TI TLE OF THE | NVENTI ON GAME SOFTWARE AND GAMVE MACHI NE TECHNI CAL FI ELD
[0001] This invention relates to gane software and a gane nachine where
sunlight is used as a paraneter for ganme progress. [0002] "Ganme software"
in the specification includes programitself and various kinds of data
related to the programif necessary. It is not always necessary to relate
"gane software" to the data, but "gane software" has always program And,
"the related various kinds of data" may be stored in a nenory neans, such
as a ROM disc, together with the program Furthernore, these data nay be

stored i nramppt sideT EEENDRY HFean® 0 as to be freely read out through a
communi cati on nedi um neans, such as the Internet. BACKGROUND ART [0003] In

such ki nd ofipaigogvet warrat KmoWcaM®Ee RRegraNe an anmount of the
ultraviolet of the sunlight is accunulated and conputed with an ultraviol et
sensor, and a predeterm ned event is displayed on a display if the
accunul ated val ue of the ultraviolet exceeds 1 a predeterm ned val ue.
TECHNICAL FIELD
[0001]

This invention relates to game software and a game
machine where sunlight is used as a parameter for
game progress.

{ [0002]

“Game software” in the specification includes
program itself and various kinds of data related to
the programif necessary. Itisnotalwaysnecessary
to relate “game software” tc the data, but “game
software” has always program. And, “the related
various kinds of data” maybe stored in a memorymeans,
such as a ROM disc, together with the program.
Furthermore, these data may be stored in an outside

! memory means 50 as to be freely read out through a

communication medium means, such as the Internet.

BACKGROUND ART
[0003]

In such kind of a conventiconal known game program,
an amount of the ultraviclet of the sunlight is
accumulated and computedwithanultraviolet sensor,
and a predetermined event is displayed on a display

if the accumulated value of the ultraviolet exceeds



[ 0004] But, in such gane software, an event is nerely executed according to
accunul ated points of the anpunt of the ultraviolet. For this reason, it is
easy to predict an occurrence of an event for a player who has experienced
an event once, and the player is prone to get tired in a short tinme. [0005]
The object of the invention is to provide gane software and a gane nmachi ne
with the sunlight as a paraneter, where it is difficult to predict an
occurrence of an event, thereby preventing from losing interests.
DI SCLOSURE OF | NVENTI ON [0006] One aspect of the invention is game software
(BGP) fore pogdessengiangdneratcaerding to a predeterm ned scenario on a
screen of a display (3) by executing scenario devel opnent programthrough a
conputer ([(D)0OW]th which a sunlight sensor (29) is connected, conprising:
sai d software having programfor getting said conputer to execute the
fol | owi ng pBotedures; svatleadiapat grbdtedure,f @ni gpuenitngl an mg 2a 1(YARA)
where a player lives through an input nmeans which 2 is connected with said
conputer; executed according to accumulated points of the

amount of the ultraviolet. For this reason, it is

easy topredict an occurrence of an event for aplayer

who has experienced an event once, and the player

is prone to get tired in a short time.

[0005]

The object of the invention is to provide game

software and a game machine with the sunlight as a

parameter, where it 1s difficult to predict an

occurrence of an event, thereby preventing from

losing interests.

DISCLOSURE OF INVENTION
[0006]

One aspect of the invention is game software (BGP)
for progressing a game according to a predetermined
scenario cn a screen of a display {(3) by executing
scenario development program through a computer (1)
with which a sunlight sensor (29) 1s connected,
comprising:

said software having program for getting said
computer to execute the following procedures;
area input procedure for inputtinganarea (ARA)

where a player lives through an input means which



rainfall probability conputing procedure for conputing a rainfal

probability corresponding to said area which has been inputted by said area

i nput procedure; sunlight judging procedure for judging as to whether or

not said sunlight sensor receives the sunlight for a predetermned tine

(Ti); event execution judging procedure for conputing and judging as to

whet her or not a rainfall event should be executed on the basis of said

rainfall probability if said sunlight judging procedure judges said
sunlight sensor not to receive the sunlight for a predeterm ned tine; and

rai nfall ewentcexectitean plactedand d ocorgxetutdi ng said rainfall event in a

predeterm ned said scenario if said event execution judgi ng procedure

j udges that saidaantfall pvertabhdul dybe caxeattiedg pr@0OZH Aceordimmg to

this aspect of the invention, the rainfall probability is conputed,

corr espondiomgp t b i it dneaareai miiiachl applcay®b iilnpuys,c andeshedt hetimg nat the

rainfall event is executed is judged on the basis of the rainfal

probabi | i sy, ido that wthiec bxkeuwt kore nof niphet t aidnfoat Is @vdna riesa comprudl | ed by

the rainfall probability even if the sunlight sensor connected wth a

conput er doescadturecei ve the sunshine for 3

sunlight judging procedure for judging as to
whether or not said sunlight sensor receives the
sunlight for a predetermined time (T1);

i event execution judging procedure for
computing and judging as to whether or not a rainfall
event should be executedonthe basisof saidrainfall
probability if said sunlight Jjudging procedure
judges said suniight sensor not to receive the
sunlight for a predetermined time; and

rainfall event execution procedure for
executingsaidrainfall event inapredetermined said
scenario if said event execution judging procedure
judges that said rainfall event should be executed.
[0007]

According to this aspect of the invention, the
rainfall probability is computed, corresponding to
the area which a pilayer inputs, and whether or not
the rainfall event is executed is judged on the basis
of the rainfall preobability, so that the execution
of the rainfall event is controlled by the rainfall

probability even 1f the sunlight sensor connected

with a computer does not receive the sunshine for



a constant tinme, and it is difficult for the player to predict the
execution of the rainfall event, thereby extrenely preventing fromgetting
tired from the ganme. [0008] Besides, another aspect of the invention is
the gane software, wherein said gane software has program for further
getting said conputer to execute an area rainfall conputing procedure for
searching and extracting a rainfall (RV) corresponding to said area where
said player |ives which has been inputted by said area input procedure from
area rainfall data, and said rainfall probability computing procedure
conput es sacdrmatafal |t pmehaki hdt y tcdra espordi g ltto £ sai thar ¢a #netrhe basi s
of said rainfall which has been searched and extracted. [0009] According
to this aspecprefdihe i huent ear,cthe o aionf altlh pr alzabn ffiatlyl | £ womuyt ed from
the rainfall (RV) of the area which is inputted by a player, so that the
occurrencehmobaly bExttyr efmetlhe e mkal t i evwehtr orclyeiges ragcardengf ront he ar ea
inputted by the player. Then, an aspect of the area can be introduced in
the ganmethtéhegemeincreasing interests of the game. [0010] Besi des,
anot her aspect of the invention is a game nachine for progressing a gane
accordi ng [t0d @8 ]
Besides, another aspect of the invention 1s the

game software, whereinsaidgame software has program

for further getting said computer to execute an area

rainfall computing procedure for searching and

extractingarainfall (RV) cocrresponding tosaidarea

where said player lives which has been inputted by

said area input procedure from area rainfall data,

and said rainfall probability computing procedure

computes said rainfall probability corresponding to

said area on the basis o0f said rainfall which has

been searched and extracted.

[0009]

According to this aspect of the invention, the

rainfall probability i1s computed from the rainfall

(RV) of the area which is inputted by a player, so

that the occurrenceprobabilityof therainfall event

changes according to the area inputtedby theplayer.

Then, an aspect of the area can be introduced in the

game, thereby increasing interests of the game.

[0010]

Resides, another aspect of the invention is a

game machine for progressing a game according to a



4 predeterm ned scenario on a screen of a display by executing scenario
devel opnent programthrough a conputer with which a sunlight sensor is
connected, conprising: area input nmeans for inputting an area where a

pl ayer lives through an input nmeans which is connected with said computer;
rainfall probability conputing nmeans for conputing a rainfall probability
corresponding to said area which has been inputted by said area input

means; sunlight judgi ngnmeans for judging as to whether or not said sunlight
sensor receives the sunlight for a predeterm ned tine; event execution

j udgi ng npared ¢ ore wo P d ngcanth riwdgimga as cte ahethera od isgt L ayr &iynf al |
event should be executed on the basis of said rainfall probability if said
sunl i ght puxdgéng iprocedue e ajuudgesi ssaed o uahitghp reensem nobh rtoaigkcea ve t he
sunlight for a predetermned tine; and rainfall event execution neans for
execut i ngcogmp dtreal nf akh eventhi a auprkedetdr mawd osaiids seenard ot eidf, sai d
event execution judging procedure judges that said rainfall event should be
execut ed. ccO0d 1] siAsgarding to this aspect of the invention, the

area input means for inputting an area where
a player lives throcugh an 1input means which 1is
connected with said computer;

rainfall probability computing means for
computing a rainfall probability corresponding to
said area which has been inputted by said area input
means;

sunlight judgingmeans for judgingas towhether
or not said sunlight sensor receives the sunlight
for a predetermined time;

event execution judgingmeans for computing and
judging as to whether or not a rainfall event should
be executed on the basis of said rainfall probability
if said sunliight Jjudging procedure Jjudges said
sunlight sensor not to receive the sunlight for a
predetermined time; and

rainfall event execution means for executing
said rainfall event in a predetermined said scenaric
if saidevent execution judgingprocedure judges that
said rainfall event should be executed.
[0011]

According to this aspect of the invention, the

rainfall probability is computed, corresponding to



rainfall probability is conmputed, corresponding to 5 the area which a pl ayer
i nputs, and whether or not the rainfall event is executed is judged on the
basis of the rainfall probability, so that the execution of the event is
controlled by the rainfall probability even if the sunlight sensor
connected wth a conmputer does not receive the sunshine for a constant
time, and it is difficult for the player to predict the execution of the
rainfall event, thereby extrenmely preventing fromgetting tired from the
gane. [0012] The nunber in parentheses shows the corresponding elenment in
t he draw ngs faorethelshkd ef cbaveni ensput accerdl nghythh e present
descriptions are not restricted and bound by the descriptions on the

dr awi ngs. t Ardr atim §ailnvent ¢ ot $lsoake oot ek 1 scdnsd g aedoby tihef draence nunbers.
BRI EF DESCRI PTI ON OF DRAWNGS [0013] [Fig.1] Fig.1l is an external view of a
portabl e o§aeh erachilmet 2 lwipxhbelket L Avent i 90 Fd appt hed eX R RPnFig. 2 is
a control block diagramof the gane machine of Fig.l. [ Fi g. 3] Fig.3
is a viewdf & gane progritam eartrédpérolkieg 4] bmig. ghies at aiievi 3hdwi ng a

rainfall table. . .
probability even 1f the sunlight sensor connected

with a computer does not receive the sunshine for

a constant time, and it is difficult for the player

tc predict the execution of the rainfall event,
! therebyextremely preventing fromgettingtired from

the game.

[0012]

The number in parentheses shows the corresponding
element in the drawings for the sake of convenience,
accordingly, the present descriptions are not
restricted and bound by the descriptions on the
drawings. And, this 1invention should not be

construed by reference numbers.

BRIEF DESCRIPTION OF DRAWINGS
i0013]
[Fig.1l] Fig.l is an external view of a portable
game machine to which the invention is applied.
[Fig.2] Fig.2 i1s a control block diagram cof the
game machine of Fig.1l.
[Fig.3] Fig.3 is aviewof a game programcartridge.
[Fig.4} Fig.4 is a view showing a rainfall table.

[Fig.5] Fig.5 is a control flowchart showing an



[Fig.5] Fig.5is a control flowhart showing an 6 instance of procedures
for executing a rainfall event. EXPLANATI ON OF REFERENCE NUVBERS [0014]

1... ... conputer (portable game nachine) 3... ... display 4... ... input
means (input device) 25 ... ... cartridge 29 ... ... sunlight sensor
(ultraviolet sensor) T1 ... ...predetermned time RV... ... rainfall BEST

MODE FOR CARRYI NG QUT THE | NVENTION [0015] Fig.1l shows a portabl e gane
machi ne as a gane nachine conprising a conputer. As shown in Fig.2, a
portabl e game machine 1 has a main body 2, a reflective liquid crystal

di splay 3iatdtaehert t o ft heromenduwdy 2f ag acdiespl by nuni 2, aad mhaildput
device 4. The input device 4 has a direction indicating switch 5 and a
pluralityeofeptish button switches 6a, 6b. The direction indicating switch 5
has a cross type of operation portion 5a and outputs a signal

corresponding to each operation in up and dowmn directions and in right and

| eft directions of the operation nenber Sa (the operation of pushing down
EXPLANATION OF REFERENCE NUMBERS

[0014]
l.. ..computer (portable game machine)

3.. ..display

4. ..input means (input device)

{ 25.. ..cartridge
29. ..sunlight sensor (ultraviolet sensor)
Tl.. ..predetermined time

RV.. .rainfall

BEST MODE FOR CARRYING CUT THE INVENTION
[0015]

Fig.l shows a portable game machine as a game
machine comprising a computer. As shown in Fig.2,
a portable game machine 1 has a main body 2, a
reflective liquid crystal display 3 attached to the
main body 2 as a display unit, and an input device
4. The input device 4 has a direction indicating
switch 5 and a plurality of push button switches 6a,
6b. The direction indicating switch 5 has & cross
type of operation portion 5a and outputs a signal
corresponding to each operaticen in up and down
directions and in right and left directions of the

operation member 5a (the operation of pushing docwn



7 each end portion of the upper portion, the lower portion, the right
portion or the left portion of the operation nenber). [0016] A structure
of such input device 4 is well-known, so various transfornmations are

possi ble. For instance, four push buttons may be respectively located in
upper and lower hands and in right and |eft hands, in place of the
operation nenber 5a. The nunber of the push button switches 6a, 6b and
their 1location may be changed in various forns. In the follow ng

expl anation, the push button switch 6a is referred to as A button, and the
push buttemsw kohd 61 sias Bolfuttbr. Ufpktr i sondtinegcesshry 1ower
differentiate both push buttons 6a, 6b fromeach other, but, each button is
referred peomrsiamuttde Blight hpofral 1 owi ngr déder i peifdnsp o Aridi o hhe yane
machine 1 is provided with a power switch, an operation nenber for

adj ust i ng tsorind peof &g @nd dteb elri)ke, but these are omitted. [0017] Fig.2
shows a structure of a control unit 10 provided at the gane nachine 1. The
control urdi®01%0 is a conmputer nmaking use of a microprocessor, main body of
which is a CPU 11. A ROM 12 (read only nmenory) and a RAM 13 (random access
menory) as aist FEggri g6, ©of such input device 4 is well-known,

so various transformations are possible. For
instance, four push buttons may be respectively
located in upper and lower hands and in right and
left hands, inplace of the operation member 5a. The
number of the push button switches 6a, 6b and their
location may be changed in various forms. In the
following explanation, the push button switch 6a is
referred to as A button, and the push button switch
6b 1is as B button. If it i1s not necessary to
differentiate both push buttons 6a, 6b from each
other, but, each button is referred to as a button
6 in the following descriptions. And, the game
machine 1 1s provided with a power switch, an
operation member for adjusting sound volume and the
like, but these are comitted.

[0017]

Fig.2 shows a structure c¢f a control unit 10
provided at the game machine 1. The contrcl unit
10 is a computer making use of a microprocessor, main
body of which isa CPU11. AROM12 (read only memory)
and a RAM 13 (random access memory) as main memories,

an image processing circuit 14 and a sound processing



an image processing circuit 14 and a sound processing 8 circuit 15 are
respectively connected with the CPU 11 through a bus 16. A program
necessary for basic control of the game machine 1 (booting processing, for
instance) is stored in the ROM 12. A work area wth respect to the CPU 11
is secured in the RAM 13. The inmage processing circuit 14 controls the
liquid crystal display 3 according to a picturing instruction fromthe CPU
11 so as to display a predeterm ned imge on its scope. The sound
processing circuit 15 produces an anal og sound signal according to a
pronounci ag dawsttudts onrer am 4 be cGPUv ellly socas 4 ot eut put tho teh speakier 7.
[0018] The respective switches 5, 6 of the input device 4 are connected
with the CRUtHr thrdugh the bus. 162 pard tam GRE 4% scanyt herelya fudge t he
state of operation of each switch 5, 6. Besides, an external nenory 17,

whi ch i s aprdbfedt of ff BeetarneomatcHel oentlr olbowriitngOpriccesrmentged Wit h
the bus 16. The external nenory 17 is stored in a cartridge 25 which is

at t achabl & candi riet@ohablle it 3 he ofed ni body 2, RAY dRown Ai WoRik.8reand a ROM
18 as nmenory nediumand a RAM 19 (readable and witabl e storage el enent) as
a rel oaduBlteh usep predbr § catd &toF Bdltthdreite cvars dusn phaeyri 48d vari ous

data which are necessary for .
The image processing circuit 14 controls the liguid

crystal display 3 according to a picturing
instruction from the CPU 11 so as to display a
predetermined 1image on 1ts scope. The sound
pfocessingcircuit15producesananalogsoundsignal
according to a pronouncing instruction from the CPU
11 so0 as to output to a speaker 7.
([0018]

The respective switches 5, 6 of the input device
4 are connected with the CPU 11 through the bus 16,
andthe CPU1ll canthereby judge the stateof operation
of each switch 5, 6. Besides, an external memory
17, which is an object different froem the control
unit 10, is connected with the bus 16. The external
memory 17 is stored in a cartridge 25 which is
attachable anddetachable tothemainbody 2, as shown
in Fig.3, and a ROM 18 as memory medium and a RAM
19 (readable and writable storage element) as a
reloadable user memory are stored therein. Various
programs and various data which are necessary for
execution of game scftware BGP are stored in the ROM

18 in advance. The reloadable RCM, such as a flash



execution of ganme software BGP are stored in the ROM 18 in advance. The

rel oadabl e ROM such as a flash 9 nenory, is used as the RAM 19, and save
data of a gane, for instance, are stored in the nenory according to
necessity. Various storage nediuns, such as a magnetic storage nedium an
optical storage nediumand a photoelectric nmagnetic storage nedium may be
used as the storage nediumof the external nenory 17, in addition to a

sem conductor storage elenment. An interface circuit intervenes between the
bus 16 and each elenent, if necessary, but this is not shown. Various Kkinds
of contromewdtg,10l saysde ased: et FOAM 119 t emgl t atviee dbdave- o€nta oned
structure. [0019] A communication control circuit 20 is connected wth the
CPU 11 t hgeugh,t hécus dBsitrhoeder toor eonmdctrethe iganet hechimemaérwith a
predet erm ned conmuni cation |ine, another game machine or the like. A
conmmuni caBicare £gnimeat 610 22e £ sgbhhdct edV aittihe @ Re s totmad caeicohusent r ol
circuit 20 through a comrunication interface 21. As the conmunication
control ciruchta D@ MEren € et SR hg Jas Nee drbd@m ém o heewdr B timt egfeace by
conbining a DSP (digital signal processor) and software with each other,
for inst&scel upef sk auPine teq.l ThéE rdommipbiest bf storage medium,

may be used as the storage medium of the external
memory 17, in addition tco a semiconductor storage
element. An interface circuit intervenes between
the bus 16 and each element, if necessary, but this
is not shown. Various kinds of control units 10 may
be used without limiting to the above-mentioned
structure.

[0019]

A communication control circuit 20 is connected
with the CPU 11 through the bus 16 in order to connect
the gamemachinelwith a predetermined communication
line, another game machine or the like. A
communication connector 22 is connected with the
communication control circuit 20 through a
communication interface 21. As the communication
control circuit 20, one functioning as a modem or
a network interface by combining a DSP (digital
signal processor) and software with each other, for
instance, may be utilized. The communicaticn
connector 22 and/or the interface 21 may be provided
as a peripheral equipment to be connected with the

game machine 1 outside.

10



connector 22 and/or the interface 21 may be provided as a peripheral

equi pnent to be connected with the gane machine 1 outside. 10 [0020] As
shown in Fig.3, the cartridge 25 has a case 26 nade of resin, and the case
26 is free to be attached to and detached fromthe nmain body 2 of the
portable ganme machine 1. The external nmenory 17 is stored inside the case
26, and a |lower portion of the case 26 in the figure is a termnal portion
26a for connecting an el ectronic machine, such as the external nmenory 17
stored in the case, and the bus 16 of the control unit 10 with each other.
An ultraviodl2® Isensor 29 is provided at an exposure portion 26b on the
upper portion of the case 26 in the figure, which is exposed outside the
mai n body 2swidnciwmstiah |IFng the taet rdalgé r25dor t2fe maisn abayse22@ t he
portabl e game machine 1, and an A/D converter 30 stored in the cartridge 25
is connech@dieviah xaeini tandi bhet cseneor 6205 dg shown A FtgchTge A/ D
converter 30 is connected with the term nal portion 26a, and is free to be
connect edtwi emd hée pas Ngdof r aet Bentsci n UnPE VL@ off ttHee game hakhiene 1.
[0021] Wth the game machine 1 having such a structure, various kinds of
ganmsCangﬁﬂ%lﬁﬁﬁpbﬁ%ibictmhﬁ external memory 17 1s stored

inside the case 26, and a lower portion of the case
26 1in the figure 1s a terminal portion 26a for
connecting an electronic machine, such as the
external memcry 17 stored in the case, and the bus
16 of the control unit 10 with each other. An
ultraviolet sensor 29 is provided at an exposure
portion 26b on the upper portion of the case 26 in
the figure, which i1s exposed ocutside the main body
2 when installing the cartridge 25 on the main body
2 of the portable game machine 1, and anA/D converter
30 stored in the cartridge 25 is connected with the
ultraviolet sensor 29, as shown in Fig.2. The A/D
converter 30 is connected with the terminal portion
20a, and i1s free to be connected with the bus 16 of
the contrcl unit 10 of the game machine 1.

[0021]

With the game machine 1 having such a structure,
various kinds of games can be played on a picture
of the display 2 by loading the program stored in
the ROM 18 of the external memory 17 in the RAM 13
and executing the lcaded with the CPU 11. Besides,

the game machine 1 1s connected with a predetermined

11



of the display 3 by |oading the programstored in the ROM 18 of the
external nenory 17 in the RAM 13 and executing the | oaded with the CPU 11.
Besi des, the gane machine 1 is connected with a predeterm ned 11 network,
controlling the conmuni cation control <circuit 20, so that nessages can be
exchanged and a battle type of gane can be enjoyed between the gane
machine 1 and ot her one. [0022] The conputer for executing the gane
software according to the invention is the portable ganme machine 1 as a
gane nmachi ne for hone, for instance. Besides, the ganme nachine 1 may not be
a devi ce neddicatked foeond yamd ihut by be andevi teaftoro pl agiongt rbdck
general nusic and inmages stored in a storage nedium Furthernore, any
conput er, csuchuas & Operssonahaconpetsera ard o avbide phoreanigs dvainldbl e as
| ong as gane software can be executed thereby. [0023] Various kinds of
prograns andaddt heot yoite cfargamsot ewabe BGP any hé st oeed ithanyafisr m as

|l ong as these can be read out by the function of the program of the gane
sof tware B@ZhTh&sel mayr beodthor 8d 9™e -t he ROM 18 together with the program
of the game software BGP as the present enbodi nent, or nay be stored in an
out si de mé®dfty2deans, such as a server,

The computer for executing the game software
according to the invention is the portable game
machine 1 as a game machine for home, for instance.
Besides, the game machine 1 may not be a device
dedicated for a game, but may be a device for playing
back general music and images stored in a storage
medium. Furthermore, any computer, such as a
personal computer and a mobile phone, is available
as long as game software can be executed thereby.
[0023]

Various kinds of programs and data of the game
software BGP may be stored in any form as long as
these can be read out by the function of the program
cf the game software BGP. These may be stored in
the ROM 18 together with the program of the game
software BGP as the present embodiment, or may be
stored in an ocutside memcry means, such as a server,
which independent cof the game machine 1 so as to
download these programs and data in a memory, such
as the RAM 13, through a communication medium means,
such as the Internet with read program which is set

in the game software BGP.

12



whi ch i ndependent of the game machine 1 so as to

downl oad t hese prograns

and data in a nenory, such as the RAM 13, through a communi cati on nmedi um
such as the Internet with read programwhich is set in the gane

nmeans,

software BGP. 12 [0024]

After a predetermned initializing operation (such

as the operation of power on) in the ganme machine 1, the CPU 11 firstly

executes a predeterm ned

initialization processing according to a program

of theROML2. After finishing the initialization, the CPU 11 starts to read

t he gane software BGP, which
17, and s$parz s]ganme processing according to this program
operates the input device 4 for start of the gane, the CPU 11 starts

various confrfalsr sneeesdaty frol nexeduti ohadfi ¢ he Qgame: aacarshngs teH he

is stored in the ROM 18 of the external

menory

When a pl ayer

routi nes of the gane software BGP. [0025] The gane software BGP as shown in

Fig.2 shoas orhy ogoé bwarieorl enenps wet chnrjel ahes Heo tlaan e nmenth dn eof

ones

conprising the gane software BGP. That is, the gane software BGP stores
vari ous piogramse add @atlal whicls tare nexessarysfoa exeeute brrofimeghme with
the gane software BGP, including ones shown in Fig.2. [0026]

initialization processing according to a program of
the ROM12. After finishingthe initialization, the
CPU 11 starts to read the game software BGP, which
is stored in the ROM 18 of the external memory 17,
and starts game processingaccording tothisprogram.
When a player operates the input device 4 for start
of the game, the CPU 11 starts wvarious controls
necessary for execution of the game according to the
routines of the game software BGP.

(0025]

The game software BGP as shown in Fig.2 shows cnly
software elements which relates to the invention of
ones comprising the game software BGP. That is, the
game software BGP stores various programs and data
which are necessary for execution of a game with the
game software BGP, including ones shown in Fig.Z.
[0026]

When starting the game, area designation program
DDP of the game software BGP is booted. The area
designation program DDP displays a message for
inviting a player to input a resident area of the
player on the display 3 through the CPU 11 and the

image preoccessing circuit 14. The player can select

13



When starting the gane, area designation program DDP of the gane software
BGP is booted. The area designation program DDP displays a nessage for
inviting a player to input a resident area of the player on the display 3
through the CPU 11 and the image processing circuit 14. The player can
select 13 his (her) own resident area of prefectures and states which are
di spl ayed on the display 3 as a list by noving a cursor which is displayed
on the display 3 to a position where the resident area of the player is
di spl ayed with proper operation of the push button switch 6. [0027] When
sel ect i nghawn (hesr dem¥ nar ea ibye hhieaplesy erf formoef etdieu akea ameprseseneat i on on
the display 3 (Step Si  of Fig.5) , a selection signal Si is inputted in the
CPU 11 t hwaughht herdbud ilspmbai®d Receitvihag dhs plsiygnadl as theldrea btesi gnation
program DDP reads a rainfall table TBL out of the gane software BGP, and
sear ches mandi gt ract s riswer r aitrf @hl igf dhe @regewhers tthee pbaysp 1l alyvi ves,
whi ch was selected by the player (Step S2 of Fig.5). [0028] The rainfall
t abl e TBL3storasp avdrtage nr @ibrdf af| sheRve § be etrhie aespectfi & capelasyARA i n
countries (regions) which El ayers live as areal rainfall data,
isdisplayedwith proper operation of the push button

switch 6.
100271

When selecting own resident area by the player from
the area representation on the display 3 (Step S1
of Fig.5), a selection signal S1 is inputted in the
CPU1ll throughthebuslinel6. Receivingthissignal
the area designation program DDP reads a rainfall
table TBL ocut of the game software BGP, and searches
and extracts therainfall of the area where theplayer
lives, which was selected by the player (Step S2 of
Fig.5).
[0028]

The rainfall table TBL stores average rainfalls
RVs for the respective areas BARA 1in countries
{regions) which players live as areal rainfall data,
as shown in Fig.4. The area designation program DDP
immediately reads through the CPU 11 the rainfall
RV of the area ARA which the player lives, the area
being selected with the selecticn signal S1 by the
player, out of the rainfall table TBL.

[0029]

The ultravioclet sensor 29 always detects the
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as shown in Fig.4. The area designation program DDP inmediately reads
through the CPU 11 the rainfall RV of the area ARA which the player lives,
the area being selected with the selection signal Si by the player, out of
the rainfall table TBL. [0029] The ultraviolet sensor 29 always detects the
14 ultraviolet volume radiated on the sensor 29 and outputs the detected
value to the A/D converter 30. Sunlight continuation tinme neasuring program
LCP of the ganme software BGP al ways nonitors volune of ultraviolet rays
which is outputted fromthe AAD converter 30 through the CPU 11, and judges
as to whetlher aori bt tsunbilgihtei s gd ésanddy oshi hhiengsem sde 2or tald e gane
machine 1, that is, on the ultraviolet sensor 29 fromthe nonitored val ue
(Step S3 ofuthpgt® tl608e]t 4 ntetchera Wwords,o itth eaB¢ Dviery eviehet alrt Bdvi ol et
sensor 29 of the cartridge 25 which is installed on the portable gane
machi ne 1Sdetkéioh uleeaviiol et triays bome memsua pn gdetrergn andLEd o, t hat

is, ultraviolet rays nore than constant intensity, the sunlight

cont i nuat itdve t igAM eeas@ ity peogh M LEPWaidgemonhitough tthel@me 1P & hat t he
portable game machine 1 presently gets sunshine, and instructs a scenario
devel opnenitl ¥ 8griadd SHP B shevfarmeh séfs waikd BGPtiegd from the A/D

converter 30 through the CPU 11, and judges as to
whether or not sunlight is presently shinning on the
portable game machine 1, that is, on the ultraviolet
sensor 29 fromthemonitored value (Step $S3 of Fig.5).
[0030]

Inotherwords, incasewheretheultraviolet sensor
29 of the cartridge 25 which is installed on the
portable gamemachine l detectsultraviciet raysmore
thanapredetermined value, thatis, ultraviolet rays
more than constant intensity, the sunlight
continuation time measuring program LCP Jjudges
through the CPU 11 that the portable game machine
l presently gets sunshine, and instructs a scenario
development program SDP of the game software BGP to
proceed with the game accocrding to an usual game
scenario (step S4 of Fig.5). The scenario
development program SDP is a program for controlling
scenario progress of the whole game, and the game
scenarico develops by this scenario development
program SDP through the CPU 11.

[(0031]

On the contrary, 1in case where the ultraviolet
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proceed with the gane according to an usual game scenario (step $4 of
Fig.5). The scenario devel opnent program SDP is a program for controlling
scenari o progress of the whole ganme, and the gane scenario develops by this
scenari o devel opnent program SDP t hrough the CPU 11. [0031] On the
contrary, in case where the ultraviolet 15 sensor 29 of the cartridge 25
which is installed on the portable gane nmachine 1 detects ultraviolet rays
| ess than a predeterm ned value, that is, ultraviolet rays |less than
constant intensity, the sunlight continuation time nmeasuring program LCP
judges theoughrt B@ CRU tlliet hatr t heé dgpe t 4bl ehgamke mechimet al Jpedsemt |y does
not get sunshine, and starts to neasure the tinme with a tinmer (not shown)
(step S5 tbfe Piogk B b O3 Mhe hsumki e cemtt auat kara Y i we ereasayisng
program LCP judges whether or not the tinme neasured by the tinmer reaches a
pr edet er nigexb tien H pesidptsgotned gaohuelfthigd fgdgreitr fy ithae tt he time
measured by the timer does not reach the predetermned tine Ti, the
program r BBurhs ltos 8t ph 83 i aoRiHE BNt he ntti ¢reF 1 epnt i hnes s vrebshrte t he

time so long as the sunlight continuation tine measuring program LCP does
not continuation ime measuring program LCP Jjudges

through the CPU 11 that the portable game machine
1 presently does not get sunshine, and starts to
measure the time with a timer {(not shown) {(step S5
of Fig.5).

[0032]

The sunlight continuation time measuring program
LCP judges whether or not the time measured by the
timer reaches a predetermined time Tl (step S6 of
Fig.5). 1If the judgment is that the time measured
by the timer does not reach the predetermined time
Tl, the programreturns to step S3 in Fig.5, the timer
continues to measure the time so long as the sunlight
continuation time measuring program LCP does not
judge that the portable game machine 1 gets sunshine.
[0033]

In case where the time measured by the timer is
judged to reach the predetermined time T1, the
sunlight continuaticn time measuring program LCP
instructs an event execution judging program EVP of
the game software BGP to compute and judge whether
or not a rainfall event should be executed in the

game . Receiving this instruction, the event
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judge that the portable game machine 1 gets sunshine. [0033] In case where
the tinme neasured by the tinmer is judged to reach the predetermned tine
T1, the sunlight continuation time nmeasuring program LCP instructs an
event execution judging program EVP of the gane software BGP to conpute and
j udge whether or not a rainfall event should be executed in the gane.
Receiving this instruction, the event 16 execution judgi ng program EVP
conputes a rainfall probability RRwith a proper algorithmon the basis of
the rainfall RV of the area where the player lives, which has been
extr act ed efromutthieo ar dar dledinghap F oy r pmodriain Domp hteugha t he i0PEalll (Step S7
of Fig.5) [0034] The event execution judging program EVP basically
conput es Pheobainif bl It yorfdbabi Lt ¢ RR ¢hetthe 1 ppapor hinoanoft e asount of the
rainfall RV of the area where the player |ives. Besides, the program EVP
conput es e thigala i aifrf bl IRProbddi¢ia yeRRWbE reHeh bagil g vof ral svatse of a
character operated by the player in the gane, such as a state of possession
of items, Wakitbud ks nels edt parameters HPem( Kilte poert e dRPsE Fagit poi nts)
, andexperience points . [0035] After thus obtaining the rainfall
probabi | i Br ®Rrram DDP through the CPU 11 (Step 87 of Fig.5).

[0034)

The event execution judging program EVP basically
computes the rainfall probability RR in the
proporticon of the amount of the rainfall RV of the
area where the player lives. Besides, the program
EVP computes the final rainfall probability RR on
the basis of a state of a character operated by the
player in the game, such as a state of possession
of items, wvarious kinds of parameters, HPs (hit
points) or MPs {(magicpoints), andexperience points.

[(0035]

After thus obtaining the rainfall probability RR,
the event execution judging program EVP computes as
to whether or not the rainfall event should be
executed in a scenario of the game on the basis of
the rainfall probability RR (Step S8 of Fig.5). If
no execution of the rainfall event is determined as
the result of the computation, nothing is executed
and the processing finishes. In such a case, the
scenario of the game is usually developed according

to the scenario development program SDP.

(0036]
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the event execution judging program EVP conputes as to whether or not the
rainfall event should be executed in a scenario of the gane on the basis of
the rainfall probability RR (Step S8 of Fig. 5) . if no execution of the
rainfall event is determned as the result of the conputation, nothing is
executed and the processing finishes. In such a case, the scenario of the
gane is usually devel oped according to the scenario devel opnent program
SDP. [0036] 17 If the execution of the rainfall event is determined as the
result of the conputation on the contrary, the event execution judging
progr am EVPILifnt érer gptesc utHe mceham o rdeve f epnkestv onogr am SDR,rrand eidhst ruct s
the scenari o devel opnent program SDP to execute the rainfall event.

Recei vi ngatshishiengste siotlitong £t Heéh e sceomap i & adevenopnent hyr ogparh SOPyr.eads
rainfall event program REP for executing the rainfall event which

conpri sestite gand tsof X daret BaR thrddgn d her oCRLAMIEVhdi nhe rakpftad | event
program REP executes the rainfall event in the scenario by displaying rain
in a thre&hd mehsheial oviemsal cppeRrtvwAr S has B&dh Fraddubed hyctire gane
software BGP on the game screen on the display, that is, in the RAM3 with
an ani mat térf TREHEGhT Phe O 2P b tt RE q FragE BrioRes8i pgectweai £hel4.

rainfall event. Receiving this instruction, the
scenario development program SDP reads rainfall
event program REP for executing the rainfall event
which comprises the game software BGP through the
CPU 11, and the rainfall event program REP executes
therainfall event in the scenario by displayingrain
in a three-dimensional virtual space which has been
produced by the game software BGP on the game screen
on thedisplay, that is, inthe RAM3 with ananimation
through the CPU 11 and the image processing circuit
14.

[0037]

Which event is executed in the rainfall event is
optional. That is, the rainfall event program REP
can execute various kinds of events through the CPU
11. For instance, an object of a character in the
three-dimensional virtual space may be controlled
to move so as toc get out of the rain, a character
operated by the player may be changed into ancther
one, a magic may not be used or HPs (hit points) or
MPs (magic points) may be reduced with passage of

time due to abnormal status.
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[0037] Wiich event is executed in the rainfall event is optional. That is,
the rainfall event program REP can execute various kinds of events through
the CPU 11. For instance, an object of a character in the

t hree-di nensi onal virtual space nay be controlled to nbve so as to get out
of the rain, a character operated by the player nmay be changed into another
one, a magi ¢ may not be used or HPs (hit points) or Ms (magic points) my
be reduced with passage of tinme due to abnormal status. 18 [0038] The CPU
11 executes the sunlight continuation tinme measuring program LCP even during
the executDOB®F the rainfall event by the rainfall event program REP
through the CPU 11, and judges as to whether or not the portable gane

machi ne 1, That CHK] lthe xiecnadve sl ehe sansbi gg icpprésent bty ardeimieng t he
sunshine (Step S10 of Fig.5). If the sunlight continuation tinme measuring
progr am LICPajsudyes 9 hat oghea pokCablev ganel u naold reh ¢, edwt uits,orhe

ul traviolet sensor 29 is not resently receiving the sunshine, the rainfal
event probjeamaREPLednt ien‘a@!?ttgYe%ét:%ut@aiLhéahﬂn@alelm'empglimﬁéﬁ S9 of
Fig.5 through the CPU 11. If the judgnent is that the portable ganme nmachine
1, that ¥tBramehuittreat Bletl lsemdBe 2914 §epr ésent Pywhedeh @itngr not

the portable game machine 1, that is, theultraviolet
sensor 29 is presently receiving the sunshine (Step
Si0 of Fig.5). If the sunlight continuation time
measuring program LCP judges that the portable game
machine 1, that is, the ultraviclet sensor 29 is not
presently receiving the sunshine, the rainfall event
program REP continues to execute the rainfall event
in Step 89 of Fig.5 through the CPU 11. If the
judgment is that the portable game machine 1, that
is, theultraviolet sensor 29 is presently receiving
the sunshine as a result of taking out the portable
game machine 1 to the ocutside where the sunshine can
be received by theplayer, therainfall event program
REP stops the execution of the rainfall event which
is presently being executed through the CPU 11,
[0039]

If the stop of the rainfall event is instructed,
the scenario development program SDP stops the
executionof therainfall event by the rainfall event
program REP which is being executed, interrupting
the usual scenario development, and returns to a mode

where the usual scenario is executed (Step S11 of
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the sunshine as a result of taking out the portable ganme machine 1 to the
out si de where the sunshine can be received by the player, the rainfall
event program REP stops the execution of the rainfall event which is
presently being executed through the CPU 11. [0039] If the stop of the
rainfall event is instructed, the scenario devel opnent program SDP stops
the execution of the rainfall event by the rainfall event program REP
which is being executed, interrupting the usual scenario devel opnent, and
returns to a node where the usual scenario is executed (Step S1l of 19
Fig.5). Wierg it e .raiwmhald euentrasrsfappede vehet disspbaymbpetihe thien on the
display 3 with an animation is stopped. [0040] The scenario devel opnent
progr am SR spaharebdasbe aadisadvaritagebl spdtay of wa tharact e mastutkras an
abnormal status which occurred on a character during the rainfall event by
t he rainfabkl svempedegram REP by receiving a predeterm ned strength or a
predeterm ned tine of the sunshine, that is, by giving the ultraviolet to
the ultravi0dl4® lsensor 29. And, the sunlight continuation tine neasuring
program LCP conputes and judges the strength of the ultraviolet and the
time of recé@ihg nyceme nier g vpdtopment program SDP can release

a disadvantage state of a character, such as an

abnormal status which occurred on a character during

the rainfall event by the rainfall event program REP

by receiving a predetermined strength or a

predetermined time of the sunshine, that 1s, by

giving the ultraviolet to the ultraviolet sensocr 29.

And, the sunlight continuation time measuring

program LCP computes and judges the strength of the

ultraviclet andthetimeof receivingtheultraviclet

from the output of the ultraviolet sensor 29 through

the CPU 11.

[0041]

In the above-mentioned embodiment, the CPU 11

comprises a game control unit, and the combination

of the CPU 11l and specific software comprises varicus

kinds ¢of means of the game control unit, but at least

a part of these means may be replaced by a logical

circuit. Besides, the invention may be comprised

as variously scaled game systems in addition to as

a game system for home use.

INDUSTRIAL APPLICABILITY
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fromthe output of the ultraviolet sensor 29 through the CPU 11. [0041] In
t he above-nenti oned enbodi nent, the CPU 11 conprises a gane control unit,
and the conbination of the CPU 11 and specific software conprises various
ki nds of neans of the gane control unit, but at |east a part of these neans
may be replaced by a logical <circuit. Besides, the invention may be
conprised as variously scaled gane systens in addition to as a gane system
for hone use. | NDUSTRI AL APPLI CABI LI TY 20 [0042] The invention can be
utilized as an el ectronic ganme equi pnent utilizing a conputer and
recreationélo43sdftware to be executed through a conputer. 21 CLAIMS 1. Gane
program for progressing a gane according to a predeterm ned scenario on a
screen of aTdisplrewyeby i execani g stanar e ddevebhopaermc program s ameugh a
conputer wth which a sunlight sensor is connected, conprising: said gane
pr ogr am beidvg gars br ogr amifok nget &i nyoBRIWE e sonpder res exadut@nete

foll ow ng procedures; area input procedure for inputting an area where a

pl ayer |i¢efEWaadfght &an Bapet qeans dhitdr ¢ 8 gdonpectaggputer .
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with said conmputer; rainfall probability conmputing procedure for conmputing a
rainfall probability corresponding to said area which has been inputted by
said area input procedure; sunlight judging procedure for judging as to

whet her or not said sunlight sensor receives the sunlight for a
predeterm ned tine; event execution judging procedure for conputing and
judgi ng aspipvaghet her or not a rainfall event should be executed on the
basis of said rainfall probability if said sunlight judging procedure

j udges sai d_sunlight sensor 1%@;5 not receive the sunlight for a

predet er mi neéd t73Es PRPAFEM e TeXETTTI R PBr SENMUr 2SFBFIERAc A iy sai d

rainfall gvemdcdinenddedstengtngd sai dascapakied, dfnt%”l!ﬁé&ﬂgaya_ n%;mal
scenari o devel opnent if said event execution judging proceduré judges that
sai d rai "éx¢tut evenscshaulie Isevedanmneed @oewchm etbiopglgiangcawltight at a

[ f . | | udgi whet h L d l'i gh [ h
sunt 1 oht Btr g s Bct PBRCHR TR AP AP o nt ) PORVERE By SATHEPANAfal | event

execution procedure; 22 rainfall event execution continuing procedure for
conti nui ng tsaiexeganne pabdreai feing egyent Iprogmiac rhenf glelt t imgendasXecut i on

rocedure as long as said procedure. of . judgin unlight at a tinme of an
gvent jud@%@p?%%f E%j%xegﬁﬁ?ibﬁ? t%%ggwlﬁ% rﬂg?gVE%E?ve the sunlight; and

area 1input procedure for inputting an area where a
playver lives through an input means which is connected

with said computer;

rainfall probability computing procedure for computing a
rainfall probability corresponding to said area which has

been inputted by said area input procedure;

sunlight judging procedure for judging as to whether or
not said sunlight sensor receives the gunlight for a

predetermined time;

event execution Jjudging procedure for computing and
judging as to whether or not a rainfall event should be
executed on the basis of said rainfall probability if said
sunlight Jjudging procedure judges said sunlight sensor

does not receive the sunlight for a predetermined time;

rainfall event execution procedure for executing said
rainfall event in a predetermined said gcenario,
interrupting a normal scenario development if said event
execution Jjudging procedure judges that said rainfall

event should be executed

procedure of judging sunlight at a time of an event for
judging whether not said sunlight sensor receives the
sunlight during execution of said rainfall event by said

rainfall event execution procedure;
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rainfall event execution stop procedure for stopping executing said
rainfall event by said rainfall event execution procedure and returning to
a node of executing said normal scenario if said procedure of judging
sunlight at a tinme of an event judges that said sunlight sensor receives
the sunlight; whereby a tinme to continue said rainfall event by said

rainfall evenli 589Ut | OfeRF OCRUIRILGR/M e Rl hed Buecdarahetigr or not
said sunlight sensor receives the sunlight. 2. The gane program accordi ng

to cl ai mdonwheveny sai dxegatre perogr amihde ldamyemtodnamdior fainfelkl getting
sai d conggter to exgpute an arga rai nf al,l congutig%iprocedure f or
nd

sear chi ng LR exr TR |1nod1 aPFarnfarr c%?ré?ﬁ’g ﬁg § 58F8C398§evm%§e sai d
pl ayer |iyesgwhyclaunas gbgenad nautdiet &F sal &waea aYesproceduseidrom area
rainfall data, and said rainfall probability confuting procedur e conputes
sai d rai nfarl1phbbapnee¥ ydessr8eporaFrAgvEotBai auat éghbn apfle basis of said
rainfall which has been searched and extracted. 3. A gane nachine for

progr essi ng ra ig@8 12CeQkdkNdekOcdt 1 OF eSS NMpRedesiceRar E8rons@oSsieen of a
di splay by executing scenario devel opnment program through a computer wth
whi ch a senétghingensaidi srgonhett edevennprivgi nepi@3 mabafdhputeverins for

 nputti nganay oa where 3 plavels LLYgs,tRLough anygput, qreans ghich is

said normal scenario if said procedure of judging sunlight
at a time of an event judges that said sunlight sensor

receives the sunlight;

whereby a time to continue said rainfall event by said
rainfall event execution procedure can be controlled due
to whether or not said sunlight sensor receives the

gunlight.

2. The game program according to claim 1, wherein said
game program has game program for further getting said
computer to execute an area rainfall computing procedure
for searching and extracting a rainfall corresponding to
sald area where said player lives which has been inputted
by said area input procedure from area rainfall data, and
said rainfall preobability computing procedure computes
sald rainfall probability corresponding to said area on
the basis of said rainfall which has been searched and

extracted.

3. A game machine for progressing a game according to a
predetermined scenario on a screen of a display by
executing scenario development program through a computer

with which a sunlight sensor is connected, comprising:
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conputer; rainfall probability conputing neans for conputing a rainfal
probability corresponding to said area which has been inputted by said area
i nput neans; sunlight judging nmeans for judging as to whether or not said
sunlight sensor receives the sunlight for a predetermned tinme; event
execution judgi ng means for conputing and judging as to whether or not a

rainfall evgpbasheph@ hRefxecybed irghiddigidaghs a@kasaikFail Bf ilayRrobability
if said sunlight judging nmeans judges said sunlight sensor ddes not receive
t he sunl ilghtes orhzopgledenedmbrnéd meams, wWhiiqif al$ eovnecegdcutiitdn sedahs for

executinqx%@u err_ainfall event in a predeterm ned said scenario

interruptlnéja normal scenario devel opnent if said event execution judging
means judges that said rainfall event should be executed; neans of judging
sunl i ght at rainfsélofprebavehity orconmuiging weetiser foot cempusimyi ght sensor

receives the nlight duri execution_.of said rainfall event by said

rai nfall Hﬁﬁﬂﬁa e%g$?%%l%%ggsFofgﬁﬁpgpﬁlggeﬁf é%%%ﬂt?Bﬁac ﬁﬂfﬁui nmeans
for contigrdMgnga teXEas) sl thred bt exeiis by said rainfall event
execution neans as |long as said procedure of judging sunlight at a tine of

an event judges.that said sunlight _sensor does not receive the sunlight;
and rainfalﬁgﬁiéﬁgteﬂégﬁﬁﬂ&1mﬁ fns) Y1 oppi hg whether or not

gaid sunlight s=sensor receivegs the sunlight for a

predetermined time;

event execution judging means for computing and judging
as to whether or ncot a rainfall event should be executed
on the basis of said rainfall probability if said sunlight
judging means judges said sunlight sensor does not receive

the sunlight for a predetermined time;

rainfall event execution means for executing said
rainfall event in a predetermined gaid scenario,
interrupting a normal scenario development if said event
execution judging means judges that said rainfall event

should be executed;

means o©of judging sunlight at a time of an event for
judging whether not said sunlight sensor receives the
sunlight during execution of said rainfall event by said

rainfall event execution means;

rainfall event execution continuing means for continuing
to execute said rainfall event by said rainfall event
execution means as long as said procedure of Jjudging
sunlight at a time of an event judges that said sunlight

gensor does not receive the sunlight; and

rainfall event execution stop means for stopping
executing said rainfall event by said rainfall event

execution means and returning to a mode of executing said
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executing said rainfall event by said rainfall event execution nmeans and
returning to a node of executing said 24 nornmal scenario if said procedure
of judging sunlight at a time of an event judges that said sunlight sensor
receives the sunlight; whereby a tine to continue said rainfall event by
said rainfall event execution means can be controlled due to whether or

not said guld OhlcSe0sos {£CELYESpLBEeaUPL! B8Rt udd3ng sunlight at a

time of an event judges that said sunlight sensor receives

the sunlight;

whereby a time to continue said rainfall event by said
rainfall event execution means can be controlled due to

whether or not said sunlight sensor receives the sunlight.
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