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ABSTRACT OF THE DISCLOSURE

A network game system is provided, which can display

different advertisements for individual players in

conformity to representations in a game. The network game

system comprises a network game server and a game terminal.

In the network game system, event information and

advertisement information associated with personal

utilization history information of a player operating the

game terminal is retrieved from a database of the network

0 game server and is displayed on an image display device.
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BACKGROUND OF THE INVENTION

Field of the Invention

[0001] The present invention relates to a network game

system, a network game server, and an advertisement

displaying method for supplying information to a plurality

of communicably connected game terminals.

Related Background Art

[0002] In recent years, as science and technology have

been advancing, high-performance game machines and game

programs with attractive representations used in these game

machines have been under development. Therefore,

irrespective of age or gender, an increasing number of people

are enthusiastic about games.

[0003] During the time when players are involved in

a game, they are less likely to be distracted by things other

than the game, thereby losing an opportunity to obtain

information from TVs, magazines, newspapers, and the like.

[0004] Also, during that time, the players talk less

with others, thus decreasing the possibility of getting

information by word of mouth.

[0005] For such a problem, inventions have been made

in order to supply advertisement information to players of

a game (see, for example, Japanese Patent Application
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Laid-Open No. HEI 9-10440)

SUMMARY OF THE INVENTION

[0006] In such an invention, however, an advertisement

screen is merely taken into a part of game images, and fails

to have any close relationships with representations of the

game.

[0007] Also, the same advertisement is displayed for

all the players, thus failing to provide an efficient

target-specific promotion.

[0008] In view of the problems mentioned above, it is

an object of the present invention to provide a network game

system, a network game server, and an advertisement

displaying method which can display different

advertisements for individual players in conformity to

representations in a game.

[0009] The present invention provides a network game

system, a network game server, and an advertisement

displaying method which can retrieve event information or

advertisement information in conformity to personal

information of a player(hereinafter, "player" may be

referred to as "user") operating a game terminal from a

database connected to a network game server, and display

thus retrieved information into a game screen.

[0010] More specifically, the present invention

provides the following:

[0011] .The network game server in accordance with one
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aspect of the present invention includes a network game

server and a game terminal connected to the network game

server. The network game server comprises a database

storing therein personal utilization history information

managed in relation to user identification information for

specifying a user concerning a utilization history of a shop

or network shopping by the user, and a plurality of event

information items of the shop or network shopping; first

receiving means for receiving the user identification

information concerning a player transmitted from the game

terminal; retrievingmeans for referring to the database

and retrieving the personal utilization history information

related to the user identification information received by

the first receiving means; extracting means for

extracting according to the personal utilization history

information retrieved by the retrieving means the event

information item associated therewith from the database;

and first transmitting means for transmitting the event

information item extracted by the extracting means so as

to generate a game screen executed in the game terminal.

The game terminal comprises image display means for

displaying the game screen; input means for the user

identification information of the player; second

transmitting means for transmitting to the network game

server the user identification information of the player

inputted by the input means; second receiving means for
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receiving the event information item transmitted from the

network game server; storage means for storing the event

information received by the second receiving means; and (k)

drawing means for generating the game screen displayed by

the image display means by using the event information item

stored in the storage means.

[0012] The network game server in accordance with

another aspect of the present invention comprises a

database storing therein personal utilization history

information managed in relation to user identification

information for specifying a user concerning a utilization

history of a shop or network shopping by the user, and a

plurality of event information items of the shop or network

shopping; receiving means for receiving the user

identification information concerning a player transmitted

from the game terminal; retrieving means for referring

to the database and retrieving the personal utilization

history information related to the user identification

information received by the receiving means; extracting

means for extracting according to the personal utilization

history information retrieved by the retrieving means the

event information item associated therewith from the

database; and transmitting means for transmitting the

event information item extracted by the extracting means

so as to generate a game screen executed in the game terminal.

[0013] The advertisement displaying method in
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accordance with still another aspect of the present invention

is an advertisement displaying method executed in a network

game system including a network game server and a game

terminal connected to the network game server, the method

comprising the steps of causing first receiving means

of the network game server to receive user identification

information concerning a player transmitted from the game

terminal, causing retrieving means of the network game

server to refer to a database storing therein personal

utilization history information managed in relation to user

identification information for specifying a user concerning

a utilization history of a shop or network shopping by the

user, and a plurality of event information items of the shop

or network shopping, and retrieve the personal utilization

history information corresponding to the user

identification information, causing extracting means

of the network game server to extract, according to the

personal utilization history information retrieved in the

retrieving step, the event information, item associated

therewith from the database, causing first transmitting

means of the network game server to transmit the event

information item so as to generate a game screen executed

in the game terminal, causing image display means of

the game terminal to display a game image, causing

inputting means of the game terminal to input the user

identification informationof theplayer, causingsecond
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transmitting means of the game terminal to transmit to the

network game server the utilization identification

informationoftheplayer, causing secondreceivingmeans

of the game terminal to receive the event information item

transmitted from the network game server, causing storage

means of the game terminal to store the event information

item received, and a drawing step of causing drawing

means of the game terminal to generate the game screen

displayed by the image display means by using the event

information item.

[0014] According to these aspects of the present

invention, in a network game server to which user

identification information is transmitted from a game

terminal, personal utilization history information related

to the user identification information is extracted, and

an event information item associated with the personal

utilization history information is transmitted to the game

terminal. Using this event information item, the game

terminal generates a game screen. Therefore, the event

information item corresponding to the utilization history

of shops or network shopping by a player can be displayed

within a game screen of a game executed by the game terminal.

The event information item can include advertisement

information in shops or network shopping used by the user,

for example. Namely, in conformity to representations

during a game, different advertisements can be displayed
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for individual players. As a result, even when involved

in the game for a long time, the players can acquire

information conforming to their personal tastes while

playing the game. On the other hand, managers of shops and

network shopping can take advantageof advertisement effects

in conformity to personal tastes, and so forth.

[0015] Preferably, in the network game system of the

present invention, the game terminal further comprises

control means for executing a game program, the control means

causing the second transmitting means to transmit type

discriminating data concerning a type of a game selected

to the network game server; whereas the network game server

further comprises editing means for editing, according to

the type discriminating data transmitted from the game

terminal, the event information item extracted by the

extracting means.

[0016] Preferably, the network game server of the

present invention further comprises editing means for

editing, according to type discriminating data concerning

a type of a game executed transmitted from the game terminal,

theeventinformationitemextractedbytheextractingmeans.

[0017] According to these aspects of the present

invention, even when there are a plurality of type of games

to be executed by the game terminal, an event information

item edited so as to be suitable for a selected game is

transmitted to the game terminal. Therefore, the event
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information item suitable for the game can be displayed on

the game terminal. For example, the event information can

be edited into text information used for conversations

between characters if the game is an RPG game, into audio

data so as not to obstruct the proceeding with the game in

the case of a shooting game, or into image data for a

promotional banner.

[0018] In the network game system and network game

server of the present invention, the database can store the

event information items in association with the type

discriminating data. The editing means can extract the

event informationitems storedinthedatabaseinassociation

with the type discriminating data transmitted by the game

terminal.

[0019] In the network game system of the present

invention, the game terminal can further comprise control

means for executing a game program. In the network game

server, the database stores the event information items in

association with scene information for specifying a scene

concerning a game image displayed by the game terminal

according to the game program. The extracting means

extracts the event informationitem and the scene information

associated with the event information item. The first

transmitting means transmits to the game terminal the event

information item and scene information extracted by the

extracting means. In the game terminal, the second
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receivingmeans receives the event information item and scene

information transmitted from the network game server. The

storage means stores, in association with the scene

information receivedby the second receivingmeans, theevent

information item received together with the scene

information. The control means outputs game screen

information for specifying a game screen to be displayed

to the image display means according to the game program;

whereas the drawing means selects the event information item

stored in the storage means according to the scene

information concerning the game image specified by the game

screen information outputted by the control means, and

generates the game screen by using the event information

item.

[0020] In this configuration, since the event

information items are associated with scene information,

the event information item suitable for a scene of a game

image shown according to game programming can be displayed

on the game terminal.

[0021] The network game system in accordance with still

another aspectof the present invention comprises a plurality

of POS terminals placed in respective shops, a first server

connected to the POS terminals, aplurality of game terminals,

and a second server connected to the plurality of game

terminals. Each of the POS and game terminals comprises

reading means for reading personal identification data from
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an ID card having stored therein personal identification

data of a user. The first server comprises first storage

means for cumulatively storing, in association with the

personal identification information read from the ID card

owned by the user, species or genres of services used or

products purchased in the shops or temporal/geographic

information thereof as first history information; and first

transmitting means for transmitting the first history

information stored in the first storage means to the second

server. The second server comprises first receiving means

for requesting the first server to send the first history

information corresponding to the personal identification

data readby the readingmeans and receiving the first history

information, second storage means for storing the first

history information received by the first receiving means,

and second transmitting means for transmitting the first

history information stored in the second storage means or

information related to the first history information to the

game terminal. The game terminal comprises display control

means for displaying the transmitted first history

information or information related to the first history

information onto a game screen of the game terminal.

[0022] According to this aspect of the present

invention, the utilizationhistoryof the shops byindividual

users (first history information) can be stored in the first

server connected to a plurality of POS terminals. Also,
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when a user plays with a game terminal, the latter acquires

the utilization history of shops and the like by the user

or information related to the utilization history, and thus

acquired items are displayed on the game screen. Namely,

information corresponding to the utilization history of

shops and the like by individual players can be displayed

in the game screen. Since information corresponding to the

utilization history of shops and the like by individual

players is used in game terminals as such, games themselves

can be provided with an originality. For example, a game

screenbecomesmorepersonal to a gameplayerwhenconfigured

to state, "You bought potato chips, didn't you? I saw it!"

or constructed by using a map of a frequently used shop as

map information. Also, for example, event information

concerning an event such as a bargain sale of a shop where

a player frequently visits is displayed on the game screen

as information related to the first history information,

whereby pinpoint advertisement effects are obtained.

[0023] In the network game system of the present

invention, the second storage means cumulatively stores,

in association with personal identification data read from

an ID card owned by a player playing a game with the game

terminal, a play history of the player as second history

information. The second server further comprises third

transmitting means for transmitting the second history

information to the first server. The first server further
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comprises second receiving means for requesting the second

server to send the second history information and receiving

the second history information, the first storage means for

storingthe secondhistory information receivedby the second

receiving means, and fourth transmitting means for

transmitting the second history information stored in the

first storage means or information related to the second

history information to the POS terminal. The POS terminal

further comprises display control means for displaying the

transmitted second history information or information

related to the second history information onto a screen of

the POS terminal.

[0024] According to this aspect of the present

invention, information corresponding to the utilization

history of a game terminal by eachperson stored in the second

server is made utilizable in a POS terminal. Therefore,

a history concerning a game can be utilized in a shop where

the POS terminal is placed. For example, a service such

as discount on a specific merchandise can be provided when

the second history information includes a record indicating

that a high score has been attained in a game. This can

lead the player to the shop.

[0025] The present invention will be more fully

understood from the detailed description given hereinbelow

and the attached drawings, which are given by way of

illustration only and are not to be considered as limiting
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the present invention.

[0026] Further scope of applicability of the present

invention will become apparent from the detailed description

given hereinafter. However, it should be understood that

the detailed description and specific examples, while

indicating preferred embodiments of the invention, are given

by way of illustration only, since various changes and

modifications within the spirit and scope of the invention

will be apparent to those skilled in the art from this detailed

description.

BRIEF DESCRIPTION OF THE DRAWINGS

[0027] In the course of the following detailed

description, reference will be made to the attached drawings

in which:

Fig. 1 is a schematic view of a network game system

according to an embodiment of the present invention;

Fig. 2 is a diagram showing a circuit configuration

of a control circuit of a network game server;

Fig. 3 is a perspective view of a game terminal;

Fig. 4 is a diagram showing a circuit configuration

in which a main control circuit controlling the game terminal

and peripheral devices electrically connected thereto are

included;

Fig. 5 is a diagram showing a circuit configuration

in which a auxiliary control circuit controlling an image

display device and the like in the game terminal and
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peripheral devices electrically connected thereto are

included;

Fig. 6 is a schematic view showing a concept of an

image data arrangement in a video RAM of a auxiliary control

device;

Fig. 7 is a schematic view showing the network game

system in accordance with another embodiment of the present

invention;

Fig. 8 is a diagram showing the circuit configuration

of a control circuit for controlling a POS server;

Fig. 9 is a diagram showing a circuit configuration

including a main control circuit for controlling a POS

terminal, and peripherals electrically connected to the

control circuit;

Fig. 10 is a view showing an image display example

in an image display device in a game terminal;

Fig. 11 is a view showing an example of image display

in the image display device in the game terminal;

Fig. 12 is a view showing an example of image display

in the image display device in the game terminal;

Fig. 13 is a view showing an example of image display

in the image display device in the game terminal;

Fig. 14 is a chart concerning program subroutines

executed in the game terminal and network game server;

Fig. 15 is a chart concerning program subroutines

executed in the network game server and an external device;
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Fig. 16 is a chart concerning program subroutines

executed in the network game server, game terminal, POS

server, and POS terminal;

Fig. 17 is a chart concerning program subroutines

executed in the network game server, game terminal, POS

server, and POS terminal;

Fig. 18 is a chart showing an example of a table

concerning event information stored in a memory for image

data;

Fig. 19 is a flowchart of a process concerning the

selecting of an image;

Fig. 20 is a flowchart of a process concerning the

making of an image;

Fig. 21 is a chart showing an example of storage format

of personal utilization history information in the network

game server;

Fig.22 is a chart showing an example of storage format

of event information in the network game server;

Fig. 23 is a chart showing an example of personal

utilization history stored in the game terminal; and

Fig. 24 is a flowchart concerning an image making

process.

DESCRIPTION OF THE PREFERRED EMBODIMENTS

[0028] An embodiment of the present invention is

described hereinbelow with reference to the drawings. Note

that a game terminal of this embodiment is configured to
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be able to also serve mainly as an in-store terminal. The

game terminal of this invention is not limited thereto, and

may be any of an in-store terminal, an in-store video game

machine, a home video game machine, a personal computer,

a PDA, a cellular telephone and the like, as long as the

terminal is capable of two-way communication by being

connected to a network game server through a communication

line, and is provided with an input device and an output

device.

[0029] [Configuration of Entire System including

Network Game Server As a Central Function]

[0030] Fig. 1 is a schematic view of a network game

system according to this embodiment. The network game

system 1 includes a network game server 10, a plurality of

game terminals 20, 22 and 24, each serving as a game terminal,

and an external device 30 provided in addition to the game

terminals 20, 22 and 24. The network game server 10, the

plurality of game terminals 20, 22 and 24, and the external

device 30 are connected to one another through communication

lines.

[0031] The game terminal 20 is the game terminal

installed in a game arcade or the like, and can be also used

as an in-store terminal which is installed in a shop such

as a convenience store which users can easily drop into.

The game terminal 22 is a general game machine installed

in a place of amusement. The game terminal 24 is a personal



FP03-0295-00
EP,AU, ZA

computer. Apart from the above game terminals, a cellular

phone, a PDA, a home video game machine and the like can

be used as the game terminal of the present invention. The

game terminal 20 and the like are configured to be able to

transmit/receive various kinds of information to/from the

network game server 

[0032] The game terminal 20 is explained as an example

hereinbelow, but the game terminals 22 and24 are alsoenabled

to realize the similar function to that of the game terminal

20 described below. Note that the function of the game

terminal of the present invention may be realized by any

other terminal.

[0033] The network game server 10 is also connected

to the external device 30 through a network of communication

lines. The external device 30 uses information accumulated

in the network game server 

[0034] The network game server 10 manages information

inputted in the plurality of game terminals 20. Each game

terminals 20 is provided with its own identification number.

According to the identification number, the network game

server 10 determines the game terminal 20 from which data

is transmitted.

[0035] [Configuration of Network Game Server]

[0036] Fig. 2 is a diagram showing a configuration of

a control circuit of the network game server.

[0037] The network game server 10 has a central
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processing unit (hereinafter, referred to as a CPU) 110.

The CPU 110 is connected to an I/O bus 112. The control

circuit is configured so that a data signal or an address

signal is fed into/from the CPU 110. A read only memory

(ROM) 114 and a random access memory (RAM) 116 are also

connected tothe I/Obus 112. In theROM114, a controlprogram

is stored which controls the later-described network game

server 10. The RAM 116 stores therein flags, values of

variables and the like that are used in the above-mentioned

program.

[0038] A hard disk drive 118 is also connected to the

I/O bus 112. In the hard disk drive 118, a database is

constructed. In this database, personal information

containing plurality of items inputted by players through

the terminals 20,. ID codes corresponding to the personal

information and the like are accumulated. By using the ID

code received from the network game server 10, the external

device 30 can search the database and retrieve the personal

information corresponding to the ID code from the network

game server 

[0039] Note that a storage device for storing a game

program and the like may be any devices as long as it is

a nonvolatile rewritable storage device with a large capacity,

such as a flash memory.

[0040] An office number switch 120 and a communication

interface circuit 122 are also connected to the I/O bus 122.



FP03-0295-00
EP,AU,ZA

As shown in Fig. 1, the communication interface circuit 112

is communicably connected to the plurality of game terminals

and the external device 30 through communication lines

suchaspublicswitchedtelephonenetwork, local areanetwork

(LAN) or the like. The office number switch 120 sets office

numbers in these communications.

[0041] Note that, in this embodiment, both the

plurality of game terminals 20 and the external device 

are connected to the network game server 10 through the

communication interface circuit 122. However, the present

invention is not limited thereto. The plurality of game

terminals 20 and the external device 30 can be connected

to the network game server 10 via different communication

interface circuits, respectively. For example, the

pluralityofgameterminals 20Omaybeconnectedto the network

game server 10 via dedicated lines, and the external device

may be connected to the same via a public line.

[0042] [Configuration of Game Terminal]

[0043] Fig. 3 is aperspective viewofthe game terminal

20. The upper portion of the game terminal 20 inclines

rearward with respect to a perpendicular direction based

on a state shown in Fig. 3. At the center of a plane face

inclined as mentioned above, an image display device 202

is provided. The image display device 202 can display

various kinds of information such as game information in

a game. The game proceeds on the display.
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[0044] In the image display device 202, a touch sensor

214 (see Fig. 4) isprovided. Operationsontheimagedisplay

device 202 during the game and input of various kinds of

data are carried out through the touch sensor 214.

[0045] On the left and right sides of the image display

device 202, speakers 204 (204L and 204R) are provided. The

speakers 204 (204L and 204R) produce sounds corresponding

to images displayed on the image display device 202 and

notification sounds for a user of the terminal.

[0046] Underneath the image display device 202, a

pedestal 206 is provided. The pedestal 206 protrudes

frontward of the game terminal 20 and has a horizontal plane.

On the right side on the top surface of the pedestal 206,

a coin insertion slot 208 is provided. The user of the

terminal drops a coin, a token or the like into the coin

slot 208 so that apay service is available at the game terminal

[0047] On the front face of the pedestal 206, a card

insertion slots 210 are provided, into which an information

card storing various kinds of information is inserted by

the user of the terminal. A card reader 212 (see Fig. 4)

and a data recording device 218 (see Fig. 4) read the various

kinds of information into the game terminal 20 from the

information card inserted from the card insertion slot 210,

or write data into the information card.

[0048] [Configuration of Control Device of Game
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Terminal]

[0049] Fig. 4 is a diagram showing a circuit

configuration including a main control circuit which

controls the game terminal 20 and peripheral devices

electrically connected to the main control circuit.

[0050] The card reader 212 provided at the back of the

card insertion slot 210 and the touch sensor 214 provided

in the image display device 202 are connected to an interface

circuit group 232 of the main control circuit 230. The

interface circuit group 232 is connected to an I/O bus 234.

When the information card is inserted or the touch sensor

214 is touched, the card reader 212 or the touch sensor 214

generates a predetermined signal. The generated signal is

supplied to the I/O bus 234. The I/O bus 234 is configured

so that a data signal or an address signal is fed into/from

a CPU 236.

[0051] Note that the game terminal 20 of this embodiment

is provided with, but not limited to, the touch sensor 214

for the player to input various kinds of information. The

game terminal 20 may be provided with an operation unit such

as a keyboard or a command switch. In other words, any kind

of game terminal 20 is applied as long as it is provided

with an input device which can generate an input signal that

reflects the player's intention.

[0052] A coin detection sensor 216 is also connected

to the interface circuit group 232. When coins are dropped
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into the foregoing coin insertion slot 208, the coin

detection sensor 216 produces a signal related to a number

of coins dropped thereinto and the supplies the signal to

the interface circuit group 232.

[0053] A ROM 238 and a RAM 240 are also connected to

the I/O bus 234. The ROM 238 stores a control program, which

controls a flow of the entire system of the game terminal

and the like. The RAM 240 temporarily stores flags and

values of variables used in a program such as the

above-mentioned program, which is executed in the game

terminal 

[0054] A hard disk drive 242 is also connected to the

I/O bus 234. The hard disk drive 242 stores a program which

is not stored in the RAM 240 and is received through the

network game server or the like in order to be executed in

the game terminal 20, data to be accumulated in the game

terminal 20 over a long period of time, and the like.

[0055] Note that the storage device for storing the

game program and the like may be any devices as long as it

is a nonvolatile rewritable storage device with a large

capacity, such as a flash memory.

[0056] Arandomnumber generatingunit 244 is connected

to the I/O bus 234. The random number generating unit 244

is for generating random numbers used in the program executed

in the terminal 20. When an instruction for generating

random numbers is sent from the CPU 236 to the random number
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generating unit 244, the random number generating unit 244

generates random numbers in a predetermined range, and

transmits a signal which indicates the value of the random

numbers tothe I/0Obus234. TheCPU236determines a progress

of the program based on the transmitted random numbers. The

random numbers transmitted from the random number generating

unit 244 is stored in the RAM 240 as data indicating the

result of drawing.

[0057] An office number switch 246 is also connected

to the aforementioned interface circuit group 232. As shown

in Fig. 1, the office number switch 246 is communicatively

connected to the network game server 10 through communication

lines such as the public switched telephone network, LAN

or the like and sets the office number in the communication

therebetween. Thus, the plurality of game terminals 20 are

respectively identified by the network game server 

[0058] A communication interface circuit 248 is also

connected to the I/O bus 234. The communication interface

circuit 248 is for communicating with the network game server

through communication lines such as the public switched

telephone network, LAN or the like.

[0059] A auxiliary controller 250 is also connected

to the I/O bus 234. Based on an instruction transmitted

from the primary control circuit 230, the auxiliary

controller250 produces driving signals fordrivingthe image

display device 202, the speakers 204 and the data recording
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device 218 which are connected to the auxiliary controller

250.

[0060] [Configuration of Auxiliary Controller of Game

Terminal]

[0061] Fig. 5 is a diagram showing a circuit

configuration in which an auxiliary controller controlling

an image display device and the like in the terminal and

peripheral devices electrically connected thereto are

included.

[0062] An interface circuit 252 is connected to an I/O

bus 254. An instruction transmitted from the primary

control circuit 230 is supplied to the I/O bus 254 through

the interface circuit 252. The I/O bus 254 is configured

so that a data signal or an address signal is fed into/from

a CPU 256.

[0063] A ROM 258 and a RAM 260 are also connected to

the I/O bus 254. The ROM 258 stores an output information

control program for generating the driving signals supplied

to the image display device 202, the speakers 204, and the

data recording device 218 based on the instruction

transmitted from the primary control circuit 230. The RAM

260 stores flags and values of variables used in the program.

[0064] A video data processor (hereinafter, referred

to as a VDP) 262 is also connected to the I/O bus 254. The

VDP 2 62 includes circuits suchas a so-called sprite circuit,

a screen circuit, a pallet circuit and the like. The VDP
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262 is a processor which can perform various processing for

displaying images on the image display device 202.

[0065] A driver circuit 264 which generates a driving

signal for driving the image display device 202 is connected

to the VDP 262. A video RAM 266, an image data ROM 268 and

an image data memory 270 are connected to the VDP 262. The

video RAM 266 stores image data corresponding to image

display instructions transmitted from the primary control

circuit 230. The image data ROM 268 stores image data

including background image data, pattern image data,

character image data and the like. The image data memory

270 stores newly added image data.

[0066] TheCPU256readsout and thenexecutes a display

control program stored in the ROM 258. Based on the image

display instructions transmitted from the main control

circuit 230, the CPU 256 causes the video RAM 266 to store

image data to be displayed on the image display device 202.

The image display instructions transmitted from the main

control circuit 230 include instructions for displaying a

background, a pattern, a character and the like.

[0067] The image data ROM 268 and the image data memory

270 store personal information input image information and

image data such as the character image data of a character

such as a moving object and the like displayed as a

presentation image and background image data configuring

a background of the image display device 202 or the like.
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The character image data mentioned above includes image data

required for displaying a character which performs a series

of actions.

[0068] A speaker driver circuit 272 is also connected

to the I/O bus 254. Upon receipt of a driving instruction

from the CPU 256, the speaker driver circuit 272 transmits

a sound signal to the speakers 204. Thus, the speakers 204

produce predetermined sounds.

[0069] A data recording device driver circuit 274 is

also connected to the I/Obus 254. Upon receipt of a driving

instruction from the CPU 256, the data recording device

driver circuit 274 transmits a signal to the data recording

device 218. Thus, the data recording device 218 records

data into the information card inserted into the card

insertion slot 210. The data includes magnetic data,

character data to be written on the surface of the card,

image data and the like.

[0070] Fig. 6 is a schematic view showing a concept

of an image data arrangement in the video RAM of the auxiliary

controller. As shown in Fig. 6, a size of image data

generated in the video RAM 266 in accordance with a screen

display instruction (hereinafter, referred to as a screen

image region Rl) is set to be larger than a display region

R2 displayed on the image display device 202. In Fig. 6,

the screen image region R1 is surrounded by a solid line

and the display region R2 is surrounded by a broken line.
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By setting these regions as above, smooth scrolling display

of an image to be displayed on the image display device 202

can be realized.

[0071] When the instruction for displaying the personal

information input image is transmitted from themain control

circuit 230, the VDP 262 reads out image data of an image

D1 showing the personal information input image from the

image data ROM 268 or the image data memory 270. The VDP

262 arranges the read image data at a position in the video

RAM 266, which corresponds to a position where the image

should be displayed in the image display device 202.

[0072] When an instruction for displaying the

characters is transmitted from the main control circuit 230,

the VDP 262 reads out image data of each of character images

Cl to C3 from the image data ROM 268. The VDP 262 arranges

the read image data at positions in the video RAM 266, which

correspond to positions where the character images should

be displayed in the image display device 202.

[0073] When an instruction for displaying the

background is transmitted from the main control circuit 230,

the VDP 262 reads out image data of a background image B1

from the image data ROM 268. The VDP 262 arranges the read

image data at a position in the video RAM 266, which

corresponds to a position where the background image should

be displayed in the image display device 202.

[0074] After generating the image data in the video
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RAM 266, the VDP 262 reads out only the image data which

is stored in the display region R2 from the video RAM 266,

and supplies the read image data to the driver circuit 264

as display signals. The image is displayed by each frame

and a position where the image is displayed is changed,

thereby adding movements to the characters and the like.

[0075] [Configuration of System Composed of Network

Game Server, Game Terminal, POS Server, and POS Terminal]

[0076] Fig. 7 is a schematic view showing the network

game system in accordance with another embodiment of the

present invention. The network game system la shown in Fig.

7 includes a network game server 10, a plurality of game

terminals 20, aPOSserver 4 0, and a pluralityof POS terminals

[0077] As shown in Fig. 7, the network game server 

is connected to the plurality of game terminals 20 via a

network constituted by communication lines. By way of this

network, the network game server 10 and the game terminals

can transmit and receive various kinds of information.

[0078] The network game server 10 is connected to the

POS server 40 via a network constituted by communication

lines. By way of this network, the network game server 

and the POS server 40 can transmit and receive various kinds

of information.

[0079] The POS server 40 is connected to the POS

terminals S0via a networkconstitutedbycommunicationlines.



FP03-0295-00
EP,AU,ZA

Bywayof this network, the POS server 40 and the POS terminals

can transmit and receive various kinds of information.

[0080] The POS server 40 manages information inputted

at a plurality of POS terminals 50. Each POS terminal 

is provided with its own identification number. According

to the identification number, the POS server 40 determines

the POS terminal 50 from which data is transmitted.

[0081] [Configuration of POS Server]

[0082] Fig. 8 is a diagram showing the circuit

configuration of a control circuit for controlling the POS

server 40. The POS server 40 comprises a central processing

circuit (hereinafter referred to as CPU) 410. The CPU 410

is connectedtoanI/Obus 412, so thatdatasignalsor address

signals are fed into/from the CPU 410.

[0083] Also connected to the I/O bus 412 are a ROM 414

and a RAM 416. The ROM 414 stores therein a control program

for controlling the POS server 40, which will be explained

later. The RAM416storesthereinflags, valuesof variables,

and the like used in the above-mentioned program.

[0084] Also connected to the I/O bus 412 is a hard disk

drive 418. In the hard disk drive 418, a database

accumulating history information concerning utilization of

shops and ID codes of terminal users in the POS terminals

and the like are constructed.

[0085] Without being restricted to the hard disk drive

418, any storage device can be used as the storage device
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for constructing the database and the like as long as it

is alarge-capacity, nonvolatile, rewritable storage device

such as flash memory.

[0086] Also connected to the I/O bus 412 is an office

number switch420 and a communicationinterfacecircuit 422.

The communication interface circuit 422 is communicably

connected to a plurality of POS terminals 50 and the network

game server 10 via communication lines such as public

switched telephone network and LAN as shown in Fig. 7. The

office number switch 420 sets office numbers in these

communications.

[0087] Though both the plurality of POS terminals 

and the network game server iO are connected via the

communication interface circuit 422 in this embodiment, the

present invention is not limited thereto. Different

communication interface circuits may be provided for

connecting with the plurality of POS terminals 50 and with

the network game server 10. For example, dedicated lines

may connect with a plurality of POS 50, while a public line

may connect with the network game server 

[0088] [Configuration of Controller for POS Terminal]

[0089] Fig. 9 is a diagram showing a circuit

configuration including a main control circuit for

controlling a POS terminal 50, and peripherals electrically

connected to the main control circuit.

[0090] A card reader 512 and an input device 514 are
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connected to an interface circuit group 532 of a main control

circuit 530. The interface circuit group 532 is connected

to an I/O bus 534. When an information card is inserted

into the card reader 512 or the input device 514 is operated,

the card reader 512 and input device 514 generate respective

predetermined signals. Thus generated signals are supplied

to the I/O bus 534. The I/O bus 534 is configured such that

data signals or address signals are fed into/from a CPU 536.

[0091] Also connected to the I/O bus 534 are a ROM 538

and a RAM 540. The ROM 538 stores a control program for

controlling the flow of the whole system of the POS terminal

etc. The RAM 540 temporarily stores flags and values

of variables used in programs executed in the POS terminal

such as the program mentioned above.

[0092] Also connected to the I/O bus 534 is a hard disk

drive 542. The hard disk drive 542 stores data to be

accumulated in the POS terminal 50 for a long period of time,

etc.

[0093] Though the hard disk drive 542 is used asastorage

device in this embodiment, any storage device may be used

as long as it is a large-capacity, nonvolatile, rewritable

storage device such as flash memory.

[0094] Also connected to the interface circuit group

532 is an office number switch 546. The office number switch

546 is communicably connected to the POS server 40 via

communication lines such as public switched telephone
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network and LAN as shown in Fig. 7, and sets an office number

in these communications. As a consequence, each of the

plurality of POS terminals 50 is identified by the POS server

[0095] Also connected to the I/O bus 534 is a

communication interface circuit 548. The communication

interface circuit 548 is used for communicating with the

POS server 40 via communication lines such as public switched

telephone network and LAN.

[0096] Also connected to the I/O bus 534 is a display

controller 550. According to an instruction sent from the

main control circuit 530, the display controller 550,

generates a driving signal for driving an image display

device 502 connected to the display controller 550.

[0097] [Image Display Examples in Game Terminal]

[0098] Figs. 10 to 13 are views showing image display

examples in the image display device 202 of the game terminal

[0099] Fig. 10 shows a display example in a state

indicating options for selecting which actions to be taken

by a main character controlled by a player during a game.

In the example shown in Fig. 10, the image display device

202 displays a screen in a state where a restaurant appears

in front of the main character as seen through a field of

view thereof. Also, in this screen, a rabbit is displayed

beside the restaurant. On the lower part of the screen
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displayed by the image display device 202, four options are

displayed together with a text which says, "A restaurant

appears. What do you want to do?" Referring to this text

information, the player can choose one of the four options,

so as to decide on the next process. This display example

is one in which an image is displayed on the terminal so

that an input process is carried out when one of four command

switches labeled as circle, triangle, square, and cross is

pushed. Whenoneofthe four actionpatternsdescribedafter

the respective symbols indicating the command switches is

chosen, and its corresponding command switch is pushed, the

input completes.

[0100] Fig. 11 shows an example of image display which

appears after "Enter" labeled as circle is chosen among the

four options in Fig. 10. In the display example shown in

Fig. 11, when the main character enters the restaurant after

the action to do so is chosen by the player, awaitress appears

and advertises a family restaurant chain.

[0101] Image information related to such an

advertisement has not been stored in a data table prepared

together with the game program, but is received from the

network game server 10 by the game terminal 20. This data

is selected according to various kinds of information such

as the time and date when the game is played, the location

of the game terminal 20, and personal data of the player

inputted in the game terminal 20. In the case where the
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location of the game terminal 20 and the location of a family

restaurant chain coincide with each other while the personal

data of the player includes information indicative of the

fact that the player frequently uses a family restaurant,

the image shown in Fig. 11 is generated when the current

scene of the game is a restaurant. Namely, image information

related to an advertisement conforming to this scene is

chosen.

[0102] Fig. 12 shows another example of display in a

state indicating options for selecting which actions to be

taken by the main character controlled by the player during

the game. In the example shown in Fig. 12, the image display

device 202 displays a screen in a state where a cat appears

in front of the main character as seen through a field of

view thereof. On the lower part of the screen, four options

are displayed together with a text which says, "There is

a cat. What do you want to do?" Referring to this text

information, the player can choose one of the four options,

so as to decide on the next process.

[0103] Fig. 13 shows an example of display in which,

though the same scenerysettingas thatof Fig. 12, a"stubborn

old lady" appears instead of the cat, while indicating

information derived from the utilization history of a shop

by the player. In this display example, information

reported to the player alone is displayed in the form of

speech of the "stubborn old lady" saying, "You bought many
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sweets yesterday! Vegetables are cheap today! Come and

buy them soon!"

[0104] [Event Information Display Process]

[0105] Fig. 14 is a chart concerning program

subroutines executed in the game terminal 20 and network

game server 10. In these subroutines, a process for

displaying event information and advertisement information

by screens such as those mentioned above is executed by the

game terminal 20 and network game server 

[0106] The subroutines in Fig. 14 are executed after

the player effects an input for starting a game with the

game terminal 20 before the game ends.

[0107] In the game terminal 20, user identification

information is initially read in the processing of step Sil.

In this processing, the CPU236 reads the user identification

information stored in the ID card of a player inserted into

the card insertion slot 210. The user identification

information may be inputted by the player instead of being

read from the ID card. After this processing is completed,

the flow shifts to step S12.

[0108] Subsequently, in the processing of step S12,

user identification information is transmitted. In this

processing, the CPU 236 transmits to the network game server

the user identification information read in the

above-mentioned step S11. In the case where the game

terminal 20 is equipped with a plurality of game programs,
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and the player chooses one of the game programs, type

discriminating data related to the type of thus chosen

program may also be transmitted at this time. After this

processing is completed, the flow shifts to step S13.

[0109] Subsequently, in the processing of step S13,

the game is started. When the game begins, the CPU 236

receives event information and scene information from the

network game server 10, and stores the event information

and the scene information in relation to the event

information into the image data memory 270. Fig. 18 is a

chart showing an example of table concerning event

information stored in the image data memory 270. The image

data memory 270 stores event information IDs for specifying

event informationassociatedwith scene information. Here,

the scene information is information for specifying scenes

in game images to be displayed by the image display device

202. The event information IDs are IDs for specifying event

information items stored in the image data memory 270.

[0110] After event information and the like are stored

in the image data memory 270, the CPU 236 reads the program

concerning the game chosen by the player from the ROM 258

or hard disk 242, and executes the program. After this

processing is completed, the flow shifts to step S14.

[0111] Subsequently, in the processing of step S14,

image information is selected. In this processing, the CPU

236 orders the CPU 256 incorporated in the auxiliary
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controller to display an image conforming to the game program

beingexecuted. In responsetothisorder, theCPU256causes

the VDP 262 to choose appropriate image information. This

image information is stored in the image data ROM 268 or

the image data memory 270. Here, as mentioned above, type

discriminating datamaybe transmitted from the game terminal

to the network game server, so that event information

corresponding to the type of game program can be stored in

the image data memory 270. This sets event information as

an assembly of image data variable depending on the type

of game program being executed in the game terminal 

wherebydifferent kinds of event informationcanbe displayed

depending on type of games.

[0112] A process concerning the selecting of an image

will now be explained more specifically. Fig. 19 is a

flowchart of a process concerning the selecting of an image.

As shown in Fig. 19, in step S141, the CPU 236 outputs to

the CPU 256 a game image signal for specifying a game image

stored in the image data ROM 268 or image data memory 270

according to the game program. In step S142, the CPU 236

outputs scene information for specifying a scene concerning

this game image to the CPU 256. For example, when the game

image to be displayed by the image display device 202 is

a restaurant, information for specifying a restaurant is

scene information. After this processing is completed, the

flow shifts to step 
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[0113] Subsequently, in the processing of step 

an image is created. In this processing, the CPU 236 orders

the CPU 256 to make an image by using the image information

selected in step S14. In response to the order, the CPU

256 orders the VDP 262 to display this image information.

As a consequence, an image is produced on the video RAM 266,

and this image is displayed in the image display device 202.

After the foregoing processing is completed, the flow shifts

to step 516.

[0114] Aprocess concerning the making of an image will

now be explained more specifically. Fig. 20 is a flowchart

of a process concerning the making of an image. The CPU

256 outputs to the VDP 262 the game image signal and scene

information outputted by the CPU 236. In step S151,

according to the game image signal outputted from the CPU

256, the VDP 262 specifies a game image stored in the image

data ROM 268 or image data memory 270, and produces an image

onto thevideoRAM266byusing the game image. Subsequently,

in step S152, the VDP 262 specifies an event information

ID stored in the image data memory 270 in association with

the scene information outputted by the CPU 256. Also,

according to the event information ID, the VDP 262 specifies

event information stored in the image data ROM 268. Then,

in step S153, the VDP 262 generates an image onto the video

RAM 266 by using the event information specified in step

S152.



FP03-0295-00
EP,AU,ZA

[0115] Subsequently, in the processing of step S16,

it is determined whether data input by a player is necessary

or not. In this processing, the CPU 236 determines whether

the image information displayed in step S15 requires the

player to input data or not. If it is determined that the

image information does not require the player to input data,

then the CPU 236 shifts the flow to step S19. If it is

determined that the image information requires the player

to input data, the CPU 236 shifts the flow to step S17, since

nextimageinformationcannotbedisplayedbeforedatainput.

[0116] Subsequently, in the processing of step S17,

it is determined whether data is inputted from the player

or not. In this processing, the CPU 236 determines whether

data is inputted from the player by way of the touch sensor

214 or not in response to the requirement in the image

information displayed in the above-mentioned step SS15. If

it is determined that no signal indicative of the data input

is received from the touch sensor 214, the CPU 236 repeats

this step. If it is determined that the signal indicative

of the data input is received, on the other hand, the CPU

236 shifts the flow to step S18.

[0117] Though the game terminal 20 in this embodiment

is one in which the touch sensor 214 attached to the image

display device 202 allows the player to effect various kinds

of input by touching the screen, operating parts such as

keyboard and command switch may be used for input instead.
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Namely, it will be sufficient if the game terminal 20 is

equipped with an operating part which can generate an input

signal reflecting an intention of the player.

[0118] Subsequently, in the processing of step S18,

the input data is stored. In this processing, the CPU 236

stores the input received in the above-mentioned step S17

into the RAM 240. Thus inputted data is accumulated as an

item of personal information, and/or is used as data

necessary for proceeding with the game. After the foregoing

processing is completed, the flow shifts to step S19.

[0119] Subsequently, in the processing of step S19,

it is determined whether the game is terminated or not. In

this processing, the CPU 236 determines whether the executed

game program is terminated or not. If it is determined that

the game program is not terminated, the CPU 236 shifts the

flow to step S14. If it is determined that the game program

is terminated, on the other hand, the CPU 236 immediately

ends this subroutine.

[0120] In the network game server 10, personal

utilization information is initially retrieved in the

processing of step S21. In this processing, from the

database constructed in the hard disk drive 118, the CPU

110 retrieves personal utilization history information

corresponding to the user identification information

transmitted from the game terminal 20. Fig. 21 is a chart

showing anexample of storage format of personal utilization
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history information in the network game server 10. The

database constructed in the hard disk drive 118 stores

personal utilization history information in relation to user

identification information. In an example shown in Fig.

21, personal utilization history information includes

shop/network shopping site information and merchandise

information. The shop/network shopping site information

is information for specifying shops ornetwork shopping sites

used by users, whereas the merchandise information is

information for specifying merchandises (or services)

purchased by the users. When the personal utilization

history is stored as shown in Fig. 21 while the user

identification information transmitted from the game

terminal 20 is "001", the CPU 110 retrieves personal

utilization history information items associated with the

user identification information "001". After this

processing is completed, the flow shifts to step S22.

[0121] Subsequently, in the processing of step S22,

event information is retrieved. In this processing,

according to the personal utilization history information

retrieved in the above-mentioned step S21, the CPU 110

retrieves event information appropriate forbeing displayed

on the game screen from the database constructed in the hard

disk drive 118. In the case where information concerning

thetypeof game programchosenbytheplayer is also received

in step S12, the retrieval may be carried out in view of
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this information as well.

[0122] A process concerning the retrieval of event

information will now be explained more specifically. Fig.

22 is a chart showing an example of storage format of event

information in the network game server. For example, as

shown in Fig. 22, the database constructed in the hard disk

drive 118 stores shop/network shopping site information,

personal utilization history information, in

association with the type discriminating data for specifying

the type of game program. Also, this database stores scene

information and event information in association with the

type discriminating data and shop/network shopping site

information. When the event information is stored as shown

in Fig. 22, the CPU 110 extracts data associated with the

type discriminating data transmitted from the game terminal

from the above-mentioned database. From thus extracted

data, the CPU 110 extracts the scene information and event

information associated with the shop/network shopping site

information included in the personal utilization history

information retrieved in step S21. After this processing

is completed, the flow shifts to step S23.

[0123] Subsequently, in the processing of step S23,

event information is transmitted. In this processing, the

CPU 110 transmits to the game terminal 20 the event

information and scene information retrieved in the

above-mentioned step S22. Immediately after this
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processing is completed, the subroutine is terminated.

[0124] [Event Information Storing Process]

[0125] Subroutines executed by the network game server

and external device 30 in order to store the event

information and personal utilization information into the

database of the network game server 10 will now be explained.

Fig. 15 is a chart concerning program subroutines executed

by the network game server and external device.

[0126] In the network game server 10, personal

utilization history information is initially stored in the

processing of step S31. In this processing, the CPU 110

receives the personal utilization history information

transmitted from the external device 30, and stores thus

received personal utilization history information at a

predetermined position of the hard disk drive 118. After

this processing is completed, the flow shifts to step S32.

[0127] Subsequently, in the processing of step S32,

event information is stored. In this processing, the CPU

110 receives the event information transmitted from the

external device 30, and stores thus received event

information at a predetermined position of the hard disk

drive 118. Immediately after this processing is completed,

the subroutine is terminated.

[0128] In the external device 30, on the other hand,

personal utilization history information is initially

transmitted in the processing of step S41. In this
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processing, a CPU incorporated in the external device 

transmits the personal utilization history information to

thenetworkgame server. After thisprocessing is completed,

the flow shifts to step S42.

[0129] Subsequently, in the processing of step S42,

event information is transmitted. In this processing, the

CPU incorporated in the external device 30 transmits the

event information to the network game server. Immediately

after this processing is completed, the subroutine is

terminated.

[0130] When the above-mentioned processes of steps SIl

to S19, steps S21 to 523, steps S31 to S32, and steps S41

to S42 are executed, event information including

advertisement information of apluralityof shops or network

shopping sites corresponding to personal utilization

history information of the shops or network shopping sites

is displayed in the game screen of a game executed in a game

terminal. Therefore, even when involved in the game for

a long time, the player can obtain information in the real

world suiting the personal taste thereof while playing the

game. On the other hand, managers of shops and network

shopping can provide effective advertisements

corresponding to personal tastes.

[0131] Even when a plurality of type of games are

executable in a game terminal, event information edited so

as to suit these games is transmitted to the game terminal
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if the processes of steps S12 to S15 are executed. For

example, the event information can be edited into text

information used for conversations between characters if

the game is anRPG game, into audio data so as not to obstruct

the proceeding with the game in the case of a shooting game,

or into image data for a promotional banner. Also, since

scene information and event information are associated with

each other, event information items suiting individual

scenes of game images can be displayed. In the game scene

of a restaurant shown in Fig. 11, for example, event

information concerning a restaurant can be displayed.

[0132] [Use of Shop Utilization History Information]

[0133] Respective subroutines executed in the POS

terminal 50, POS server 40, network game server 10, and game

terminal 2-0 executed in order for the game terminal 20 to

use the history information stored in the POS terminal 

will now be explained. Fig. 16 is a chart concerning

respective program subroutines executed in the network game

server (second server), game terminal, POS server (first

server), and POS terminal.

[0134] In the POS terminal 50, personal identification

information is initially read in the processing of step S51.

In this processing, the CPU 536 reads the personal

identification information from the ID card of a terminal

user passed through the card reader 512. Instead of reading

the personal identification information from the ID card,
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the terminal user may input an ID code by using the input

device 514. After the foregoing processing is completed,

the flow shifts to step S52.

[0135] Subsequently, in the processing of step S52,

personal utilization history is transmitted. In this

processing, the CPU 536 transmits to the POS server 40 the

personal utilization history information concerning

utilization such as purchases in shops inputted in the POS

terminal 50 together with the personal identification

information read in the above-mentioned step S51. Here,

the personal utilization history information can include

shop/network shopping site information for specifying shops

or network shopping sites and merchandise information for

specifying merchandises (or services) as mentioned above,

for example. Immediately after the foregoing processing

is completed, this subroutine is terminated.

[0136] In the POS server 40, on the other hand, history

information is initially stored in the processing of step

S61. In this processing, the CPU 410 causes the hard disk

drive 418 to store the history information transmitted from

the POS terminal 50. More specifically, the hard disk drive

418 stores personal identification information andpersonal

utilization history information transmitted together with

the personal identification information. For example, in

the format shown in Fig. 21, the personal identification

information and personal utilization history information
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are stored in the hard disk drive 418. After this processing

is completed, the flow shifts to step S62.

[0137] Subsequently, in the processing of step S62,

personal utilization history information is transmitted.

In this processing, from the database stored in the hard

disk drive 418, the CPU 410 retrieves personal utilization

history information corresponding to the personal

utilization history information transmitted from the

network game server 10. The CPU 410 transmits thus detected

personalutilizationhistoryinformationtothenetworkgame

server 10. Immediately after the foregoing processing is

completed, this subroutine is terminated.

[0138] In the network game server 10, personal

utilization history information is initially demanded in

the processing of step S71. In this processing, the CPU

110 transmits to the POS server 40 the personal

identification information transmitted from the game

terminal 20 and a signal requesting a transmission of

personal utilization history information corresponding to

the personal identification information. After the

foregoing processing is completed, the flow shifts to step

S72.

[0139] Subsequently, in the processing of step S72,

history information is stored. In this processing, the CPU

110 causes the hard disk drive 118 to store the personal

utilization history information transmitted from the POS
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Morespecifically, theharddiskdrive 118 stores

the personal identification information and personal

utilization history information in association with each

other. For example, in the format shown in Fig. 21, the

personal identification information and personal

utilization history information are stored in the hard disk

drive 118. After this processing is completed, the flow

shifts to step S73.

[0140] Subsequently, in the processing of step S73,

personal utilization history information is transmitted.

In this processing, the CPU 110 transmits to the game terminal

the personal utilization history information stored in

the hard disk drive 118 after being transmitted from the

POS server 40. Immediately after the foregoing processing

is completed, this subroutine is terminated.

[0141] Inthegameterminal20, personal identification

information is initially read in the processing of step S81.

In this processing, the CPU 236 reads the personal

identification information from the ID card of a player

passed through the card reader 212. Instead of reading the

personal identification information from the ID card, the

player may input an ID code by using the touch sensor 214.

After the foregoing processing is completed, the flow shifts

to step S82.

[0142] Subsequently, in the processing of step S82,

personal utilization history information is demanded. In
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this processing, the CPU 236 transmits to the network game

server 10 the personal identification information inputted

in the above-mentioned step S81 and a signal requesting a

transmission of personal utilization history information

corresponding to the personal identification information.

After the foregoing processing is completed, the flow shifts

to step S83.

[0143] Subsequently, in the processing of step S83,

personal utilization history information is stored. In

this processing, the CPU 236 causes the hard disk drive 242

to store the personal utilization history information

transmitted from the network game server 10. Fig. 23 is

a chart showing an example of personal utilization history

information stored in a game terminal. When the game

terminal 20 transmits "001" as personal identification

information to the network game server 10, for example, the

personal utilization history information items associated

with the user identification information "001" are

transmitted from the network game server 10 to the game

terminal 20. Then, as shown in Fig. 23, the CPU 236 causes

the hard disk drive 242 to store the personal utilization

history information transmitted fromthe network game server

After the foregoing processing is completed, the flow

shifts to step S84.

[0144] Subsequently, in the processing of step S84,

a game is started. In this processing, the CPU 236 reads
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a program concerning the game selected by the player from

theROM258 or hard disk drive 242, and executes this program.

After this processing is completed, the flow shifts to step

[0145] Subsequently, in the processing of step 

image information is selected. In this processing, the CPU

236 orders the CPU 256 incorporated in the auxiliary

controller to display images in conformity to the game

program being executed. In response to this order, the CPU

256 chooses appropriate image information in the VDP 262.

For example, by way of the CPU 256, the CPU 236 outputs to

the VDP 262 a game image signal for specifying a game image

in conformity to the game program. This image information

is stored in the image data ROM 268 or image data memory

270. New image data may be made according to the personal

utilization history information stored in the hard disk drive

242, stored into the image data memory 270, and then used.

After this processing is completed, the flow shifts to step

S86.

[0146] Subsequently, in the processing of step S86,

an image is made. In this processing, the CPU 236 orders

the CPU 256 to make an image by using the image information

selected in step S85. In response to this order, the CPU

256 orders the VDP 262 to display the image information.

As a consequence, an image is produced on the video RAM 266

and is displayed in the image display device 202.
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[0147] Aprocess concerning the making of an image will

be explained more specifically. Fig. 24 is a flowchart

concerning the image making process. In step S181 of this

process, according to the game image signal outputted from

the CPU 256, the VDP 262 initially specifies a game image

stored in the image data ROM 268 or image data memory 270,

and writes this game image into the video RAM 266.

[0148] Subsequently, in step S182, the CPU 236 selects

personal utilization history information stored in the hard

disk drive 242. For example, personal utilization history

information items stored in the hard disk drive 242 are

associated with respective flags, and the flags of already

displayed personal utilization history information items

are turned ON, whereby personal utilization history

information items which have not been displayed can be

selected.

[0149] Subsequently, in step 5183, the CPU 236 orders

the VDP 262 by way of the CPU 256 to write an image based

on the selected personal utilization history information

into the video RAM 266. Here, event information related

to the personal utilization history information may be

written into the video RAM and displayed in the image display

device 202. In this case, personal utilization history

information is stored as text data, and event information

related to the personal utilization history information is

acquired beforehand as text data from the network game server
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Then, an image can be written into the video RAM 266

according to text data combining the personal utilization

history information and event information together. This

allows merchandises purchased by a person and event

information in the shop to be displayed as a speech of a

character in a game image according to personal utilization

history information and event information, respectively,

as shown in Fig. 12, for example. After the foregoing

processing is completed, the flow shifts to step S87.

[0150] Subsequently, in the processing of step S87,

it is determined whether the game ends or not. In this

processing, the CPU 236 determines whether the game program

executed is terminated or not. If it is determined that

the game program is not terminated, the CPU 236 returns the

flow to step S85. If it is determined that the game program

is terminated, on the other hand, the CPU 236 immediately

ends this subroutine.

[0151] In the above-mentioned processes of step S51

to S52, steps S61 to S62, steps S71 to S73, and steps S81

toS87, information corresponding to individual utilization

histories of the first server (POS server) connected to a

pluralityofPOSterminals isusedin a gameterminal, whereby

the game itself can be provided with an originality.

[0152] [Utilization of Play History Information]

[0153] Respective subroutines executed in the POS

terminal 50, POS server 40, network game server 10, and game
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terminal 20 in order for the POS terminal 50 to utilize history

information concerning plays stored in the game terminal

will now be explained. Fig. 17 is a chart concerning

the program subroutines executed in the network game server,

game terminal, POS server, and POS terminal.

[0154] In the POS terminal, personal identification

information is initially read in the processing of step S91.

In this processing, the CPU 536 reads the personal

identification information from the ID card of a terminal

user passed through the card reader 512. Instead of reading

the personal identification information from the ID card,

the terminal user may input an ID code by using the input

device 514. After the foregoing processing is completed,

the flow shifts to step S92.

[0155] Subsequently, in the processing of step S92,

play history information is demanded. In this processing,

the CPU 536 transmits to the POS server 40 the personal

identification information inputted in the above-mentioned

step S91 and a signal requesting a transmission of play

history information corresponding to the personal

identification information. After the foregoing

processing is completed, the flow shifts to step S93.

[0156] Subsequently, in the processing of step S93,

history information is stored. In this processing, the CPU

536 causes the hard disk drive 542 to store the play history

information transmitted from the POS server 40. After this
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processing is completed, the flow shifts to step 394.

[0157] Subsequently, in step S94, the play history

information is displayed. In this processing, the CPU 536

causes the image display device 502 to display the play

history information stored in the hard disk drive 542 after

being transmitted from the POS server 40. This allows the

terminal user to receive services corresponding to the play

history information. Immediately after the foregoing

processing is completed, this subroutine is terminated.

[0158] In the POS server 40, on the other hand, play

history information is initially demanded in the processing

of step S101. In this processing, the CPU 410 transmits

to the network game server 10 the personal identification

information transmitted from the POS terminal 50 and a signal

requesting a transmission of play history information

corresponding to the personal identification information.

After the foregoing processing is completed, the flow shifts

to step S102.

[0159] Subsequently, in the processing of step S102,

history information is stored. In this processing, the CPU

410 causes the hard disk drive 418 to store the play history

information transmitted from the network game server 

After this processing is completed, the flow shifts to step

S103.

[0160] Subsequently, in the processing of step S103,

play history information is transmitted. In this
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processing, the CPU 410 transmits to the POS terminal 

the play history information stored in the hard disk drive

418 after being transmitted from the network game server

Immediately after the foregoing processing is

completed, this subroutine is terminated.

[0161] In the network game server 10, play history

information is initially stored in the processing of step

Sill. In this processing, the CPU 110 causes the hard disk

drive 118 to store the play history information transmitted

from the game terminal 20. After this processing is

completed, the flow shifts to step S112.

[0162] Subsequently, in the processing of step S112,

play history information is transmitted. In this

processing, from the database stored in the hard disk drive

118, the CPU 110 retrieves play history information

corresponding to the personal identification information

transmitted from the POS server 40. The CPU 110 transmits

th.us detected play history information to the POS server

Immediately after the foregoing process is completed,

this subroutine is terminated.

[0163] Inthegameterminal20, personal identification

information is initially read in the processing of step S121.

In this processing, the CPU 236 reads the personal

identification information from the ID card of a terminal

user passed through the card reader 212. Instead of reading

the personal identification information from the ID card,
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the terminal user may input personal identification

information by using the touch sensor 214. After the

foregoing processing is completed, the flow shifts to step

S122.

[0164] Subsequently, in the processing of step S122,

play history information is transmitted. In this

processing, the CPU 536 transmits to the POS server 40 the

play history information concerning utilization such as

purchases in shops inputted in the POS terminal 50 together

with the personal identification information read in the

above-mentioned step S121. Immediately after the foregoing

processing is completed, this subroutine is terminated.

[0165] In the above-mentioned processes of steps S51

to S52, step S61 to S62, steps S71 to S73, and steps S81

to S87, information corresponding to individual play

histories of the second server (network game server)

connected to a plurality of POS terminals is made usable

ina POS terminal, whereby the play histories can be utilized

in a shop where the POS terminal is placed.

[0166] The principles of the present invention have

beenillustratedanddescribedinthepreferredembodiments,

but it is apparent to a person skilled in the art that the

present invention can be modified in arrangement and detail

without departing from such principles. For example,

specific configurations of constituents such as structures

of image information and storage devices can be modified
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in terms of design as appropriate. We, therefore, claim

rights to all variations and modifications coming with the

spirit and the scope of claims.

Throughout this specification and the claims which follow,
unless the context requires otherwise, the word "comprise",
and variations such as "comprises" and "comprising", will
be understood to imply the inclusion of a stated integer or
step or group of integers or steps but not the exclusion of
any other integer or step or group of integers or steps.

The reference to any prior art in this specification is not,
and should not be taken as, an acknowledgement or any form
of suggestion that that prior art forms part of the common
general knowledge in Australia.
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THE CLAIMS DEFINING THE INVENTION ARE AS FOLLOWS:

1. A network game system including a network game

server and a game terminal connected to the network game

server,

the network game server comprising:

a database storing therein personal utilization

history information managed in relation to user

identification informationfor specifying a userconcerning

a utilization history of a shop or network shopping by the

user, and a plurality of event information items of the shop

or network shopping;

first receiving means for receiving the user

identification information concerning a player transmitted

from the game terminal;

retrieving means for referring to the database and

retrieving the personal utilization history information

related to the user identification information received by

the first receiving means;

extracting means for extracting according to the

personal utilization history information retrieved by the

retrieving means the event information item associated

therewith from the database; and

first transmitting means for transmitting the event

information item extracted by the extracting means so as

to generate a game screen executed in the game terminal;

the game terminal comprising:
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image display means for displaying the game screen;

input means for the user identification information

of the player;

second transmitting means for transmitting the user

identification informationoftheplayertothenetworkgame

server;

second receiving means for receiving the event

information item transmitted from the network game server;

storage means for storing the event information

received by the second receiving means; and

drawingmeans forgeneratingthegamescreendisplayed

by the image display means by using the event information

item stored in the storage means.

2. A network game system according to claim 1,

wherein the game terminal further comprises control means

for executing a game program;

wherein the control means causes the second

transmitting means to transmit type discriminating data

concerning a type of a game selected to the network game

server; and

wherein the network game server further comprises

editing means for editing, according to the type

discriminating data transmitted from the game terminal, the

event information item extracted by the extracting means.

3. A network game system according to claim 2,

wherein the database stores the event information items in



FP03-0295-00
EP,AU, ZA

association with the type discriminating data; and

wherein the editing means extracts the event

information item stored in the database in association with

the type discriminating data transmitted by the game

terminal.

4. Anetwork game system according to one of claims

1 to 3, wherein the game terminal further comprises control

means for executing a game program;

wherein the database stores the event information

items in association with scene information for specifying

a scene concerning a game image displayedby the game terminal

according to the game program;

wherein the extracting means extracts the event

information item and the scene information associated with

the event information item;

wherein the first transmitting means transmits to the

game terminal the event information item and scene

information extracted by the extracting means;

wherein the second receiving means receives the event

information item and scene information transmitted from the

network game server;

wherein the storage means stores, in association with

the scene informationreceivedbythesecondreceivingmeans,

the event information item received together with the scene

information;

wherein the control means outputs game screen
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information for specifying a game screen to be displayed

to the image display means according to the game program;

and

wherein the drawing means selects the event

information item stored in the storage means according to

the scene information concerning the game image specified

bythegame screeninformationoutputtedbythecontrolmeans,

and generates the game screen by using the event information

item.

5. A network game server comprising:

a database storing therein personal utilization

history information managed in relation to user

identification information for specifyingauserconcerning

a utilization history of a shop or network shopping by the

user, and a plurality of event information items of the shop

or network shopping;

receivingmeans for receivingtheuser identification

information concerning a player transmitted from the game

terminal;

retrieving means for referring to the database and

retrieving the personal utilization history information

related to the user identification information received by

the receiving means;

extracting means for extracting according to the

personal utilization history information retrieved by the

retrieving means the event information item associated
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therewith from the database; and

transmitting means for transmitting the event

information item extracted by the extracting means so as

to generate a game screen executed in the game terminal.

6. A network game server according to claim 

further comprising editing means for editing, according to

type discriminating data concerning a type of a game executed

transmitted from the game terminal, the event information

item extracted by the extracting means.

7. A network game server according to claim 6,

wherein the database stores the event information items in

association with the type discriminating data; and

wherein the editing means extracts the event

information item stored in the database in association with

the type discriminating data transmitted by the game

terminal.

8. Anetwork game server according to one of claims

to 7, wherein the database stores the event information

items in association with scene information for specifying

a scene concerning a game image displayedby the game terminal

according to a game program;

wherein the extracting means extracts the event

information item and the scene information associated with

the event information item; and

wherein the first transmitting means transmits to the

game terminal the event information item and scene
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information extracted by the extracting means.

9. An advertisement displaying method executed in

a network game system including a network game server and

a game terminal connected to the network game server, the

method comprising the steps of

causing first receiving means of the network game

server to receive user identification information

concerning a player transmitted from the game terminal,

causing retrieving means of the network game server

to refer to a database storing therein personal utilization

history information managed in relation to user

identification information for specifyingauser concerning

a utilization history of a shop or network shopping by the

user, and a plurality of event information items of the shop

or network shopping, and retrieve the personal utilization

history information corresponding to the user

identification information,

causing extracting means of the network game server

to extract, according to the personal utilization history

information retrieved in the retrieving step, the event

information item associated therewith from the database,

causing first transmitting means of the network game

server to transmit the event information. item so as to

generate a game screen executed in the game terminal,

causing image display means of the game terminal to

display a game image,
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causing inputting means of the game terminal to input

the user identification information of the player,

causing second transmittingmeans of the game terminal

to transmit to the network game server the utilization

identification information of the player,

causing second receiving means of the game terminal

to receive the event information item transmitted from the

network game server,

causing storage means of the game terminal to store

the event information item received, and

causing drawing means of the game terminal to generate

the game screen displayed by the image display means by using

the event information item.

A network game system comprising a plurality

of POS terminals placed in respective shops, a first server

connectedto the POS terminals, apluralityof game terminals,

and a second server connected to the plurality of game

terminals;

each of the POS and game terminals comprising reading

means for reading personal identification data from an ID

card having stored therein personal identification data of

a user;

the first server comprising:

first storage means for cumulatively storing, in

association with the personal identification information

read from the ID card owned by the user, species or genres
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of services used or products purchased in the shops or

temporal/geographic information thereof as first history

information; and

first transmitting means for transmitting the first

history information stored in the first storage means to

the second server;

the second server comprising:

first receiving means for requesting the first server

to send the first history information corresponding to the

personal identification data read by the reading means and

receiving the first history information;

second storage means for storing the first history

information received by the first receiving means; and

second transmitting means for transmitting the first

history information stored in the second storage means or

information related to the first history information to the

game terminal;

the game terminal comprising display control means

for displaying the transmitted first history information

or information relatedto the first history informationonto

a game screen of the game terminal.

11. A network game system according to claim 

wherein the second storage means cumulatively stores, in

association with personal identification data read from an

IDcardownedby a playerplaying a gamewiththe gameterminal,

a play history of the player as second history information;
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wherein the second server further comprises third

transmitting means for transmitting the second history

information to the first server;

wherein the first server further comprises:

second receiving means for requesting the second

server to send the second history information and receiving

the second history information;

the first storage means for storing the second history

information received by the second receiving means; and

fourth transmitting means for transmitting the second

history information stored in the first storage means or

information related to the second history information to

the POS terminal; and

wherein the POS terminal further comprises display

control means for displaying the transmitted second history

information or information related to the second history

information onto a screen of the POS terminal.



12. A network game system substantially as hereinbefore described with reference to the

drawings and/or Examples.

13. A network game server substantially as hereinbefore described with reference to the

drawings and/or Examples.

14. An advertisement display method substantially as hereinbefore with reference to the

drawings and/or Examples.

The steps, features, compositions and compounds disclosed herein or referred to or

indicated in the specification and/or claims of this application, individually or

collectively, and any and all combinations of any two or more of said steps or features.

DATED this TWENTIETH day of JANUARY 2004

Aruze Corp.

by DAVIES COLLISON CAVE

Patent Attorneys for the applicant(s)
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