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1. Game terminal device, game managing JP2008029884 2007-10-22 NAMCO BANDAI GAMES* 2008-02-14 2008-02-14
host computer, and communication game

PROBLEM TO BE SOLVED: To provide a game device and a communication game system, allowing a player to play a communication game as if the player faces an
opponent player of a game machine disposed in a remote place without any trouble in the latency (communication delay) generated in a real-time communication game, in
the time-lag, or in the communication quality.

SOLUTION: Replay data for replaying the development of the game played by the player are downloaded via the network to regenerate the replay data, and the game play
is executed by the player at the same time. The game is played between players not by receiving the information on the process of the play in real time, but by
communicating the data on the result of the game by the player and the replay data, by which the development of the game can be replayed, after the game play, storing
these data in a terminal game machine, and regenerating these stored replay data.
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2. Game apparatus and game program US20030134681 2002-01-11 NINTENDO* 2003-07-17 2003-07-17
SUZAK

A plurality of programs (a plurality of games) are provided, which are classified so as to each belong to one of a plurality of channels (a plurality of game groups). When a player plays
one of the programs, predetermined points in accordance with the playing result are added to channel points for the channel to which the program belongs. Stipulated points are
prescribed for each program. When the channel points for the channel to which a program belongs has become equal to or greater than the stipulated points for the program, the
program is newly added to the TV program table (game selection screen). As a result, new games are allowed to appear on the game selection screen with various timings and in
various orders.

EmE RN L

NN REEE

oy | s
—TE T3

5

— | T Ly ek

ol

— ] -
1

1/2



5/9/2018

3. Method for providing game using internet, WO200163427
system for providing game using internet,
and recorded medium

2000-02-23 RPA*

A method for providing a game using the Internet of a mode in which the charge for the play of a game is paid while provoking a possibility that the user purchases a game soft played
past and preventing the user from making an unauthorized access. The method comprises the step of storing the data and/or script (hereinafter referred to as data) necessary to
progress a game in storage means (11) of a Web server or file server (1) (hereinafter referred to as the Web server), the step of setting up connection with the Web server (1) by a
client (3), the step of displaying the data as one scene of the game on a screen (15) of the client (3), the step of selecting a specific piece of the data stored in the Web server on the
screen, the step of transferring the data from the Web server (1) to the client (3), and the step of displaying the transferred data again on the screen (15) by a browser incorporated in

the client (3) thereby to progress the game.
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4. Tihing game device and storage device JP2000210473 1999-01-22 CAPCOM*

2001-08-30 2001-08-30

2000-08-02 2000-08-02

PROBLEM TO BE SOLVED: To allow a player to enjoy a game by selecting a favorable piece among music pieces widely distributed through a distribution medium for music
appreciation, and to use the distribution medium for music appreciation in a composite manner. SOLUTION: A CPU reads MIDI data from a CD-ROM containing the MIDI
data before the stating of a game (S4). Then, from the read MIDI data, the CPU extracts sound quality track data specified by a player (S6), and generates the rhythm pattern
of a music piece based on the extracted sound quality track data (S7). Then, the CPU evaluates a timing for the entry of an input operation signal from a controller or the like

based on the generated rhythm pattern (S11) while the music piece is played and outputted based on the read MIDI data (S9).
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