of
database (DB) servers 13a-13n are connected to the LAN 172
in order to store the bingo game data and the learning data
input by the users and the operators andmanage data extracted
according to a user inquiry. Finally, a number of system
administrator terminals 1l4a-14n which always stand by in
order to monitor the number of web servers 1la-11ln and the
number of DB servers 13a-13n1in the systemserver 1 and repair
them during making troubles, are connected to the LAN 12.

A connection between the system server 1 and the number
of user terminals Za-2Z2n can adopt both a wired Internet
connectionmethod using a modem and the PSTN, dedicatedcable
or ISDN, and a wireless Internet connection method using
a cellular phone or PCS phone and a microwave or satellite
communicationnetwork. Anyonewhichcanaccessthe Internet
network 3 using one of the above Internet connection methods

can be used as each of the user terminals 2a-2n.
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Preferably, any one type of a PC or a terminal which
includes an Internet web browser 21 supporting an Internet
connectionof a general PChavingamicroprocessor of Pentium
(registered trademark of Microsoft Inc.) class or higher,
a hard disc driver, a communication modem, a multimediza
receiver and so on, can be used as each of the user terminals
2a-2n.

Further, in addition to the PC, an Internet accessible
terminal such as a workstation, a general portable
communication terminal (PCS or PHS), a PDA, a set-top-box,
a digital TV and a web phone, can be used as each of the
user terminals Z2a-2n.

Also, the system server 1 can include a hub for
distributingsignalsviaeachLANcardinstalledinthe number
of webserverslla-1ln, the DBservers 13a-13n, and the system
administrator terminals l4a-14n, a router for connecting
the hub of the system with the Internet network 3, and a
CSU (Channel Service Unit).

In the internal connection system of the system server
1, the number of the web servers lla-1ln is determined
according to how many user terminals 2a-2n are connected
to the system server. The internal network in the system
server 1 can be configured in a well-known method according
to the number of the web servers.

The DB servers 13a-13n canbe configured as a DBMS (Data
Base Management System). The database (DB) contained in

the DB server is largely classified into a member DB 31,
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a learning DB 32, and a bingo DB 33, as shown in FIG. 4A.
It is apparent to a person having an ordinary skill in the
art that the DBs 31-33 can be subdivided or integrated if
desired.

First, the member DB 31 includes various fields
concerning registered member personal particulars, such as
a member name field, a residence number field, a zip code
field, an address field, a portable phone number field, a
home phone number field, an ID field for identifying a member
during performing a log-in to the server, a password field,
a password confirmation field, a member occupation field,
a member game participation disposition, a game nameAfield
and a game record of performance field of a member in order
to analyze the frequency of use of a game and game record
of performance of the member, an account field containing
a deposit money (e.g. cyber cash) given to a member according
to the record of performance of a game and making the member
ascertain the deposit money, and a member hobby field. If
desired, the member DB 31 further includes an item for
managing a credit point in order to administrate a credit
of a member.

Meanwhile, as shown in FIG. 4B, the learning DB 32
includes a number of learning data materials SD1-SDn, and
the bingo DB 33 includes a number of bingo data materials
BD1-BDn. ThelearningdatamaterialsSD1-SDnareconfigured
to correspond to the bingo data materials BD1-BDn and the

subject classification system 30. That is, the learninz
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data materials SD1-SDn include information for explaining
each subject, or detailed information relating to each data,
if necessary.

The bingo data materials BD1-BDn are combined by the
subject classification system 30, and the subject
classification system 30 has an individual system by the
disparity of age.

As shown in FIG. 4C, the bingo data materials BD1-BD-n
include the character data 41, the audio data 42 and the
graphic data 43. The character data 41 includes character
data of themajor languages such as Korean, English, Japanese
and Chinese with respect to "butterfly" as an example. The
audio data 42 includes pronunciation of each language with
respect to each corresponding character data. As shown in
FIG. 4E, the character data 41 and the audio data 42 are
coupled in a pair.

As showninFIG. 4D, thegraphicdata 43 includesgraphic
data of a variety of styles (stylel-style3) corresponding
to a corresponding character, in which a user can display
the graphicdata of adesiredstyle onabingoboardaccording
to his or her taste.

The subject classification system 30 is simply
described below with reference to FIG. 4F. 1In the case that
a subject 1s an animal, an 1invertebrate animal 45 1is
classified as a middle group in a large group grouped as
animals 44, and an insect 46 and a Korean insect 47 are

classified as a small group in the invertebrate animal.
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Accordingly, a butterfly 51, a dragonfly 52, a cicada 523,
a grasshopper 54 and so on are included in the Korean insect
47, which form part of the bingo data materials BD1-BDn.

Also, in the case that a subject is a Korean learning,
a Korean word 49 containing a ".-" letter as an example is
included as a middle group in a large group grouped as the
Korean learning 48. A butterfly 51 included in the group
of the Korean insect 47 is included in the Korean word 49
containing a "W " letter. Thus, the respective bingo data
materials BD1-BDn are included in a number of subjects, and
can be selected by a user subject selection.

In FIG. 4F, the learning data forming the learning DB
32 can be an explanation with respect to the subject
classification system 30 or the bingo data materials.

That is, in the case of the animal 44, the learning
dataincludesanencyclopedicexplanation, textualmaterials,
images and so on with respect to the animal. 1In the case
of the Korean insect 47, the learning data includes an
explanation and materials with respect to distribution of
the Korean insects, the growth features thereof and so on.
In the case of the butterfly 51, the learning data includes
an explanation and materials with respect to the features,
metamorphoses and so on. In the case of the Korean learning
48, the learning data includes an introduction of Korean
learning methods for kids, an introduction of a Korean
learning theory for foreigners, and so on. In the case of

the Korean word 49 containing a "W " letter, the learning
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data includes an explanation of the featuresof a "L " letter
pronunciation, images of a mouth shape during pronunciation
of a "W " letter.

Hereinbelow, a principle of enhancing a perception and
learning ability according to the Internet bingo game of
the present invention will be described with reference to
FIGs. 5A and 5B.

Assuming that wvarious natural phenomena, social
phenomena, languages and so on which confront for life are
objects 10 of knowledge which should be comprehended, these
can be classified intc law, Korean literature, English
literature, economics, sociology, history, politics,
diplomatics, broadcasting, physics, chemistry, biology,
geography, astronomy, mechanical engineering, electronics
engineering, chemical engineering, civil/architecture
engineering, design, home science, medical science,
psychology, philosophy, physical science, aesthetics, and
so on, according to a knowledge system 20.

The chemistry among the knowledge system 20 is
subdivided into the subject classification system 30 such
as an inorganic chemistry, an organic chemistry, and a
bio-chemistry. The inorganic chemistry 30a includes the
periodic table 30b of the elements as an example. The
periodic table 30b includes elements 30c of I-VIII and {
groups. For example, He, Ne, Ar, Kr, Xe and Rn are included
in the 0 group elements 30c. That is, He, Ne, Ar, Kr, Xe

and Rn are included as the subject of the 0 group elements
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in a part of the bingo data materials BD1-BDn.

As described above, the knowledge object 10 is grouped
as a number of subjects according to the knowledge system
20 and the subject classification system 30. Each subject
partiallyincludesanumberofbingodata materialsBD1-BDn.

Meanwhile, when the number of bingo data materials
BD1-BDn are determined or selected as at least one subject
by a user, a data pool is formed as data relating to a
corresponding subject.

In this case, 25bingodatamaterials are selected from
the data pool in order to fill a bingo board 6 having a 5% 5
blocks. The bingo data materials are aligned randémly by
as many as the number of the game participants, to thereby
produce a data set, and then the bingo board of each
participant terminalisfilledusingthebingodatamaterials
in the data set. Then, the 25 bingo data materials are
randomly and sequentially provided to each participant as
playing card data, to thereby play a bingo game.

Here, whenproblems enhancingaperceptionandlearning
ability are provided to the playing card data provided from
the server to the participant terminal, as multimedia data
40 including character data 41, audio data 42, and graphic
(moving image) data 43, the character data and the audio
data is selected as character data and audio data of the
language 50 selected by a language selection, and the bingo
data materials for the bingo board are provided as answers

with respect to the problems.
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Thus, theparticipantsareinterestedinthegameduring
repetition of the bingo game and feel a learning desire at
the same time, to thereby peruse the learning data SD1-SDn
to get a cyber learning. Accordingly, a perception and
learning ability with respect to each subject is enhanced.
In this case, 1if a learning preparation, a learning
performance and a learning estimation are accomplished on
the basis of a learning methodical theory during a cyber
learningof the learningdatamaterials SD1-SDn, aperception
and learning ability can be further enhanced.

FIG. 5C shows examples of a bingo board and a playing
card in the case that a figure subject is selected. If a
game 1is played with a figure subject, it is possible to
configure a bingo board 6 as shown in FIG. 5C. Since the
number of participants participated in the game is plural,
each the bingo boards 6 can be aligned differently from each
other.

A playing card 7a 1s selected at random among the card
data materials presented in the bingo board 6. For example,
whenaplayingcard7aof anisoscelestriangle70is selected,
the figure of the isosceles triangle 70 is provided to the
participant terminal as graphic data 43 of FIG. 4C. The
playing card 71 under which the character data 41 of the
"isosceles triangle" is written or whose character data is
written in a separate character data display 7b of FIGs.
14 and 15 is provided. Accordingly, if each participant

clicks a block containing the same figure of the isosceles
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triangle 70 as that of the playing card 7 from his or her
bingo board 6, a circular mark 72 is displayed.

If a pattern of the blocks marked with the circular
mark 72 is equal to a predetermined bingo goal, for example,
forms a straight line in any one direction or forms a
particular shape, by repeating the above process, a game
participant announces a "bingo" and a declares a victory
of the game. Thus, the participant recognizes various
figures via the game and learns the names of the figures
by heart.

Hereinbelow, referring to FIG. 6, a basic model with
respect to creation of a bingo board and a playing card
according to the present invention will be described.

Thebingo DB 33 includes anumber of subject DBs 33a-33n.
In this case, if a user, that is, a game participant selects
at least one game subject in a configuration setting process
to be described later, twenty-five data materials or more
Createsadatapool fromthe corresponding subject DBs 33a-33n
in the case that a bingo board having a 5X 5 blocks is used
(S10) .

Then, the twenty-five datamaterials are selected from
the data pool at random, and thus data sets of i1 in which
i denotes the number of participants are made different from
one another (S11-S13).

Then, the twenty-five bingo data materials selected
from the system server 1 are aligned in order at random and

aplayingcarddata tobeprovidedtotheparticipant terminal
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2a-2n is determined (S14). Then, a data set is transmitted
to each user, to fill the bingo board 6, and then playing
carddata is sequentiallyprovidedtoplayabingogame (S15).

Here, in the case that a bingo data pattern provided
to the participant and filled in the bingo board 6a is not
desirable, a bingo data position filled in the bingo board
6a can be re-aligned according to his or her judgment and
intention before playing the game. As a result, it is
possible to induce users to be interested in the game and

to positively participate in the game.

Basic recognition ability enhancement

In this case, the data structure of the playing card
7a is made of multimedia data 40 including the graphic (or
moving image) data 43, the character data 41 and/or the audio
data 42 as described above.

In the game progress, a master of a game presents a
playing card 7a, displays characters by the character data
41 under thecard77a, andsimultaneouslygenerates anacoustic
output corresponding to the characters while activating the
audio data 42. Ifdesired, the acoustic output canbe output
repeatedly twice or three times.

The participant concentrates on finding out the same
figure as that of the playing card 7a from the bingo board
ta, and listens to the repeated acoustic output, to thereby
form a sensibility. 1In the case that a game is repeatedly
performed with the identical subject, an interval of time

at which the acoustic signals are repeated, that is, a period
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is shortened or the number of repetition times is shortened,
to thereby enhance a recognition ability of the participant.

Thus, if a recognition ability is formed at a
considerable degree, the playing card 7a including the
graphic data 43 is not presented but the bingo data of the
bingo board 6a can be marked with only acoustic output or
characters.

The participant can form a basic recognition ability
with respect to a game subject and game data, through the
above learning procedure.

Application for language learning

Since a game can be played with the identical gfaphic
data while language 50 of the character data 41 and the audio
data 42 1is changed into English or Japanese, a foreign
language learning or a pronunciation exercise can be
performed. Further, the kind of the language 50 provided
according to the configuration setting wvalue of the
participant or the master of game 1is selected and
simultaneously a pronunciation speed of the acoustic signal
generated by the audio data 42 is adjusted. As a result,
a language education matching a user level of knowledge and
his or her purpose can be parallel.

The participant pronounces in response to the acoustic
signal generated according to the audio data 42, and the
voice of the participant is received to the corresponding
terminals 2a-2n using a microphone. Then, it is preferable

that the voice of the participant is analyzed and his or
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her pronunciation can be corrected by a well-known
application software.

Expression ability (conversation) learning

If the audio data 42 is provided as a sentence beyond
a simple word level, and an illustration corresponding to
the sentence isprovidedtotheplayingcard7a, it ispossible
to learn an expression ability. 1In particular, when a
certain subject, for example, such as at restaurant, school
or swimming pool, 1is given and then situations which can
occur therearepresentedaseachsentence forthe twenty-five
playing cards 7a, 1t is possible to perform an effective
dialog learning.

Memory power enhancement with respect to corresponding

items

Data of the playing card 7a and that of the bingo board
6a does not match, and respectively corresponding items are
compared, to thereby test a memory power or common sense
with respect to various learning contents. For example,
items which can correspond to irregular verbs and events
and chronicle annals with respect to each other on a
one-to-one basis are established, to then proceed with
playing a game. By doing so, a memory power can be tested
or enhanced.

Application for mental calculation

In a bingo game according to the present invention,
expressionsorproblems for amental calculationisdisplayed

on theplaying card 7a and answers for the mental calculation



10

15

20

WO 01/73520 PCT/KR01/00491

are aligned in the bingo board 6a, to thereby test or enhance
a mental calculation ability. In this case, 1f mental
calculationexpressions or handlingnumbers are set properly
according to the intelligent quotient and learning step of
a participant, a more effective mental calculation ability
can be cultivated.

FIG. 71is a flowchart view showing a process of creating
abingoboardandaplayingcard for abingo game for enhancing
a mental calculation ability via the bingo game according
to the present invention. First, a condition establishment
is performed in step S21 that a handling number such as a
single digit, a double digit oratripledigit are determined
according to an intelligent quotient and learning step such
as a first step, a second step, a third step, etc., of a
participant, as shown in the following Table 1. Then, a
figure such as 2, 3, 5, 1, etc., of the playing card 7a is

created (S22).

Table 1
Level Playing card Bingo board
lst step 2+3, 5+2, 2+1, ...| 5, 7, 8, 3,
2nd step 12+35, 55+31, 47, 86, 47,
3rd step P4, 9% 2, T2, ho, 10, 14, 24,
n-th step
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Thereafter, it is judged whether the created figure
in the playing card 7a matches the above condition. If
matched, the created figure is compared with the previously
created figure, to thereby judge whether the same figures
exlist (S23 and S24). If the same figures do not exist in
the result of judgment, these figures are included in the
data pool, and a data operation (for example, "+. -, X , = ")
for the bingo board is performed with a figure combination
such as two and five, five and two, five and three and two
and one of the playing card 7a extracted from the data pool
(S25). Then, it is judged whether a calculated figure (for
example, 5, 7, 8 and 3) of the bingo board 6a matches the
condition in the result of the operation (S26).

In the case that the calculated result value matches
the condition in the result of judgment, and the calculated
figures are different among the others in the result of
comparing the calculated figure with the previously
calculated figures, the figure combination is added in the
data set (S27 and S28).

In the same manner, twenty-five figure combinations
(for example, in the case that a 5X 5 bingo board is used)
arecompleted (S29), data for thebingoboard6a is re-aligned
at random by as many as the number of participants to thereby
create data sets in correspondence to the number of the
participants (S30).

That is, inthemental calculation bingo game according

to the present invention, data of a bingo board and a playing
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card is not made directly from the bingo data materials
BD1-BDn, but made from a figure range of a learning ability
or a demand ability. Thus, figures within the presented
conditional range are randomly produced and aligned in the
data pool. Here, the mental expression (for example, 2+3,
5+2, 5+3, 2+1, etc.) is put in the playing card 7a and the
answer (for example, 5, 7, 8, 3, etc.) is put into the data
pool of the bingo board 6a. The aligningmethod of the bingo
board 6a and the playing card 7a is same as the basic model
shown in FIG. 6.

Meanwhile, FIG. 8 is a flowchart view showing a process
of creating a bingo board and a playing card for é bingo
game for enhancing a Chinese character phrase learning
ability according to the present invention, which will be
described below in detail.

First, a data pool is created with twenty-five or more
data materials from the Chinese character phrase subject
DBs 33a-33n (S31). Then, a Chinese character phrase data
material is selected fromthe datapoocl (S32), anda character
is selected fromthe Chinese character phrase datamaterials
(preferably, a four-letter phrase) (S33).

Thereafter, it is judged whether the same character
exists in the result of comparing the selected character
with the previously selected characters (S34). 1In the case
that the same character exists in the result of judgment,
it is judged whether there exists a character which is not

selected vyet 1in the data. If there is a non-selected
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character, the programadvances to step S33 to select another
character. 1If there is no non-selected character in the
data, the program advances to step $S32, to select new Chinese
character phrase data (S38).

In the case that there isno same character inthe result
of comparing the selected character with the previously
selected characters and in the result of judgment of step
S34, the selected Chinese character phrase data and the
selected character are put into the data set (S35).

In the same manner, the process of putting the
twenty-five Chinese character phrase datamaterials and the
selectedcharactersintothedatasetisrepeated,tothereby
prepare twenty-five Chinese character phrase data sets (S36).
Then, twenty-five selected characters are randomly
re-aligned by as many as the number of participants, to
thereby produce data for the bingo board 6a (S37).

In the Chinese character phrase learning bingo game,
the bingo board data is transmitted to the participant
terminal to fill the bingo board 6a with the same. Then,
when a Chinese character phrase is presented as a playing
card 7a, a character is deleted from the graphic data 43
and then presented.

Accordingly, the game proceeds in a manner that a
participant corrects the deleted character and clicks a
corresponding character in the bingo board 6a. As a result,
when the game 1is repeatedly performed, a perception

enhancement and a learning effect with respect to Chinese
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character phrases is naturally obtained.

Further, it is preferable that the graphic data is
separated from the character data in the bingo games for
the mental calculation and the Chinese character phrase
learning. That 1s, when the figures in the mental
calculation bingo game are arabic figures, for example, 1,
2, 3, etc., and the Chinese character phrases for the Chinese
character phrase learning are made of Chinese characters,
but the character data is made of each language notation,
for example, il in Korean, one in English, ein in Germany,
etc., in case of an arabic figure, and keum in Korean, geld
in Germany, gold in English, etc., in case of Chinese
character chin, a language learning effect 1is obtained
according to language selection.

Depending upon which field is applied with the bingo
game according to the present invention, the process of
creating data of the bingo board and the playing card is
varied somewhat. However, data corresponding to the answer
of the problem is provided to the bingo board 6a and data
corresponding to the problem is provided to the playing card
7a, even in any applications.

As described above, various bingo boards and playing
cards can be created. A multipersonal Internet bingo game
procedure will be described in detail with reference to FIG.
9A.

First, referring to FIG. SA, if a user or a game

participant connects with the system server 1 which 1is
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connected to the Internet network 3 by using a web browser
21l inaparticipant terminal 2a, a game room connection screen
60 shown in FIG. 13 is provided (S41). Referring to FIG.
13, when a unit of a game played by a group at the same time
is defined as a game room, a game room list 61 with respect
to a number of already opened game rooms and a user ID list
62 are provided on the screen. A room opening menu 63 for
guiding a user to open a new game room is arranged under
the game room list 61 and the user ID list 62. The game
room connection screen 60 is only an example, and it is
possible toconfigure it to have another screen and function.

If the roomopeningmenu 63 is clicked, a more detailed
menu 1s provided, for writing or setting a room title 63a
of a new opened game room, the number of the participants
63b, and a room characteristic 63c with respect to whether
the room will be opened or not be opened.

Also, the game room connection screen 60 includes a
member registrationmenu 64a for member registration, a user
guide menu 64b for guiding a use of a home page such as a
game, an e-mail service, a learning data guide, a shopping
mall user guide, a game guidemenu 64c for guidingprinciples,
winning point management rules, and premium details of
various bingo games, a deposit money ascertaining menu 64d
for ascertaining a deposit money of each user, an awarding
detail menu 64e for guiding an awarding detail of an even
game, and a relevant sitemenu 64f whichcan linkwith various

cooperative shopping malls.
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A user who wishes to play a game connects to the server
1, and then selects one of the previously opened game rooms
from the game room 1list 61 on the game room connection screen
00, to thereby participate in the selected game room (S42).
Otherwise, a user who wishes to play a game clicks the room
opening menu 63 to open his or her own game room (S44).

In this case, the user who opened the game room
determines basic items of his or her desired game via a game
configuration setting function shown in FIG. 10, and awaits
until other users will participate in his or her game room.
Here, the determined game configuration can be altered via
an opinion exchange among the users. Also, when a-quorum
isnotmet,orifckﬁired,avirtuéluserisgeneratedwithout
awaiting actual users, to thereby play a game as if actual
users participate.

Game configuration elements to be determined in order
to play a bingo game are as follows.

-Use language: A basically use language should be
selected, but all of users in a game room need not use the
same language. In the case that a purpose of a game is a
language learning, a language having a learning purpose is
one thing and an analytic language is another thing, and
both languages should be displayed.

-Game level: Since a use terminology ranges by age of
learners, it is preferable that a game level is divided by
age.

-Subject of game: A concrete object of a game 1is
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determined. A plurality of game subjects can be selected
in order to make data abundant.

-Maximum game participants: The number of users should
be restricted in view of a program development technique.
When awinning point ismanaged in a user position, the number
of game participants is based on calculation of the winning
point.

-Game method: A game method is divided into a method
of accumulating and managing a winning point in which a small
number of participants come together and play a game (a
single-winner decision method or a game type) (refer to FIG.
11) andaplural-winner decisionmethod (event type) inwhich
alargescalenumberof participants come together andseveral
upper-ranked participants become winners (refer to FIG. 12).
In the case that the number of participants is short of a
guorum in a game type, virtual participants can be created.

-Goal model: As shown in FIGs. 2A-2D, there are a single
bingo that a marked block pattern forms a single line
irrespective of width, length and diagonal lines, a double
bingo that the number of straight lines is two, and a triple
bingo that the number of straight lines is three. Besides,
there is a pattern bingo that a particular shape is a goal.

-Game option: Data of the playing card is formed of
character, audio and graphic (moving image) data, but these
three elements need not be presented but presented according
to a performance degree of learning. Thus, whether or not

these data materials are presented should be determined as
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an option. In case of audio data, it needs to ocutput a few
times in order to enhance a learning effect, in which case
the number of repetition times, an interval of time and a
pronunciation speed should be determined.

-Graphic style: A different style picture can be
selected as even same data according to users' tastes, in
order to play a game.

After a game configuration with respect to the above
factors has been set, configuration information is stored
(S45). Then, only data necessary for a game is selected
from the bingo DB 33. These create the bingo board 6a and
the playing card 7a according to a procedure shown in FIGs.
6 through 8 (S46).

Then, the game room opener awaits until other
participantsparticipate, orgeneratesvirtual participants
until a total of participants reach the maximum game
participants, to then proceed with playing a game (S47).
In this case, 1f a game starts when the total participants
do not reach the maximum game participants, virtual
participants are generated automatically in order to play
agame. Otherwise, sinceawinningpointhasnolargemeaning
in the case of an educational game, virtual participants
are not generated and the game proceeds.

In order to start a game, data necessary for the game
should be transmitted from the system server 1 to each of
the participant terminals 2a-2n. The transmitted data is

displayed on a participant terminal screen, that is, a game
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screen 65 as shown in FIG. 14, by a web program, to thereby
configure each bingo board 6a (S48).

The game screen 65 shown in FIG. 14 is an example of
a screen in the case that five persons play & bingo game
together. 1In addition to his or her own bingo board 6a,
other bingo boards 6b-6d are provided, which makes one
participant check ©proceeding situations of other
participants. There exists a playing card 7a on one side
and a character data display 7b under the playing card 7a.

Also, on the game screen 65 are there a bingo menu 66
used for announcing a "bingo", and a number of additional
service menu 67 for enabling the participants to use
additional functions such as a use record of performance,
a password alteration, an e-mail transfer, a game record
of performance check, etc.

Further, on the game screen 65 is provided a chatting
space 68 so that a game configuration setting, a game start,
a proceeding of an additional game, messages which a master
of game (game master or supervisor) transfers to members,
etc., can be exchanged after discussion during proceeding
a game. For this purpose, a chatting service supported by
a chatting program is provided.

A game starts by a game room opener (S49). During
proceeding a game, data of theplaying card 7a is transmitted
from the server 1, and the result displayed on the bingo
board 6a is transmitted to the server 1 and terminals 2a-2n

of the other participants (S50).
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As the game proceeds, each participant clicks a
correspondingblockinthebingoboard6amatchingtheplaying
card 7a which is sequentially provided to the participant.
In this case, a pattern corresponding to a predetermined
goal model is formed on one participant bingo board éa.

Here, if the participant clicks a bingo menu 66, a win
or lose of the game is determined. Immediately, the server
1 stops transmission of the playing card 7a and closes the
game (351). Then, an administration program for recording
thegame resultsofparticipantsisoperatedtotherebyrecord
the game result in the participant DB 31 (S52).

Thereafter, it 1s asked whether or not the game
continues to play the game once more. Otherwise, in the
case that an additional learning desire concerning a game
subject occurs, subject-related learning data materials
SD1-SDn are provided to thereby proceed with a learning
procedure (S560). Thesubjectlearningprocedurecanbetaken
before agame participant enters the game room, or can proceed
irrespective of participation of the game.

In the case that a winning point is given according
to his or her game record of performance after completion
of the game, the participant can search the link sites 64f,
and visit a cooperative shopping mall which is run by a
cooperative shopping mall server 4, to thereby purchase
desiredproductsandservicesonanelectronic commercebasis
and terminate the connection to the server 4 from the

participant terminal (S53 and S54).
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Hereinbelow, an Internet bingo game method having a
perceptionandlearningabilityenhancementeffectaccording
to the present invention, will be described with reference
to FIG. 9B, in the place of a participant.

In general, since various items such as a game
configuration should be input before starting a game, users
feel so inconvenient. Thus, such an inconvenience need to
be solved. For this purpose, the game configuration 1is
stored in aconfiguration file and retrievedtouse it. That
is, as shown in FIG. 9B, assuming that a participant
re-connects with a game which has been terminated before,
in order to play the game, a previously played game
configuration is stored and the stored game configuration
can be re-used.

That is, in the case that the old participant connects
with the server 1 and then his or her opened and stored game
configuration file exists (S60), it is judged whether the
game configuration will be changed firstly (S61). If the
game configuration will be changed or the participant is
a new participant, a game room is opened and a procedure
of setting a game configuration as shown in FIG. 10 is
undergone (S62).

Sequentially, the game proceeds (S63). When a winning
point is generated (S64), the participant enters his or her
own ID (S65). If an IDdoes not exist, amember registration
procedure is undergone so as to be registered as a member

(S66-568). If an ID exists, a winning point is recorded
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(S69) .

Since a process of interning the ID during playing a
game is evaded considerably in order to use an Internet game
generally in view of administration of the winning point,
an ID can be entered only in the necessary cases after
completion of the game. In the case that a participant
desires, an ID can be entered before starting a game or
performing a log-in process to a server.

Then, 1f the participant wishes to continue to play
a game, the program proceeds to step S61, to thereby proceed
with playing a new game. Otherwise, a game configuration
isrecordedanddisconnects fromtheserver, tothenterminate
the game (S70-572).

FIG. 11 is a flowchart view showing a game proceeding
process of a single-winner decision method (of a game type)
according to the present invention. First, if a subject
of a game 1is determined at a configuration setting by a
decision of a game supervision company, a data pool is formed
with bingo data materials contained in the corresponding
subject. Form the data pool, a random number is used to
create a respectively different arrangement to thereby
produce respective user data sets.

Inorder toplay a bingo game, for example, twenty-five
bingo data materials are downloaded from the server 1 to
the participant terminals 2a-2n, and then the downloaded
twenty-five bingo data materials are displayed on the bingo

board 6a of the respectiveparticipant terminals2a-2n (S80).
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Thereafter, as the game starts, the playing card 7a
is downloaded. While calling the playing card 7a, the
respective participants mark a right answer on their bingo
boards 6a in correspondence to the called playing card 7a
(s81 and S82), and judge whether a right answer has been
clicked (883). If a right answer has not been clicked, a
beep sound 1is generated, to guide the participant to click
a right block on the bingo board 6a (S84).

The aboveright answermarkingprocess isrepeateduntil
any one participant complete a predetermined bingo model.
If an initial bingo creator, that is, a winner takes place
(S85), a winning point is calculated according to the
counterpart's result in the case that he or she is the winner
who forms a bingo (S87 and S88). In the case that a bingo
takes place at the counterpart's side (S86), the game result
is transmitted to the server 1, and the game results and
the winning points of all the participants are recorded on
the participant DB 31 by a management program (S89).

Meanwhile, 1if there is a need to acguire additional
information with respect to a game subject or specific data
(S90), the learning data SD1-SDn are downloaded to perform
a learning program (S91 and S92).

FIG. 12 is a flowchart view showing a game proceeding
process of a plural-winners decision method (of an event
type) according to the present invention. The event type
bingo game 1is a game proceeding for the participants who

participate in the bingo game on a large scale, in which
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several winners including a first ranker are selected.

The even type bingo game has the same procedures as
the game type bingo game in steps S80 through S85.

That is, 1if a game subject in the event type bingo game
is determined in a configuration setting in the same manner
as that of the game type, a data pool is created with the
bingodatamaterialsof the corresponding subject, fromwhich
a respectively different alignment is made using a random
number, to thereby create respective participant data sets.

In order to play a bingo game, a predetermined number
of bingo data materials are downloaded from the server 1
to the participant terminals 2a-2n, and then the dowﬁloaded
bingo data materials are displayed on the bingo board 6a
of the respective participant terminals 2a-2n (S80).

Thereafter, as the game starts, the playing card 7a
is downloaded. While calling the playing card 7a, the
respective participants mark a right answer on their bingo
boards 6a in correspondence to the called playing card 7a
(S81 and S82), and judge whether a right answer has been
clicked (S83). 1If a right answer has not been clicked, a
beep sound is generated, to guide the participant to click
a right block on the bingo board 6a (S84).

The aboveright answermarkingprocess isrepeateduntil
any one participant complete a predetermined bingo model.
Even if a bingo takes place, the bingo game is not terminated
but a winning point 1is accumulated and the bingo game

continues, to upload the game result (S93). In this manner,
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the bingo game continues until all of predetermined rank
bingos are created and a termination condition is met, and
then the bingo game is terminated in the case that all of
the predetermined rank bingo have been created (S94).

The termination condition can be set with a
predetermined time, or the number of call cards in addition
to a predetermined number of rankers.

In a general game, a top ranker should await for a
considerable time until the game is terminated. Thus, even
the ranked participants can participate in the successive
game in order to make the participant immersed in the game,
in which a winning point is added with respect to any
additionally created bingo after completion of a bingo.

FIG. 15 shows an example of a screen presented in the
case that two participants play a game in a single terminal
according tothepresent invention, inwhichsixparticipants
can enjoy the game together. Here, two main bingo boards
ba and 6f, two bingo menus 66 and 66a and four network
participant small bingo boards 6a-6e are provided. Other
remaining composition is the same as that of FIG. 14.

In this case, a plurality of main bingo boards 6a and
6f are provided on the screen, if desired. Accordingly,
families or friends come together in front of a single PC
to enjoy an Internet bingo game.

Here, a combination of a well-known mouse and
directional keys, a combination of a number of mouse and/or

alphanumeric keys of a keyboard, are defined as a means for
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inputs of a number of users. Accordingly, a plurality of
users use a single PC to thereby simultaneously enjoy a game.

Meanwhile, inthepresent invention, aguidance teacher
participates in a bingo game as a game master, and selects
a subject of the game appropriate for an educational program
in consideration of a level/age of students. Then, bingo
board data materials are provided as answers with respect
to problems and playing card data materials are provided
as problems in the form of multimedia data. Supplemental
materials andhintswith respect to the problems are provided
throughachattingspace. Asaresult, agameandaneducation
is linked with each other, to thereby put an Internet
education into practice.

The above description of the embodiments has been made
with respect to examples of enhancing a recognition ability
and obtaining an educational learning effect. However, in
the case of the Internet bingo game according to the present
invention, a publicity of a company or an advertisement of
a product 1s established as a game subject, in addition to
the educational materials, to thereby provide advertisement
information via the game and learning process.

Further, the home page according to the present
invention further includes a print option menu for enabling
a user to print a bingo board 6a and a playing card 7a, in
order to enjoy playing a bingo game in the open air. 1In
the case that a user selects a print option, bingo boards

6a and playing cards 7a are created by as many as he or she
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wants according to his or her set game configuration. Then,
if a print command is given in order to print the bingo boards
and the playing cards, the data of the created bingo boards
6a and playing cards 7a are converted into a particular form
of print files, and then the conversion result transmitted
to the user. Accordingly, it is possible for the user to
print the transmitted print files with a printer connected
to the user terminal. In this case, it is possible to add
an advertisement to part of the printed bingo board 6a and/or
playing card 7a, in which the advertisement contents are
included in the data of the downloadedbingoboardandplaying
card, 1in cooperation with an advertisement sponsor.

In particular, in the <case that advertisement
information is provided as a subject, a preset cyber cash,
discount coupon, cashor premiumisprovided for a top ranker,
using the sponsor expenses of an advertising company, Lo
thereby induce participants to positively participate in
the game.

Also, in the case that a game subject is set as various
arts, entertainments, amusements, hobbies, common senses,
professional sports in the present invention, various
specialists in each field can be absorbed into a bingo game.

For example, in the case that a game subject is set
as everything with respect to popular players in the
professional sports field, positive interests of fan club
members supporting corresponding popular players are drawn

to the bingo game.
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Also, in the case that a fishing is set as a subject
of the hobby, it can draw an interest of a number of fishers
who like fishing.

Further, in the case that the present invention is
applied to the art field, 1in particular, painting, and a
subject is determined by era or author and an art work image
is provided as graphic data, the present invention can be
applied to appreciaticn of the art work.

Meanwhile, in the above embodiments, the bingo game
uses a 5X 5bingo board. However, if desired, it is possible
to alter the number of blocks included in the bingo board,
such as 3x 3, 4x 4, o6X 6, etc. |

For example, in the case of kids, a 3X 3 or 4Xx 4
dimensionedbingoboardcanbeapplied. Inthecaseofadults,

a bingo board having a 5X 5 dimension or greater can be used.

Industrial Applicability

As described above, during playing an Internet bingo
game 1in the present invention, problems enhancing a
perception and learning ability are provided to the playing
carddataprovidedfromthe server totheparticipant terminal,
as multimedia data, and the bingo data materials for the
bingo board are provided as answers with respect to the
problems, to thereby enhance a perception and learning
ability with respect to each subject via the game.

Also, the Internet bingo game method and system is

capable of inducing a game participant to undergo learning



I5

20

25

WO 01/73520 PCT/KR01/00491

44

an explanation with respect to a game subject to be selected
before the game participant participates in a bingo game
and further enhancing a perception and studying ability with
respect to each subject.

Further, the Internet bingo game method and system can
enhance a learning ability of various languages including
Korean and English, during playing a bingo game using the
Internet, in which playing card data is configured by
multimedia data including graphic data (or moving images),
characterdataandaudiodata, inordertographicallypresent
playing cards, while displaying characters under the cards
and simultaneously outputting acoustic data repeatedly, to
thereby induce the participant to understand the characters
and acoustic data to then click a corresponding bingo block
in a bingo board.

Further, the present invention provides an effect of
providing advertisement information via a learning before
playing a game and via the game, in the case that a publicity
of a company or an advertisement of a product is established
as a game subject, in addition to the educational materials.

Also, the present invention provides an effect of
inducing specialists of various fields into a game, in the
case that a variety of entertainments, amusements, hobbies
and common senses are established as a game subject, in
addition to the educational materials.

The present invention 1is not limited in the

above-described embodiments. It is apparent to a person
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skilled in the art that there are many variations and
modifications, within the scope which does not depart off

from the spirit of the present invention.
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Claims:

1. An Internet bingo game method having an effect of
enhancing a perception ability and a learning ability, the
Internet bingo game method comprising the steps of:

making a bingo data set with N° selected bingo data
materials in order to fill an NX N bingo board in which N
is an integer equal to or more than three, from a number
of subject database when at least one user applies for
participating in a game;

aligning the N° bingo data materials in the data set
at random to thereby produce respectively different data
sets by as many as the number of game participants;

transmitting the respectively different bingo data
set from a system server to each participant terminal so
as to fill a bingo board of each participant terminal;

converting the N° bingo data materials intomultimedia
data and providing the multimedia data randomly and
sequentially to each participant as playing card data; and

selecting a corresponding block of the bingo board
corresponding to a corresponding playing card whenever the
participant receives the playing card, to thereby make a
participant who forms a predetermined bingo goal patterrn

in the earliest announce a bingo.

2. The Internet bingogamemethodof claiml, further

comprising the step of allowing a game participant to learn



15

20

25

WO 01/73520 PCT/KR01/00491

47

an explanation with respect to a game subject to be selected

before or after participating a bingo game.

3. The Internet bingo gamemethodof claiml, further
comprising the steps of setting a game configuration in order
to establish at least one among game termination conditions
set with any one among a game subject, a game level, a maximum
number of gamers, a gaming rule, a goal pattern, use language
of multimedia data, graphic style, the number of times of
bingo, a game progress time and the number of playing card
and a game option of the bingo game, in which a bingo board
and playing card data is selected according to a}oreQStored

game configuration in the case that a following bingo game.

4. The Internet bingo gamemethodof claim 3, further

comprising the step of storing the set game configuration.

5. The Internet bingogamemethodof claiml, wherein
problems enhancing a perception and learning ability are
provided to the playing card data provided from the server
to the participant terminal, as multimedia data, and the
bingo data materials for the bingo board are provided as

answers with respect to the problems.

6. The Internet bingo game method of claim 1, wherein
said bingo data set making step comprises the sub-steps of:

selecting one or more subjects among a number of
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subjects at the configuration setting time of the
participant;
forming a data pool having a number of bingo data
materials included in the respective subject databases
5 ~according to the selected subject and playing a role of
answers with respect to problems; and
selecting N? bingo data materials to fill the bingo

board from the dat pool to thereby make a data set.

10 7. The Internet bingo game method of claim 1, further
comprising the steps of:
continuing to play the same bingo game in succession
to the primary bingo annunciation; and
accumulating and calculating a winning point of the
15 participant in the case that the same participant announces
the secondary bingo, in the result of playing a game in
succession to the primary bingo annunciation.
8. The Internet bingo gamemethodof claiml, wherein
said subject is any one of an advertisement of a company,

20 an entertainment, an amusement, a hobby and a common sense.

9. The Internet bingo gamemethod of claiml, wherein
respectively different bingo board data materials
corresponding to the number of applicants are transmitted

25 to one of said terminals, when one or more users apply for
participating a bingo game using a single terminal,

respectively.
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10. The Internet bingo gamemethodof claiml, further
comprisingthestepsofconvertingthebingoboardandplaying
card selected by the user into a separate form of print files

and transmitting the same to the user.

11. ThelInternetbingogamemethodofclaiml, wherein
said participant re-aligns the bingo board filled with the

received data set.

12.  ThelInternet bingogamemethodof claiml, wherein
virtual participants are automatically created by as many
as the remaining shortage persons, in the case that the
participant starts to play a game before the number of

participants reaches the maximum gamers.

13.  ThelInternet bingogamemethodof claiml, further
comprising the step of providing supplemental materials
helpful for solving problems after having provided the

playing card, to the respective participants.

14. TheInternetbingogamemethodofclaiml, further
comprisingthestepof recordingandanalyzing the pronounced
voice of the participant in response to the voice embodied
by the voice data among the multimedia data of the playing

card.
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15. Thelnternetbingogamemethodof claiml, wherein
said multimedia data includes voice data, and further
comprisingthestepofsettingarepetitionperiod, thenumber
of times of repetition and pronunciation speed of voice

embodied by the voice data.

16. An Internet bingo game system comprising:

a number of Internet accessible participant terminals
each including a web browser; and

a system server including a bingo database configured
to have a number of subject databases each including a number
of subject bingo data materials, and a web server making
a bingo data set with N° selected bingo data materials in
order to fill an NX N bingo board in which N is an integer
equal toormore thanthree, fromanumber of subject databases
when at least one user applies for participating in a game,
aligning the N°bingo datamaterials in the data set at random
to thereby produce respectively different data sets by as
many as the number of game participants, transmitting the
respectively different bingo data set to each participant
terminal so as to fill a bingo board of each participant
terminal, converting the N? bingo data materials into
multimedia data and providing the multimedia data randomly
and sequentially to each participant as playing card daza,
selecting a corresponding block of the bingo board
corresponding to a corresponding playing card whenever the

participant receives the playing card, to thereby make a
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participant who forms a predetermined bingo goal pattern
in the earliest announce a bingo,

wherein problems enhancing a perception and learning
ability are correspondingly provided to the playing card
data and the bingo data materials in the bingo board are

provided as answers with respect to the problems.

17. The Internet bingo game systemof claim 16, wherein
sald system server comprises: a bingo board display
displaying his or her own bingo board on each participant
terminal when a participant applies for taking part in a
bingo game of the system server; a number of small—sized
bingo board displays for identifying other participants'
proceeding situations; a playing card display displaying
graphic data of the playing card; a character data display
displaying the character data of the playing card; and a
game screen including a chatting space for allowing for
communicating an item to be transmitted between +=hs

participants.

18. Thelnternetbingogamesystemofclaimlé, further
comprisinga learningdatabase includinganumber of learning
data materials for explaining the subject bingo data
materials indetail, anda learning select menu for selecting

learning data materials relating to the game subject.
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