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APPARATUS AND METHOD FOR EXECUTI NG A GAME PROGRAM HAVI NG &E%%Eﬁé
THEREI N BACKGROUND OF THE | NVENTI ON The present invention r

apparat’'us and nethod for executing a game program having advﬁg?@nggfs’z.
therein and, nore particularly, to appakatus and method for executing a

gane programin which advertisenents diSplayed therein can be updated by

downl oadi Verd! SRRt data prior to the execution thereof.. As is
known, Vi ‘@N dgﬂ%m&: BCQTING, f GANE, PBOBRAYr and are
general ly e RATAHENE, JE ny video ganes, for exanple, auto
racing prograns and flight [err r aLe cially available in
the formof gane systens a A?]p. 6 [m may be executed by

per sonal corrput'ers_,rihg t he hn

. t
i e 519&%@%fkfgnv§aebogwae£9%é%g§§geu§wLnstc9@& 0

round scenari o such ouses, CI

sky-linec.gobi bkbaaridg, al 885 prelygam RaRg witérdiweneacbngheania kadake the

auto racing game appear "realistic". To make the game further appear
real i sticmovel phoeras aghd. othappawshua g Meshed kg exernt itk & éMAg
program di spl ay either, generic "non-co rcial informtio
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the softwgql.e 4o i858 R KEL! LIAENsemc ROVWBMES prabf E0leHRORTRES @in
advertis\é%tdsowgecausrggdhey ar e not mientendedptro persuade the viewer to -
purhase ihaegi.fic product. Furthernore. even if a particul ar gane

program contains an_advertisment therein that can be )g:.onsi“dered to be a
commerci al adverti shfeht kneWRe eV ifipfe games or “gama machines® are

extramely popular and ave generally located in video arcades.
Many video games, for example, auto racing programs and flight
cimulatrnrn, now ara caommarcially available in the form of game
gyrteme and camputar programs that may be executed by perconal
computers in the home. Such game programs, for example, auto
racing programs, dixplay background scenario asuch as houses, city
gky-linec, billboarde, trees, atc., along with the racing cars to
make the auto racing game appear “realistic". To make the game
further appear realistic, billboarde and other such advertising
signs in the racing program display either generic
"non-commercial* information, e.g., *New York City 20 Miles
Ahead*, or an advertigsament of the company.that produced the
goftware. Theée adverni#emanna. hawevar. arve not commercial
advertigements because they are nat intended to perguade the

. viewer to purchasa a apacific .p:oducc. Furthermore, even if a

particular game proqram contains an advertisament therein that

can be considered ro he a commercial advertisement, since game



2 prograns generally are not nodified once they are rel eased for purchase
by the public, there is the possibility that such an adverticenent included
i n.the gane programw || becone "obsolete”" within a short period of tine
after the purchase thereof, for exanple,,as when the advertised product is
no | onger sold. Therefore, one problemencountered with typical gane
progranms is their general inability to maxim ze profits nmade from
advertisenments that are displayed during the execution thereof. Profits
usual |y are nmade fromthe purchase cost of ganme prograns and not from -
Sponsors (programadyenaialdys pre net mRdifiiedeRBAT SLAHAR M &edraptRy Y when
ganme prograns_are executed could be changed in_a, rmjfm'{:er irp’ Isgéhtgnthat of
tel evi si orPBCHGPENBY FhEatPUDS 1Chy tBPES i %S‘eapﬁﬁﬁ’ﬁ%l or

Q .
or’ changrng commer ci al
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such game prograns wou substantially increase. Furthernore, and simlar
to comer oAl hirelaeBheienper fodpiodf ttife f 4fie i divee purahase visrdresnefibs i n gane
programs increased, software conpanies could in theory, substantially | ower
t he pur chaseampliece asf wban hthparadviers§sadsprpdudt, iBnneutengdepdoddgeneral |y

result in the increase of consuner rplﬁichaser thereaf. .Tgeref.org, it 1s an
object of the presedherriefiti APa XFPLGTRIEIPA I VAR TR A8Pe

Cre o SRR BB AC LI TER N cLARELR PP YO Eob
advertieements that are displayed during the execution thereof.
Profite uaually are made from the purchage cost of game programs
and not from sponsors (i.e., advertisexg). If advertisements
that are displayed when game programs are executed could be
changed in a manner gimilar to that of television programa, that
is, by providing a means for changing commercial advertisements
in already purchased game programs, profits on the sale of such
game programs would substantiazlly increapc. Purthermwore, and
similar to commevaiial televiaion, if profita from commercial
advertisemente in game programs increased, software companies
could, in theory, substantially lower the purchase price of such
game programe which, in turm, would generally rasult in the
increage af consumar purchagae thereof.

QBJIECTS OF TEE INVENTION
Therefore, it is an object of the present invention to
provide apparatus and method for executing a game program having
advertigements therein which overcame the shortcomings of

exipting game programs and systems.



3 Anot her object of the present invention is to provide apparatus and

met hod for executing a ganme programin which the advertisenents contai ned
therein can be nodified. A further object of this invention is to provide
apparatus and net hod which inhibits the execution of a game program unl ess
adverti senent data therein is up-dated. Yari ous ot her obj ects, advant ages
and features of the present invention wll becone readily apparent to
those of ordinary skill in the art, and the novel features will be

particul arly point 88o8her| abiert pdidePrepanksi NG X3 LPHRYOVIEA&/ENTI ON

I'n accordance with one engoginent of the present invention, gfpgrahus and
met hod opRREREAHUS BeLhgd bt profiath e &4 BRRGr HrOFERBI vk Yiichethe

downl oad via g transm ssi line), at predeterm Lres (e.g., on each
new day o?CECH 5 e "h%nggﬁé"%?ogﬁ%ﬁﬁﬁg;é%%e%ﬁte 1Qg%£§gch tim the gane

sysytemis turned q0)radvert hphRoe dat akfintiniehetien 18 8b padsiqeone
advertisenent, store the received advertising data in the nerory, execute

t he ganme pppatatustandthathodhehienni yhiledwh ahiep ekeduspbayotiad agame ch
corresponds to the advertisenent data stored in the nenory in accordance
with the pangrpmognbess Aslvsvsiscpest déta fehquedsens upvdatedn the gane
ool oo 5t fhe pr CURT L HERak Gbgacte. jadvantages and Features of the
present invention will become readily apparent to those of
o’rdina_ry skill in the art, and the novel features will bé.
particularly pointed out in the appended claims.
SUMKRRY OF THE INVENTION
n nccordnﬁce with one embodiment of the present
inventian, apparatug and mathod oparate to store a game program
in a memory, receive (i.e., download via a trangmission line) at
bredet-emined-timea {(e.g.. on each new day or each t:.me the game
program is exerured, or each time the game system is turned on)
advertiging data that relates to at least one advertisement,
etore the received advertising data in the memory, execute the
game program stored in the wmemory. and output display data which
corresponds to the adverﬁiaement data stored in the memory in
accordance with the game program.
Ao onn acpect of the present invention, the game
program. is inhibited from being executed when advertisemeat data

is not recoived at the predetermined times.



As anot her aspect of the present invention, the game programis received
With the advertising data when it is executed the first time. [err] yet a
furit her aspect of the present invention, a gane identification code, which
identifies the ganme prngramto be executgd, is transmtted to a gane
service provider, and advertising data that corresponds to the game program
identified by the ganme identification code is received fromthe ganme
service provider. As yet another aspect of the present invention, a

plurality of adver tziss!mtﬂa&aasgééesmn@wgplt@eampllumhttmnof tBaNBa@é Ogr ans
are received (e.g., via a satellite transm ssion), and display data which

cor respongrbgradVid iR data ohet bévexersireyl Baree Whedgidamisseratpued
during the execution thereof. In accordance wi th another enbodi ment of the
present iwhenfioat bpparatus and nethod operate to store a gane program
and advertising data that rel at s to a Iurgli%¥ of advertisements in a

menory, receive at PF Rt & hYF RFERSH 8 RF S8 i DIRAEAPR «t Rat

denti f { t
or ogr am < STE SPRIE AR ETASS %anl‘dsaﬁ*t’l%eqs“*ff Sy A eBeT

the sel ectgdagart aaee?m&u?@cw%t 'af 'g‘%qxe' Be&bfcédg«%h&éfl,g &Rl ection data
at respective times in accordance withthe ganme program 5 BRI EF
PESCRI PTI Qéveddtisihh dRRAWRNGS rorresponds to the game program identified
by the game identification code is received from the game service
providey.

As yet another agpect of the present invention, a
pluralify of advertising data correaponding to a plurality of
game programs are receivad_(e.g.; via a gatellite transmission),
and diegplay data which correspond to advertisemeant data of the
executed game program is output during the execution thereof.

In accordance with another embodiment of cthe present
invention, apparatua and wethod operate to store a game program
and advertising data that relates to a plurality of |
advertigemente in & memory, receive at predetermined times’
‘advertiaing selection data that idontifiec selocted
advertigaements stored in the memory, exacute the game program
atored in the memary, and out:.pﬁt digplay data uh_ich corresponds
to the selected advertisements as identified in the advertising
ae}accion data at regpective times in acrardance with the game

program.



The follow ng detailed description, given by way of exanple and not
intended to linit the present invention solely thereto, wll best be
appreciated in conjunction with the acconpanyi ng draw ngs. wherein |ike
reference nunmeral s denote |like elenents and parts, in which: Figs. 1A and
1R are pictorial representations of an agt o racing gane in which two
different advertisenents are displayed; Figs. 2A and 2B are pictorial
representations of another [err] of the [err] racing gane in which two
different advertisenents are displayed; Figs. 3A and 3B are schematic

di agrans of the data structure of a ganme program stored in the gane system

of the present invention; Pigg | fp eration of the
gane system of the prevent invention; Figs. ~an schematical ly
illustrate the data strinet fivklodimwy geneipedglemerspoied, igivtaheb;gam? aystem
I n accordance wi th_anot her enbodi nent of the present invention; 6is a

flow chart of Vf@PdBetd iO§ sPTeRdrddfe 1apst henRYFRGNY Hé“’&ﬁf-’e?"st edwr e
shown in Figs., @%e@@d-g lh%e ECQ£d byt *%ecgkﬁ?ﬁ@;drpwegﬁes &: Fig. 7

is a black di agram of e recerving and ¥ran t he gane
system of the prewpahyify itaWdRas. wrsz%';ﬁ 18xé exelbAgk rdina»gaﬁm&fn&he game

systemin
like elements and parts, in which:

Figs. 1A ana 1R are picrorial representations of an
auto racing game in which two different advertisemente are
displayed; _

Figs. 2A.and 2B are pictorial representations of
another acene of the aure racing gama in which two different
advertisements are displayed;

Fige. 3A and 3R are achgmatic diagrams of the data
strxucture of a game program stored in the gawe system of the
pregent inventicon;

Fig. 4 ie a flow chart of tha aparation of the game

eystem of the present invention;

Figs. SA and KR achematically illustrate the data
structure of a game program stored in the game system in
acaordance with anorher embodiment of the present invention;

Fig. 6 ia a flow chart of the operation or the game
eystem having the dara structure shown in Figa. SA and SB in
accordance with the preasent anepcion:

Pig. 7 im a blaock diagram of both the receiving and

‘tranemitting sides of the game aystem of the'prcaent invention;



accordance wth anot her enbodi nent of the present invention; Fig. 9 is a

bl ock di agram of the ganme systemin accordance with a further enbodi nent of
the present invention; Figs. 10 A and 10B are schematic diagrans of the
data structure of game data received by t he gane system shown in Fig. 9;
and Fig. 11. is a schamatic dlagran1shomnng mul tiple gane systenms which
receive gane data froma single host conputer in accordance with the
present invention. DETAI NED DESCRI PTI ON OF CERTAI N PREFERRED

EVMBODI MENTS Referr 'ﬂ%} N@W; £ 0, t o & a3 iptfam BifJEheldanr@dsydt &k eirpi ctori al
representations of auto racing gane 1n which a conmercial advertisenent
"Ais dj splAYEtONia WisnhbRAF demBodigentl A fantea piebibar eivednierci al
adverti sement "B" I's displayed on the billboard as shown in Fig. 1B.
Simlarly. Figs. 2Aiand 2Bsarebpockodisgraremeddet gamensysteanst her “scene”
of the auto racing pro%aan1|n whi ch conmerci al _ advertisenents "C' and "D',
respect i vekgprdaaceliwin ybduéﬁhﬁﬁeeﬂbeghFﬁEFcﬁ RS PIEESHLCARVERT IR  As
seen from both set of F| 1A a 1B_and S d t nts
"A" and "B" are di sptE§e q’h at"ﬁqugrr@rgcgﬁg ‘g?t’trz'%l D&(g‘%‘r%ag?ngﬁ%r%%?g%( of
course, i, difLerente i ES)a AN ANAULSHIPPRS ddne AYLCUN oBbSR herig
dlsplayed |ﬁuf e Sane Scene of the auto cl ng program F@ferrlng next
to Figs. %A apd 38 of the drawi ngs, the data structure of a game program at
two different tines of

Fig. 11 i® a schamatic diagram showing multiple game
ayasteme which receive game data from a single host computer in
accoyrdance with the precent invention.

PETAILED DESCRIPTION QF

Referring now to the drawings, Fige. 1A and 1B are

pictorial representatione of an auto racing game in which a
‘commercial advertimement “A% is displayad on a billhoard in Fig.
1A and a different commercial advertisement "B" is displayed on
the hi]lb&ard as shown in Fig. 1B. Similarly, Figs. 2A and 2B
are pictorial representations of another “"scene" of the auto
racing program in whirh nammercial advartiaements "C* and “D*,
rvespectively, are displayed on the clothing of the racing car
driver. As seen from both met of Pigé. 1A end 1B and Figs. 2A
and 2B, advertisements "AY and YB* are displayed in the_aame
gcene of the auto racing program (of course, at different times)
and advarticamants 0 and ®D¥ also are displaved in the same

soone of the auta racing program. “



execution (to be discussed) in accordance with the present invention are
shown. As shown in Fig. 3A, the gane programis conprised of a main program
M wmhich generally represents the entire game program except for

adverti sement data, and advertisenent data A and C, which are stored in
menory areas AO and CO, respectively. Advertisenent data A and C represent
the comercial advertisenents "A" and "C' shown in Figs. 1A and 2A,
respectively. Thus, when a gane prngram having the data structure shown in
Fig. 3A in execut eRecfeamipnchert ativeridserdnand B8 afsphaydmvinae tWeene
of the auto racing program and advertisenment C i s displayed in another
scene. Fi §3t3PBEYGIaGe ks At HaNEaPECST#mturtdpAifkereaket §2%% ¥ ogr am

h in Fig. 3A t ti Nt dat d D t d
reas a0 SReebion el SFFLShRSTCRD Breauthuty w3l Enipetient e
Thus, wher ' i t 0 Fig.
36 1 oxoun ar e ke fiek URTRRATN PO (LD IR AR BRPEIR A O

the same goape;acest i SaBMH RoyRandmsPLAYES Feit GATERGHELsadyertheéenent D
is displayed (Fig. 2B) in the sane scene advertisenment C was di splayed. |If

adverti segpmntirdagand progian RxepMEcp’ adrant i sekaitodarar,eanapl aced by
advertisenent data B and D. respectively; after the purchase thereof, such

a gane pragvertieatenbedsts e axldudh| ehtight Ave ashverad siar gmemoryi areppr 88i at ed
8 that the main program M and the advertisenent data stored in nenDrX ar eae
AO and CD 3%y CBe IRBPRETI YR si dgivertd®sPgnprdite A and C represent the

coﬁmercial advertisements "A" and “C* ghown in Figa. 1A and 2A,
respectively. Thﬁs, when a game pragram having the data
structure shown in Fig. 1A is executed, commercial advertisement
A is displayed in ofie scene of the auto racing program and
advertisement C is displayed in another scene.

Fig. 3B jillumstrataes the data structure of tha same game
pProgram shown in Fig. 3A, except advertiscment data B and D are
stored in memory aream A0 and C0, respactivaly, inataad of .
advertisement data A and Q. Thue, when the autc racing proéram
having the data structure shown in Fig. 3B is executed,
commarnial advertisement B is digplayed (see Fig. 1B) in the sBame
scene advertisement A was displayed and commercial advertisement
‘D is displayed (Fig. 2B) in the same scene advertisement C was
displayed. If advertisement data A and C in a game program
thore€ore arae replacad by advertisement data B and D;
reapectively, after the purchase thereof, such a game program
would be more valuable to the advertisers. It is appreciated

ELAY



separate nctnoricc, [err] is wall known in the art. Referring nowto Fig. 4,
a flow chart of the operation of a game systemin accordance with the
present invention is shown. Wien a honme gane systemis turned on, -a gane
program (e.g., having the data structure shown in Fig. 3A) is executed at

I nstruction S41 and a sequence of operat Bns is performed in accordance
with the programcode of main program M At an appropriate tinme during the
execution of main program M the advertisenment data séﬁ(l)red in %rea A0, for
exanpl e, wdvwethesanint pdegeam M jand dde PVEEFLERTERE 45D hRAIEY dfch as
shown in Fig. 1A or an instruction $S42. lfi’ .however, ,advertisenent data B

i s storeddnenyeRyeReaPladnd Co IMERS it A 8cREAFLE TEROWh 95 M g. 1B)
in displayed at instrugtion S42. T ro ntinuce at instruction
42 and, aW%%WélFPmaﬁs‘ﬂegﬁh%@%% %é‘%g]%%g "program the
advertisement data stor I.n y e [ epef Epa £ s ayed
at instruction S44,RS‘S gﬁqgé gﬁgmngéiﬂafg?'cgk.ﬁlﬁ%g‘gyﬁp%et iEon 0

instructi g 344hnd NG AINE P AEEBPUSABE | BUES (W& pofealedid dmvahtiostfaction
S45 until the Tonpletion of the program Figs. 5A and 5B schematically

i |l ustrat gnbbg. damvestd teing gaok aygasm psogurmed romac Gorgdmec pragramanot her
enbodi nent of the present invention in which main program M and all qf the
adverti sertent .dabaving B;haC datd Brgmstoget ABAWD n' R e'ﬁ‘a‘.l ns‘Aindifafgegut-rdgat

(i.e., are "fixed" data). However  an adyertisement sglection code Sis
variabl e, WFEFUFRIARGS15ANY |4, SRS RE GREFAVIONS 38 PeY

accordance with the program code of main program M. At an
appropriate time during the execution of main program M, the
advcerticement data stored in area A0, for example, advertisement
data A, is read therefrom and displayed. such as shown in Fig.
1A. 3T an inetructiom K42, tf,_ however, .advertisement data B is
gtored in memory area A0, commérciai advartisemant R (gshown in
Fig. 1B) is displayed at inatruction _84'2. The gama program
continucg at ingtruction 42 and, an appropriate time as
darignated by the game program. the advertisement data stored in
memory area CO is.read therefrom and displayed at instruction °
544, such as shawn in Fig. 2A. Upon completion of instruction
£44, the game program continues its operation at imstruction S45
until the completion of rha program.

Figs. SA and 5B schematically illustrate the daté
acructufe of a gama program in accordance with another embodiment
of the present invention in which wmain program M and all of the

advertiooment data A, B, C and D stored rherein remains unchanged



structure of a ganme program having the advertisenent sel ection code [err]
whi ch indicates that advertisenment data A and C are selected, and Fig. 5B
illustrates the data structure of a gane program having the adverti senent
.sel ection code [err] which indicates thag advertisement data B and D are
selected. Thus, the main program M and all of the advertisenment data A B,
C and D are fixed data and only the advertisenent selection code Sis
"variable" data. Fig. 6 in a flow chart illustrating the operation or a

game systginevi Gree%@Gubas @aBRANE AW, hav aavartdatensiy Uellece ishown in
either Figs. 5A or 5B. Wen a user selects a particular gane to be

execut ed, cédee gane vayshbie, avhensin Rid or5aS33lustonnéoatsé dawam an on-1ine
ganme system service provider (to be discussed) the fixed data of that
particul aptygrurandiclk gemsi progvimneaving cdearOVeERdsaBoRt tslannondat a A

B, Cand D shown in Fig. 5A .The pain program M and, the adverti senment data
are stor efOR% S iR ’s‘V’s‘Féﬁles? ﬁ@ﬁﬁr?gvf Eﬂ%eoﬂq'v: ??@ﬁav&l éf‘ I% ¥efory. | f

this f d t | t t ti
35'95.5'ﬁ3r EQhGe o Kaes o Erontopbr e P YR, R RS CRRR 91 oo,

whet her na&a&. "IV ied t% §é%e5:§lszsﬁsageged1@mm§%*aesg' e%h@ﬂ code S

|dent|f|e whi ch adv I senents are to | spi ayed duri g t.he execution of
the gane phageates Uit duvereadiengnef aschegtanh cede So188cBdPr oghadn 10

Mis executed at instruction S61 in a manner similar to instruction S41 of

Fig. 4, ptbei sashypdegcarsMaindandlapfanhe advertisement data A, B, C and
D are fixed data and only the advertisement selection code S is
*variable* data. |

Fig. 6 is a flow chart illustrating the operation or a

game syatem which execures a game program having a data structure
shown 1in either Figs. SA or SB. When a user selects a particular
game tc be axacuted, the game system, at'inétruction 859,
"downlecads! from an on-line game system service provider (to be
discuased) the fixed data of that particular game, which consists
of main program M and advettieemént data A. B, C and D shown in
Fig. §A. The wain program M and the advertisement data are
stored in the game gsystem’s memory. typically non-volatile
memory. IJIf this fixed data already is stored in the game
gyctem’es memory, instruction S59 is not executed. Selection code
S ie downloaded at instruction 860, whether or not instruction
£59 ie executed, and such gelection ecnde S identifies which
advertisements are¢ to be displayed during the execution of the

game program. Upon downloading of selection code S, main program



appropriate tine during the execution of the gane program selection code S
Is read fromthe ganme systenis nmenory at instruction S62, and the first
advertisenment to be displayed is identified at inquiry S63. If selection
code S identifies coomercial "A" as thejppirst advertisement to be

di spl ayed (i.e., [err] , advertisenent data Ais read fromnenory and

di spl ayed at instruction S64. On the other hand, if advertisenent B is
identified as the first advertisenent to be displayed (i.e., [err]

advertisgmnt J@aldrBdi ar' €Ak FiomdrBrYy iand daapeaysimilar st ructi on S65.
The ganme program then continues at instruction s66 and at an appropriate
time thergigtrued/iost isan e6deid. i &, rexev fowshymdderyaaed; nand (A% iadh  S67 so
that the next conmmercial advertisenent to be disglayed can be identified at
i nqui ry SE@eTddY iaheeminee RNt NG 1ae | PEpEHEIQTY Afy THE| GEPL ORTRHRTS (i . e,

[err] then advertisenent data C i% r ead fron1nen0r% gnd _subs ntly
di spl ayedealesHan (k4% 5 369 veBit [FPm e r§IWe AYFH FsmFﬂgﬁ§?¥$ed by

| ection code S (i. [ ; D.i <
2o oo a58EP ] b GLER] SAUER JAAD o kRt b Ty

tion ame programthen ‘continues at

i nstructi i 8 @3 AS 18NgWlet i dh Trodh S X'dehBiFResi ries S63
and 568 rggﬁgg%ﬁggéaég 0 gﬁﬁtare" condition since inquiry 63 is

i dentifyi pgmaBk¥ibhevAtrgd wommaneicaladedyes sesemento thmtdiisplagetie (ili epl ayed
and inquiry 68 is identifying only the second conmerci al adverti senent
that is toashg di sdveyedserent hdavmrie, isingads fromopeyonyl ank gilsmiayedow
chart of the gane system of the present invention, and it is appreciated
that ther @tndpsbauessent iéh- 1 @p the other hand, if advertisement B ia
identified 55 the first advertisement to be displayed (i.e.,
S=S,), advertisement data B is read trnm_mcmoiy and dieplayed at
instruction $65. The game program then continues &t instruction
S66 and at an appropriate tiwe therein, selection code § is read
from memory at instruction 567 so that the next commercial
advertiesement te ba displayad can ba identified at inquiry S68.
If advertieement ¢ is idantified by selection code § (i.e..
SeS,). then advertisement data C is read from memory and
anhseqhenhfy displayed at ingtruction S69, but if advertisement D
ie identified by selection code S (i.e., S=S,). advertisement
data D is read from memory and displayed at imstruction $70. "The
gane program then continues at instruction S71 until completion.
Ag shown in Fig. 6. "x* in inquizries S63 and S68 represents a “"do
not care" condition since inquiry 63 is identifying only the

first commercial advertisement. that ig to be displayed and

inquiry 6A ig identifying only the second commercial



commerci al advertisenents identified by selection code S. Referring back to
Fig. 4, prior to the execution of the game programat. instruction S41, the
advertisenment data stored in nmenory areas A0 and CO are downl oaded from an
on-line gane system provider in a nmanner ijnilar to that performed
previously described with reference to Figs. 5A, 5B and 6. Nanely, each
time a user wishes to execute a particular gane program the gane system

downl oads advertisenent data from ap. external course and stgres fhe
advert i sefgnerigaepent Hasr y5akeake Efﬁhﬂng; §PWF%§FW9Femh5hga st

| t i th whi ch t i th
Shown i n BHLY 5 SOEBIRATN SHOUOHBSEL Ghi CRS |4 AESE LR R 4 DB T Qerment s
stored 'n.ﬁrregm?@r 4P ke ;di agb@xgqa HEi OFad e%e%y R hrkhengdNBuo
program is downl oaded. wever, 1f the desired gqane programis not stored

in the gan@oast e8] Saddml el QHeAtDELES tby kse Tdaiyn @dodle, sSCD ROM
magnet o-optical disk, etc.) both of the above-di scussed enbodi nents of the
present invention aRefexiimyg dadk e Figedédapniof thehmmxamdgrannt theis
seen, therefore, that prior to the execution of a ganme programon a gane
system of FAME pregear FhVEMNBINT iGN HER -t RBepadYeEhisewenty datias eppreddana

representing the i mage data of the advertisenents that are di splayed during
t he exeCLnWé%?nﬂfafﬁégpﬁﬂg?%ﬁn?ﬂe?ﬁﬁmﬂﬂ“ﬂ&&@&eﬂrrfﬂ@ %Hv@ﬁf%%ﬂﬁng%we SYgsem

sel ection code . S i.s domgrl‘ggge_di“tﬁolérhq:ogq 4%%%2&‘“6&&3?%‘;%51 se.

. proyvider. in a
COFYTYEI‘QI al ad'vert | semen'f"s a_re ept curren SI nc e anpunt of
adverti senpdeddfed il chelabiyehde XBIPigeP BN, €46t AnkhE. Namely, sach

time a uéer wishes to execute a particular game program, the game
system downloads advertiaecment datsa from an external gourcge and
stores the advertisement data in memary aveas AC and CO.
Similarly. when a user selectf& a game program in the gamo syctam
which operates in the manner shown in Fig. 6, a selection code §,
which identifies which advertisements stored in memory are to be
digplayed during the execution of the game program, is
downléaded. However, if the desired qame program is not stored
in the game system’s memory (e.g., on a hard disk, floppy disk,
CD ROM, magneto-optical disk; etc.) both of the above-discussed
embodiments of the present invention also download the fixed data
of the game program. Tt is seen, therefore, that prior to the
execution of a game program an a game system of the present
invention, either the particular advertisement data raprasenting
the image data of rh; advertigements that are displayed during

the execution of the program are downloaded oxr the advertisement



size of the gane programitself, the anpbunt of "download" time is small in
the first discussed enbodinent. O course, the downl oad tine of
advertisenment selection code S in the second discussed enbodinent is

i nsubstantial. In accordance with the pregsent invention, updated or "new'
advertisenent data is downl oaded or a new‘adverti senent selection code is
downl oaded each tine a gane programis executed. However, such data need

not be downl oaded every tinme the game programis executed, and instead,
nmay be deffEEdEd P@ﬁiﬂysoh“adﬂ’é‘}\/‘ﬂé‘g‘?%rt% Yhay IReek sysLemont B3 SHLReE ch the
gane prgggan1is execut ed. Since commercial advertisenents generally do not

change 86 p| PFIGRSS AL AAVATERBCESRES 287 KRNI "CRITRG TS ucATE oftRT i e
adverti senen re,than an pat.day na ety ry...l.n_a |ternative
mbodi meRPOBIC (T BRI AR SR TaoReLrt HLLHIRNT SonbAred.fa Ehe
advertis t td i | o St demBdg emis

t ur ned oﬁ.ﬁ%e?gﬁﬁgd%w%%lggg §$_,§Q§/@bl ggﬁda(‘:h agr atnﬁfg? bot %gtgﬁg Sg;rﬁr% gaf/st em
(i.e., tBralBCehVEiRE Sife) ARt skedaBabBbashaft SYyTifehdure®,, thi€download
transmtting side) in accordance with the present invention is shown. The
tranm ssicanesgét advernyidonent @aelledatd ogaredasySt bm Ser Bl diisdasseihe gane

manuf acturer itself, a, 13"t el econmuni cati on conpany which sells
commer ci &MP2dFBLRF seFeRubHAnd iR ot her suitable systemin which the

present i nventi on 7RY,0e, ARRLLEDs e et (R08BhESL RN AVRLEM AR bt 1 ©
"new* advertisement data is downlaaded nr a new advertisement
selection code is downloaded eééh time a game program is
executed. However, such data need not be downloaded every time
the game program is executed, and instead, may be downloaded only
on a2 new day or a new week (or month) on which the game program
is executed. Since commercial advertisementas generally do not
change multipla timee within the same day, downloading auch
commercial advertisements moye than onca par Aav may be
unnecessary. In an alternative embodimgnc of the prasant
invention, commercial advertimement data or advertiéement
selection code S is downloaded each time the game system im
turnad on. |

Referring naw to Fig. 7,.a block diagram of both the

game system (i.e., the receiving side) and a transmiesion sysatem
{i.e., the transmitting side) in accordance with the present
invention is shown. The tranamission system way be an on-line

game system sarvice provider, the game manufacturer itself, a



systemcontroller 2, nenories 6 and 8 (e.g., hard-disk drives), a sw tching
circuit 10, an encoder 12. and a transmtter 14. The transm ssion system
supplies the main program M of a gane and advertisenent data to a gane
system of the present invention which geggéﬁlly is located in the hone via
a transmssion line 16, for exanple, an (integrated services digital
network), an ordinary tel ephone line, or any other suitable transm ssion

recel ver LECCATURLERF IO CAMEAEY g AR ChuER] e BEVALH ) FAYEALECTHI 1 o
24, f l e, . - i i ' : . Sui | .
non- vl ati &hvCSEREF, Fui R H¥eent Ul GB1eH Siin BigRAt AVIRLLSHMEY O
side showp ipphigd.7 PRO!E SN ByatBnChesdOd BBy L Rinprl BBaBE Ny
program M of "a ganme program nenory 8, which stores therein advertisenent

dat a, andsysMenCkoh@roMeeh2 swhdritediat wnanat e. guf hisd-afi svedetiives) 6 and
8. The advertisenent data stored in nenory 8 nay be changed if it is
desired tswitigdylngy carduifet@ntamdreridesed@nt anfed thanemitter dgrantThe
executed. Wen main programMis, to be downl oaded to the game system in
response LXAREWIHRIGN SYPEEHIUPRYIRR tHhe FAHD PYSHEAT ¥\R% an%edwt 8L er 2
controls nmory, 6 and switch 10 so that mai p%ﬁgran1wlstored in nmenory 6

i's supplid'¢" iEpmeste 3t de 12 m%kf;yeiﬁﬁ%é’_g BUPpFTed WE T a manner
el | k”OV‘Qﬁie&é t&&dgg[dil&?t’ 15N8bchB8a dp] e rithel RRLeCaS E{faﬁé(ﬁ{sléﬂc??'ﬂ?\ea”d

supplies t nco atotransmtter 14 which transm

16, for example, an TSNN (integrated gervices digital networkl,
an ordinary telephone line, or any other suitahle transmission
lina. The gama syatem of the present invention generally is
comprigsed of a recaiver 18, a deaodexr 20 and a game machine 23,
which includes therein a mamory 24, for example, a wmagnato-
optical disk drive-or arther suitable non-velatile read/write
memory;

System controcller 2 of the trangmitting sida shown in
Fig. 7 controls memory 6, which stores therein the main program M
of a game program, memory 8, which stores therein advertisement
data, and switch 10, which ewitches between the outputs of
mewories 6 and 8. The advertisement data stored in memory 8 way
be changed if it is desiréd to display a different advertisement
when the game program is executed. When main program M is to be
downloaded to the game system, in responge t0 a suitable request
from the game sys:em.'ayscem controller 2 controls memory & and

awitch 10 so that main program M stored in memary € is supplied



t he encoded data via transmssion line 16 to the gane system of the present
invention. Receiver 18 of the receiving aide receives the transmtted
signal, decoder 22 decodes the transmitted signal. and game nachi ne 22
stores in nenory 24 the decoded signal (ii.e. main program M System
controller 2 then controls nenory 8 and dfitch 10 to read out and supply
the advertisenent data stored in nenory 8 so that it may be transmtted to
t he ganme system The advertisenent data is received, decoded and stored in

menory [ ebr ncd¥i€r 1RiwhioehasubbatheagyppBidd Q% iih FERBRNe24weilen only
advertisenment data stored in menory 8 in transmtted to the game system

As previ knsly ienthenert swmithapr epeadubhi s sdwitechlien fMRrinénaadion
advertisenment data is stored in nenory [err]. However, in the previously

di scussedndnpoapbhbes Hes gridsetdnidalar SPet sasani bt & gst WA chSBrandmbt amai n

" program M as wel | gs advertisenent data A, ,B. Cand D are stored in nenory
6 and onltreagisPepderiaht Yk ddRnGmicsdensline o)y the faws gystomhefef or e,

only advq&&jigggghtsgggg£é9§%poquﬁgkggi&gnggitted to £ﬁﬁggan% syst em when

mai n program M and the adverti sene t A9(PEeth RECSTRAT §46%) " al r eady

are st or ¢ de}Re eheokrsey.a%e(ﬁnﬁkg%ﬂ,sd)e!ebheknﬁmééb&&ea{et, menories 6

and 8 may represent different nmenori es of the transm ssion system or
sinply didAztenic vednMeiynhDCaind Fand) ddthiHRNR2MRABFY= A6V | wdnody 34 &HeS a

bl ock di agram of a gane systemin accordance wi th anot her enbodi nent of the
pr esent idecodddignad (i.e.. main program M). System controller 2 then
controls memory 8 and switch 10 to read out and supply the
advertisement data stored in memory 8 so th&t it may be
transmitted to the gamé ayatem. Tha advertigement data ig

reaeived, decoded and stored in memory 24.

When main program M already is stored in wemory 24,
then anly advertisement data stored in memory 8 is tranamitted to
the game system. As praviausly mentioned. main program M is
stored in memory 6 and advertisement data is ctored in memory 6.
Hawever, in the previously discussed embadiment described with
reference to Pigs. SA, SB and 6, main program M as well as
advertisement data A. B, € and D are stored im memory 6 and only
advertisemenr. aelecrinn rnde S is stored in memory 8. Therafore,
only advertisement selection code S is transmitted to the game
system when main program M and the advertisement data (i.e., the
fixed data) already are stored therein. Of course, and as is

well known in the art, memories 6 and 8 may zepresent diffarent



this enbodi ment, a game program stored on a pernanent storage nedium for
exanpl e, an optical disk. is purchased by a user. The optical disk is
inserted in a magnet o-optical disk drive 38 (or other suitable reproducing
devi ce) which reproduces the game program stored thereon. As shown, the
gane systemis conprised of a transceiveldinterface 26, a nmenory 28, a
systemcontroller 30, a keyboard interface 32, a decoder 34, a picture
controller 36 and nenory 38 which is conprised of the magneto-optical disk
drive hawemeriafe afptiheak ranarisaieR BYFH®or. simgdit i FEarenh nkmerwst or ed
on the optical] disk and which identifies the gane program stored thereon is
r epr oduceBCFERRE ridintdSd SRPENSRTPFRIGY 3R r anscei ver 26 to an on-1ine gane

servi ce provi der, such as disclosed.in Fig. 7. | n response to the

transni ssi on of ttleq'deant‘i”f chh?ﬁﬁ %?%Fa‘?r%g&ﬁﬂ% 5]%“39%&? transfers to
t he gane | n_FEli 8 1 Y} Hﬁpl" . which.either is

t he fadvefltE ¥§%§§r’§€|ga{ aH %”.“é‘g,‘"gﬁ*\‘}gg |§gnrr%n da a%ﬁe%%iclgrnhg,@lg?‘ an{/'I
conbi nat kpist BerS@inedd, Akl pEBBRANSBLEFEd Uh &p%x%an%%cpee&é?%él y

di scussed. The updated variable data is received by transceiver 26 and
stored i medénw; yE@8. eddmplvgr iaabbetdata dickedid npumtaged?2 Byt hetiges . St or ed
on the optical disk of‘nennpy 38. Alternatively, the variable data is not
per nenenfi¥ eppiedl dipk imgnsiered dass, MRIREERTAPYHIGRIr &hakt drédeoRBt he
optical djsk igﬁnot executed until updated conmercial advertisepent data is

d
suppl i ed FFofFPRE SBHLAREE ISRAAMSGINTURENIFRL FRITR) TRREARF S0 Hher 9RBR

adverti st -#358ored chereon. As shown, the game system is comprised
of a transceiver/interface 26, a memory 28, a sYstem controller
30, a keyb&ard interface 32, a decoder 34, a plcture controller
36 and memory 38 which is comprised of the magneto-optical disk
drive having the optical disk loadad tharein. Identification
data stored on the optical disk and which identifies the game
program stored thereon is reproduced rherefrom and tranamittaed
via transceiver 26 to an on-line game service providar., such ac
disclosed in Fig. 7. In response to the transmiseion of the
identification data, the service provider transfers to the game
system shown in Fiq. 8 updated "variable" data, which either is
the advertisement data (i.e., advertigement data A, B, C or D, or
any combination theveoaf) or advertisement selection code S, as
previously discussed. The updated variable data is received by
transceiver 26 and scgred in memory 28. The variable data etored
in memory 28 then is stored on the optical disk of memory 38.

Alternatively, the variahle data is not permanently stored. In



the gane programis executed and at an appropriate tinme, the stored data is
decoded in decoder 34 and supplied to picture controller 36 which converts
t he decoded data to a video signal and which supplies the video signal for
di splay on a video nonitor (not shown)- rthernmore, user conmands are
entered on a keyboard (not shown) which is coupled to keyboard interface 32
whi ch decodes the supplied commands and which supplies the decoded commands
to systemcontroller 30. Systemcontroller 30 controls the operations of

t he vari ogstlewicase oftnmerag\anergg‘;aensmrttme:rprtésaenptiinaendidn im ouranner
wel | known in the art._ Thus, th game_systemof Fig. ais simlar to the
game systéﬁ?§¥ﬁﬁ§199F¥ig?PdFCGQCSBFmﬁﬁFHab %@ﬂ%ﬁﬁ‘mqmﬁnﬁnéaﬁﬁthsa@WEplleénent
data A, Bf C% E%%n t he, second, glscussed enbodi ment) is not downl oaded but

i s stored®5f dﬂ%ﬁ%ﬁ?ﬁnﬂﬁﬂ%‘ 8Fsk that is purchased by a consumer. Fig. 9

whi ch e "var - abl e et Ens” BRAACLET brtr LT HLFRSES ~pRERE' ARF,. T

I Senen a or

adverti serpat gaRé estbQPadk %&e)e;desu%eap bihadat Oaf h&'p;%fenwt Y ac
satellite transmi ssion. In the enbodinent of Fig t he varlable aata S

r epeat edl y-ttolransdhtkeﬂs odetodeds dine ldeicod ekr ansam%\s;spm&h dhglictlieesystem
of Fig. 9 only 17 "waits" for arelatively short period of tinme before
recei ving WéW&PFﬁbPE dhateh tanverss ehgodgsodedt drtpaa ix Misleogargnpl ogr am

t hat has be cted io be exec ed. v%e % user |nserts in CD ROMdrive
52 a CD R&W S gﬁEPB bﬁ?l Qrg yaplay on a video

monitor {nat shown) . Furrhermore, user commands are entered on a
keyhoard (not ahowq) which is coupled to keyboard interface 32
which decodes the supplied commands and which supplies the
deccded commands to system controller 30. Syatem controller 30
contzrols the operations of the various devices of the game system
of the present invention in a manner well known in the art.

Thua, the game system of Fig. 8 is similar to the game RynRtem
ghown in Fig. 7 except main program M {(alang with advertisement
data A, B, C. D in tha second diccusaed embodiment) is mnot
downloaded hut is stored on a ﬁegneto-opticél diek that is
purchased by a conaumer.

Fia. 8 is a block diagram of a furthar samhadiment of
the present invention in which the *variabler data (i.e., the
advertisement dara or the advertisement salection code) is
supplied to the game system via a satellite transmission. In the
embodiment of Fig. 9, the variable data is repeatedly transmitted

over a satellite transmission guch that the aystem of Fig. 9 only



program stored thereon and executes via keyboard interface 50 the gane
program a gane identification code stored on the CD ROMis reproduced

t herefrom and supplied to random access nenory (RAM 42 in a manner simlar
to that previously described with reference to Fig. 8. Systemcontroller 48
t hen ascertains the transm ssion channelipn which the variable data
corresponding to the selected gane programis transmtted and controls
receiver 40 to receive satellite transm ssions on the ascertai ned channel.
Fi gs. 10A'waitk el'OHou la uslnaieelheslarta serivd of et dhe dbé fotd aresddivied; over
two different channels of a satellite transm ssion. As shown, Fig. 10A
shows t hethieiteeniaiienidatred tdat aceheespdnds &vd thrzgpat@Bcutmvmamdw@zdmm
transmtted on a channel H.- Channe] G includes thereon data_ corresponding
to two gahBehritRf e egl@ckedaky Bﬂa%%?m’l#q ‘ncHig8s 3t HBPEOHERXLF in CD

or o0r am cAPReghbET & DR, JHe! Benhare> e nstink) BeFaben b0 | <
Cof twar e PARREH T Saioeh o) SRARERc AR W Rorpoalll HERREAEE S pi 5

transnitt gdmbNBr&gEa®! A'hnl qrd@ektmleeepau &A%t dr¥d %aEHEECDCWEié?' al
adverti serrents A and C, respectively. The advertisenent data further may

be st or ed riepraduced Schere S tande suppliyd €0 grandonh aictedics ebrit OraMEK, SO
that the advertisement data does not. need to be downl oaded again in the
event of #2pdned PARPer eRimARthdomshar phevgawelssy#t@nirw wétHesi gned to

require that updat ed advertjsenent data be wnl oad
q fergnce to 9v é E?stem controg?er 48 t en ascertains the

transmiggion channel on which tha variahle data ecarrespanding tra
the selected game pragram 1s transmitvred and controls receiver 40
Lo recrive patellire transmissions on the ascertained channel.
Figs. 10A aﬁd 108 illustrate the data structure of data
transmitted over two different channels of a satellite
tranemission. As shown, Fig. 10A shows the datea tranmmitted on a
channel € and Pig. 10R shows tha data rransmitted on a ohannel K.
Channel € includes thereon data corfesponding o twe game
programs J and K, and channel H includes thereon data
corresﬁonding to three game programa P, Q and R. If the executed
game program carrespondc to, for example, game J on channel G,
receiver 40 is controlled to receive data transmitted on channel
G, and upon receipt of software identification data J on channel
G, advaertising dara J-1 and J-2 transmitted thereafter are stored
in memory 42 ae, for éxample, commeycial advertisements A and C,

respectively. The advertisement data further may be stored in a



each time the gane is executed, or each new day (or week, etc.) on which
the game is executed, or each tine the systemis turned on, or at any
other desired internal of tine. The gahme programthen is executed in a
manner simlar to that previously descri ?d with reference to Fig. 8. Fig.
11 is a schematic diagram showing a plurality of gane systens 56, 58, 60
... each interacting with a host conputer 54 ([err] t he gane service
provider) via plural transm ssion Li S t si_nc [ rogram
M of a gdf& pP E@Féﬂ?i‘ga%%/ Foril' 0&d §§goé%%%h°z§g$rrerb sﬁg%kem %t Qtrﬁ)ggt e%%e i me

and si nC%d%@f‘%&FmSHF“aand@tcﬁ»w R4V @l €BERE é&href&m cRflas havena
relatively small anpbunt of data, the transmi ssion thereof 1s relatively

short so dpale dft bAPSWEESERIL WS ePurgdRefmakey whe | gdrfe opertalx alyobser vi ce
a relatively large nunber of home gane systens. In each of the above

di scussedieatizmdidrent seqabpEetivialuatiterd deeehisenant udatad dub clowaloadabar
basis such that profits made from such adverti senents can be expected to
subst ant | @ddly Yimer theFgamheksoexecwtighe athe@ashoany dryaloerveekom@¥c -dat a
that is downl oaded to a ganme systemis rel atlvely small conpared to the
amount of“’da‘f”h‘q"hfé"gﬂﬁé"p?ﬁg?’éﬁ?“%‘tﬁmlvad‘“t" mdmgr Bhe 2yer e 4 fygngd

short. Still further tem sho 9 e t
downl oad ﬁ%da‘f L dier @ E‘ ?Bh t%wr?%r?efr “ ?gt [ s é%é%:ﬁ er#%at

user of sypghy, gﬁﬁﬂa:ﬁ%ﬁr@@ IN ﬂaﬁﬁ'@rpéﬁﬁﬁﬂ;r 'tQ)VQ‘Wa'rOﬁrhaiouQﬁ@rhescribed
particul arly shown

with reference to Fig. 8.

Fig. 11 is a schematic diagfam showing a plurality of
game systems 56, 58, 60 ... each interacting with a host computer
54 (i.»., the game mRervice providar) via plural transmission
lines. It is seaen that since main program M of a game program is
only downloaded to each game system at most one time and since
adfertieement data or advertisement selection codes have a
relatively small amount. of data, the transmission thereof ia
relatively short so that a transmissioh system qenerally will be
operable to service a relatively large number of home game.
aystems.

In each of the above discueeed embodiments, commercial
advert.irements are updated on a regular basis such that profits
made from guch advertigements can be expected to subatantially
inarrane. Furthermore, mince the amount of advertisement data
that ie downloaded r; a.qama syastem is relatively small compared .

to the amount of data in a game program, download times are



and described in conjunction with the preferred enbodi nents thereof, it
wll be readily appreciated by those of ordinary skill in tha art that

vari ous changes may be made wi thout departing fromthe spirit and scope of
the invention. For exanple, although the present invention has been
described as displaying two comrerci al adgertisenents froma sel ection of
four advertisenents the present invention is not limted to these nunber of
advertisenments and may be applied to ganme prograns that display a

rel ati vetel d@inga ynwroar .of St &) Y. f @6t haxdy erttd semenrystiami Ajowhel exiait in of
a particular ganme. As another exanple, although the present discussion is
di r ect edoper Heftfe THRASDIORSNEPAR Red pRANSH: LSaRARH 9343 40nat MRRREY bhabl el y

to the home and may be wi dely applied to gane _systens |ocated in other

| ocal es, f nEYWH#%e‘oaﬁcé%g gﬁd“‘éﬁé‘rp%%“’ess."*?&'ef ore, it is intended
that the appended gl & e.l r ' ' LaEN
descri bed herein, f?é?éﬁﬁé%’ﬁé?%gég Eéﬁg?gﬁgé“g%ﬂsg?ggﬁﬁﬁgﬁfhggti a ﬁ%?g

thereto. jna 40 d Si FlANER A Sonl wiARPERA phe f F r X AiHd A She R gANE

program havi ng adverti senments therein conprising; storage neans for storing
a gane pregrasE, Meangill aie necRiitiyn@apadveiatéd oy dllicse Sfldrdd nagyat | east

one advertisenent, said neans for receiving being operable to receive new
adverti sekdnl dat ahat apr et e rnvrnicus: ichesgesnday be made without
dcparting from the epirit and scope of the invention. For
example, although the present invention has been described as
diseplaying two commercial advertigements from a seleqtion of four
adverticements, the preeent 1nvent16n ie not limicted to these
number of advertisements and may be applied to game programa that

display a ralativaely lavge number of, e.g. 20, advertisementa

during the axecution of a particular game.

Aa anothar axample, although the present dlscuscion is
diractad to home'gama systems, the presant invention is not
limited solely to the home and may be widely applied to game
syeteme located in arher locales, including game arcades and

companies.

Therafore, it is intended that the appended c¢laime be
interpretad as including the embodiments described herein, the

alternatives mentioned ahove, and all equivalents thereto.



wherein said storage neans stores the received advertising data; and
program executi on neans for executing said gane programstored in said
stroage neans and outputting display data corresponding to the
advertisement data stored in said storage nmeans in accordance with said
game program 2. The apparatus of claima9 wherein said neans for receiving
is operable to receive new advertising data each new day on which said game

programis executed 3. The apparatus of claim1, wherein said neans for

rece|V|ndﬁﬂgLsﬁeFHé¥§5¥eL§ tcei ve new advertising data each tine said gane

programis execute L £ YW LS g neans
for turning on saig appggbftaﬂpq&%t%%eghtgkgaldéam L5E§W¥a _h§ i

erelrn nmeans recei vi ng IS

oper abl e Jébggyyyd“gnggmkﬁgygiﬁls%dgbfyygageach time said apparatus is turned
on. 5. The apparat.us of claim 1, wherein said neans for receiving ie

operable to recelvgtagugethgaﬂ@ ot asycdtidlg agghmeaprogddmpl ural ity of
advertisenents; and said program execution neans i s operable to output

di spl ay data corr espemsi figrt oreathing ahiettiledngl Argpaorebavind itsemdnt s at
respective times in accordance with said gane program 6. The apparatue of
" claim 1. lersheane ESiiggnABENSHFAER W#ﬂﬂQMﬁﬂ*hge§§ﬁﬁlﬁﬁoﬁ?émﬁeﬁaﬁﬁﬂh\ﬁ1

means fronlexeculln%\sald ane program when sal% means f rece|V|q9 does
not recej @ receive new advartisemett data at pre etermlne cxmes,

wherein said storage means stores the recelved advertising data;
and

program execution means for executing said game program
etored in said Atarage maangs and outputting disgplay data
carvesponding ta rhe advartigamant data estorad in aaid storaga

meana in accordance with said game program.

2. The apparatus of claim 1, wherein said means for
receiving is operable to receive new advertising data each new
day on which said game program ig executed.

2. The appararur of claim 1, wherein aaid means for
receiving is operable to receive new advertising data each tiwe
said gamé progzram is executed.

4. The apparatus of claim 1, further comprising means
for turning on said apparatug; and wherein said means for

receiving ie operahle to receive new advertising data each time

said apparatue is turned on.
’

§. The apparatus of claim 1, wherain faid means for

recoiving ie operable to receive advertising data relating ta a

AT



advertisement data at said predetermned tines. 7. The apparatus of claim
1, wherein said neans for receiving is operable to receive said gane
programwi th said advertisi ng data when said gane programis executed a
first tinme; and said storage neans is operable to store said grame program
received by said means for receiving. 8. 2lhe apparatus of claim 1. wherein
said neans for receiving receives said gane programwth said advertising
data when said ganme programis not at stored in said storage neans and
sai d st orrgeratdgys ofi 9dUpEE befreentr stand cadLdPEAgEaPr FF et Fut flegsd B sai d
nmeans for receiviqgi 9. The agsfratus of claiml1, further conprisin nmeans
{ de

for t.ran.s‘?ﬁ‘%‘faik?’rga SUGRHE e ‘ﬂ)?'iﬂ/i%rreépﬁaﬁé“ﬁdéﬂt?i"i’. 5 firihde
dent TYI Do, LIS GATE: RILALRTLERRE: GVl WARLST UnSaLE IRANS, Tof

recei ving-Tn ope o recerve rromt gane service provider adV%rrising

data corrgspRngi 9 Jiftnd q,q,og&gﬁ_program identified by said gane

I dentification codé€. 22°10. The apparatus of claim1l, wherein said

means for receivingis mpenphheatQar 8¢etVeim Pl Wualdhey Qbud@yeihd Shewnslat a
corresponding to a plurality of gane prograns; and said storage neans

st or es t héoretehileik Gy e iics prggaamaezecnesponeiang tfordrhexganeipgogahdn t o
be executed by said program execution neans. 11. The apparatus of claim1,
wher ei n eSPHenRYPIERE rYRTE R ASRAS £08| veeeindidPatk 9t F6FCi¥eei vi ng

TRy b t N SAUP; QLndLd \SLENe: 2T LI2aA0UEhLASE e it @ provi ously

7. The apparatus of claim 1, wherein said meéns for
_receliving iz operable to receive said game program with said
advertising data when said game program is executed a first time;
and said storage means is operable to store said game program
_ recoeived by eaid wmeans for recelving.

8. The apparatus of claim 1. wherein said means for
receiving rereiven RIid gama program with ®aild advartising data
when said game program iz not stored in said storaqe means; and
caid storage means is oparable to store caid game program
received by said means for veceiving.

9. The app#ratus of claim 1, further comprising wmeans
for tranamitting to a game service provider a game jdentification
code identifying the game program to be executed, and wherein
said means for receiving is operable to receive from the game
gervice provider adverrising data corrésponding to the game

program.identifiéd by said game identification cecde.
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recei ved by said nmeans for receiving and stored in said storage neans . 12.
The apparatus of claim1l, wherein said neans for receiving is operable to
receive said advertising data froma ganme transmtting system over a
transmssion line. 13. The apparatus of claim1l. wherein said neans for
receiving is operable to receive said ad?2rtising data froma satellite
transm ssion. 14. Apparatus for executing a gane program havi ng
advertisenments therein, conprising: storage neans for storing a gane
program and advertisi ngridatgppaghatisngtt olaiml Ly adtieneiof saddembasentor s;
means for receiving at predeterm ned tinmes advertising selection data

i denti f yinegesehagt &d Q@Eﬁahﬁasnm(rqm%evalat9l@¥ahﬁueﬂ! asvertd ssngr ddtan
sai d storage neans; and program_execution nmeans for éﬁ#ﬂln sai d g

pr ogr am SOGTEAPPAGERA (TRt drigE dediYs Ofn gapRt BEPITHIE di grora

di to th | t ed. ad t t t
sel ect| oMeH ae%prrgsﬁﬁeffsémaﬁ%?#ver Teesraa el porfeenchaRe f Kk
15.  The gfagq&gr A e8! slé”aéécuefwr@ ka3d gﬁageaﬁ LREchELs \Heighal .C

oper abl e ei've new advertising selectio ata each new day on which
sai d game program iig exegHlt 8fpadbeud ¥ ARw af uehefethaedid hewherein said

means for receiving is operable to receive new advertising selection data

advertisemant data received by said means for receiving may be
the same or diffarant. from the advertisement data previously
received by said means for recelving and stored in said storage
meane.

12.' The apparétus of claim 1, wherein gaid means for
receiving is operable rta receajive said advertising data from a
game transmitting system over a transwission line.

13. The apparatus of claim 1, wherein said means for
receiving is aparable to receive said advertising data from a
satellite trangmission. |

14. ApPRATALUFK fﬁr executing 2 game program having
advertisemants therein, comprising:

atarage maana for atoring a game program and
advaertising data raelating ta a plurality of advertisemants;

means far receiving at predetermined times advertising
sclection data identifying celaected ones of said plurality of
adverrisemente stored in said gtorage means; and

program execution means for executing said game program

etored in said storage wmeans and outputting display data

RO '



each time caid game programis executed. 17. The apparatus of claim 14,
further conprising nmeans for turning on said apparatus; and wherein said
nmeans for receiving is operable to receive new advertising select ion data
each time said apparatus is turned on. 18._ The apparatus of claim 14,
wherein said neans for receiving i s oper e to receive advertising

sel ection data identifying plural ones of said plurality of advertisenents;

and sai d program execution neans is operable to output display,data,
Cor r espof@l FRERINGAEGh C6F ThRe P YBAEFR 5@%&ﬁ&ﬁﬁﬂ%ﬁ§ﬁe “éffgﬁgpé%t?%%gtines

i d with said 19. Th tys of claim 14
Fur hor SREFY LrEs TEMRCLOT RARRDRT| FOCPRE P oro0 A o BCGEF ARRREARE om

executing_sai d.ga am when sai d nmeans for receiving does not receive
advertisgﬁéﬁtg%rg? g‘f‘?%%qr(d’ata at said predetermned tinmes. 20. The

apparatus of claingd4, Wrﬁm@m BeaBafRr 14 poghdtdich ida i@paaabke b
recei ve said gane programe sai d 24 advertising data with said

adverti sifegcsQiRG! iONnopet soMhad Saichiyanterr agvant i simx eciteat ianf dask ti nme;
and said storage neans is operable to store the received gane program and
adverti sisaghdaka. d2¢. ofhehbappasidigage pragransisvwhseestedai d neans for
receiving receives saidggane program and said advertising data with said

advertising sel ect t6n dRha HPeHF AT Harfd 3PFodfantBREERYVEFYY ReiPadeT s
o ot hatabasdsd, dehRe R a0 o A S Al SRE0TTRE "Bl SRR W 1 ©
ecach tima caid game program ie executed.

17. The apparatus of claim 14, further comprising
means for turning on raid apparatus; and wherain aaid means for
receiving ie operable to receive new advertising selection data
each time said apparatus ie turned omn.

18. The apparatug of claiw 14, wherein said means for
receliving is coperablae ©rn rvacaive advertising selection data
identify§ng plural cones of said plurality of advertisewments; and
said program execution means is operaeble to output display data
correcponding to each of the identified advertisaments at
reapective times in accordance with said game program.

19. The apparatus of cléim 14, fuzrther eomprising
means for inhibiting said program execution means from executing
aaid game progfam when said means for receiving does not receive
advartisement selection data at said predetermined times.

20, The apparatusc of claim 14, wherein said means for

receiving in operable ta receive said game program and maid

O



advertising data. 22. The apparatus of claim 14, further conprising neans
for transmtting to a gane service provider a gane identification code
identifying the gane programto be executed, and wherein said neans for
receiving is operable to receive fromthg,gane service provider advertising
sel ection data corresponding to the gane programidentified by said gane

I dentification code. 23. The apparatus of claim 14 wherein said neans for

recei Vi ngyi, sy OPEL b lda chO ok eR ek ¥ ed 2a i dild ity @eladuebhi aatg @edreataion data
correspon%ing to a plurality of gane prograns: and said program execution
nmeans i sgoRer ghdbgrdmw idi wiKeaytdat a £orsespiondi mndt satike ssokage enkans is
advertisenents identified in the advertising selection data correigfnding

to the ewpeutblle ganesqorrgtium r2de ividegappRraaratoing adversisim@rdater sai d
advertisement selection data received by said neans far regeiving

be the same or dif?breﬁﬂ“Tﬁ@ﬁﬁ?ﬁé“&d?érﬁ?%kﬂmﬁﬂ-:ﬂﬁ%ﬁﬂﬁqoﬁadatHebPﬁvf%égl;ay
Wherei n SRALEERSPRORLYEE Y g e BERRERT o TEh A B s B9 B R i ng
%6, “The dpid dad apderEiiH, SHEesol® dab U Red ML [P e o XA O
to recei vgsaid sadyenhisi M A3t addm@ ansahehl btérag@ntaddssi ahd said
storaga maans 18 operable to store the received game program and

advertising data.

22. The apparatus of claim 14, further comprising
mecans for tramnemitring ro a gawe aervice provider a game
identificatian code identifying the game program to be executed,
and wherein said means for receiving ig operable to receive fraom
the game eervice provider advertising selection data
correeponding ta the game proéram identified by said game
identification codr,

23, The apparacua of claim 14, wherein said means for
receiving is operable to receive a plurality of advertising
selection data corresponding to a plurality of game programs: and
caid program axacution means is operable to display data
corresponding to rthe relected advertisements identified in the
advertieing salection data corresponding to the executed game
program.

24. The aﬁparatus of claim 14, wherein raid

advertisement selection data received by said means for receiving

[
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27. Method of executing a gane program having advertisenents therein,
conprising the steps of: storing a ganme programin nmenory; receiving

advertising data relating to at | east one advertisenent at predeterm ned
times. storing the received adverti sing gﬁia in the nenory; executing the

gane programstored in the nmenory; and o

utting display data

corresponding to the advertisenent data stored in the nenory in accordance

ith th 28. The nethod.of cl.aj m27. i {d step of
Fecai vi nd b Rear T a gt OBy o BEBT U1 hgtTeh Ui Sver - ERERE Bl SRl )

whi ch the
said step
each tinme

further conprising the step

o SIS RN A %e‘%’é%%eggugg 1a TS AR Rlced

b356127, wher ei n
of recelving‘s carrred y recelving new advértising data

the game py ogram ihppa¥aedteds cla?f B, whErRielshed Rbarkaist 2
oP turning on a gane system which executes t

gane prografeiaing Weraidradied rot epcefiveesei di ndvd s icaing etlentiby data
receiving new advertising data each tine the game systemis turned on. 3
The net hodvet sl uram27i ssmivey dilmes £irprsBegane Frar$wiiking aystered out by

recei ving
said step

advertising data relating to_a_ plurality of advertisenents;
of out put 2fng The apRaraswuet Gyadht phit t YRRFAR fA2? gepas for -

corresponding 10, each ofeLhg 1 AddH Y ALUCLALEN Endlad SO REEH Yo 1

gatellite transmission.

27. Method of executing a game program having
advartisamentr therein, comprising the steps of:

storing a game program in memory;

receiving advertising data relating to at least one
advertisemcnt at predeterminaed rimee;

storing the roccived advertisning data in the memory;

execuring rhe grme program astared in the wemory; and

outputting display data corresponding to the
advartcigamaent dat# stored in the memory in accordance with the
gama pProgram.

28. The mathod of claim 27. vwherein said step of
receiving is carried out by receiving new advertising data each
new day on which the Qame program ig executedqd.

28. The method of clgim 27, wherein said step of

raceiving if carried out by receiving new advertising data each

time the game program is executad.
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with the ganme program 32. The nethod of claim 27, further conprising the
step of inhibiting the game program from bei ng executed when adverti senent
data is not received at the predetermned tinmes 33. The nmethod of claim
27, wherein said step of receiving is caggied out by receiving the gane _
programw th the advertising data when the gane programis executed a first
time. 34. The nethod of claim 27, wherein said step of receiving is carried
out by receiving the gane programw th the advertising data when {he gane

programis not stod@d iThe et of. c3simTR2. fBIHRRHICWPEALET, LRGr t her
conprising the step of transmtting to a gane service provider a .
i dent i f i c&wepoRfcBHENLAZ PR {4/ i TR ﬁgfsgéﬁe"gFggr‘a’Fﬁ*‘f‘bt%%pt ee&af‘éd?‘gﬁgg‘“'
wherein said step.of receiving s carried out E5ChYd recadvhipgm t he
gane se_rW\S’e“ﬁ‘FGWHeFaéév’é?‘?l:? g‘_féngt"_&gt‘énggr gésﬁ%ﬁﬁ%nﬁ éo {Lﬂ,e gane prggr am
| dent [ 11 et LY A8 98T Ro! 4804 | LA ARk @BCqaRR syleedPld o tiedtA.M 27,
wherei n S0 ep o rgcelvrng IS carried” out by receiving a plurality
of advertising datgjcor raapRAEhAY ¢O dldinireal,i Wiepbigaseidpraogprans;, and said
step of outputting is carried out by outputting display data correspondi ng
to the adyesdivaiEnils daraiedl bhie bganecgindgrgamdviest isgnaxdeta exkladAndrhe
nmet hod of claim 27, wherein the received adverti senent gata'na be the
sane or differgmradligly of advarticements; and said step of outpurting is
carried our hy outputting display data corresponding to each of
the plurality of advertisemants at respective times 1n accordance
with the game program.
32. The methad of clazim 27, further comprising the
step of inhibiting the game program from being executed when
advertigement data is not received at the predetermined times
33. The method of claim 27, wherein said step of
receiving is carried out by receiving the game program with the
advertising data whan the game program is executed a first time.
3¢. The method of claim 27, wherein said step of
receiving is carried out by receiving the game program with the
advertising data when the game program is not stored in the
memory.
35. The method of alaim 27, further compriming the
step of tranemitting ta a game mervice provider a game

identification code identifying .the game program to be executed:

and wherein said step of receiving is carried out by receiving
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adverti senment data previously received by said step of receiving. 38. The
et hod .of claim 27, wherein said step of receiving is carried out by
receiving the advertising data froma gane transnmtting systemover a
transm ssion line. 39. The nethod of claipgy27, wherein said step of
receiving is carried out by receiving the advertising data froma
satellite transm ssion. 40. Method of executing a game program having
advertisenments therein, conprising the steps of: storing a ganme program

and adver ¢igh thdldame’ BedliBg pPod i M Adlddt i@fingduathi S8FROLSaddN By NEIOr Y
receiving at predeterm ned tines advertising selection data identifying

sel ect ed prReSgHdc tgdgam dkdbhyi bieadyerths eyl Sdesirdfddaklohheod@nory:
executing the gane programstored in the nmenory; and = 28 outputing

di spl ay data corresjfonditig merhhé sé| etate AHvethersdmemaddi deapibéfed in the
advertising selection data at respective tinmes in accordance with the gane
program %¢ceTHENGEthtRIOT o6l ahin BY, TRABLEERE iRl wiadd- Wt ofc@dVorhising
carried our bX receivk?g\nem/adv rti;Lng sglection data each new, aé on
whi ch t he 935AeC BFEEFRART NG F&: dr REUT2 1 L¥nT (g3 PTHEA™M 'm2Rg, ERAS, BFRP
said step @f recelvi | ded _out ., by | V1 e I_.Si ng

sel ection® a?%gsgéﬁi’gﬁgn{eét‘%?‘égﬁ’e°§lréoé’ aﬁq{llggsggié%gt%l#@% fe met hod of
claim 40, dJrBBbnaPARI ¢Stk tertisement dara of the game program that

iy execuled.

37. The method of claim 27, wherein the received
adverticement data may be the same or different from
advertiecement data pravioualy received by said step of receiving.

3R, The method of claim 27, wherein said step of
.receiving is carried out by receiving the advertising data from a
gama transmitting system over a transmission line.

39. The method of claim 27, wharein maid stap of
raceiving ig carried out by receiving the advertising data frowm a
gatellite transmission.

40. Method of executing a game program having
adverrigementa rherein, nompriging the staps af:

storing a game program and advércising data relating to

a plurality of advartisements in a memory;

receiving at predetermined timee advertieing selectian

data identifying selected ones Oof the Pluralicy of advertigementcs

atored in the mcmbry:

exacuting the game program stored in the memory; and
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step of turning on a gane system which executes the gane progran and
wherein said step of receiving is carried out by receiving new adverti sing
sel.ection data each time the ganme systemis turned on. 44. The method of
claim 40, wherein said step of receiving 3@ carried out by receiving
advertising selection data identifying plural ones of the plurality of
advertisenents; and said step of outputting is carried out by outputting
di spl ay data corresponding to each of the identified advertisenents at
respective tines i muapGof deqod apitsly dheagaterqupagdimg 46. tHdesdimicred of
cLaim 40, further conprising the step of inhibiting the gane programfrom
bei ng exesdvert ireerddy édensefiert igeltdet pEvetfatis % Adectéeri &C the

predeterm ned tines. . 29 46. The nmet hod ofpclainl 10r,mwherein sai d
step of rEEBPYATY™ 'S "E&r Pled SUYY T EEMVIRG IHE JH¥ Blogram and the
advertising — dat g t byt Rg, nR6IVEE ?1%1@46?'@{%&@{}1 dafia whep &he gane

programis executed a first tine; and said step of storing is carried out

by storingetbeviggel¥yach336R RHAGhRAM & viagyaeli sdvgrtisithat aelddriodhe

nmet hod of claim40, wherein said step of receiving is carried out by

recei vi ng dulte. gaak pewgieymomnehihs By exdnes prggdaraiai ¢keautedadverti si ng
sel ection data when the gane program and advertising data are not stored in
the menory; and sai #2st Qﬂm@§ﬁegiﬁ§ Fl2 0 e hBEEIRYORYDHAYRF Pfie recei ved

racaeiving ie carried out by receiving new advertieing celection
data each time the game program is executed.

43. The method of claim 40, further comprising tha
step of turning on a game system which executes the game program;
and wherein said step of receiving ig carried out by receiving
new advertising selection data each time the gawe system is
turned on.

44. The method of claim 40, wherein said step of
receiving is carried out by receiving advertising selection data
identifying plural ones of the plurality of advertisements; and
sald step of outputting is carried ou'r. by cutputting display data
corresponding to each of the identified advertisementa at
raspective times in accordance with the game program.

45. The method of claim 40, further comprising the
step of inhibiting the game program from being executed when

adverrisement selection data is not received at the predetermined

’

times.
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ganme program and advertising data. 48. The nethod of claim40, further
conprising the step of transmtting to a gane service provider a gane

i dentification code identifying the game programto be executed; and
wherein said step of receiving is carried out by receiving fromthe gane
service provider advertising selection ddta corresponding to the qgane
programidentified by the gane identification code. 49. The nethod of
claim 40, wherein sabd sTwap reftnodeetl vehain stlcamhica@ 1lbuBaby $dseiodi ng a
plurality of advertising selection data corresponding to a plurality of
game progreifsivang $ai ﬂ“§f’e‘}i’ S OBy pEEEE HE TS ‘d‘é‘r ﬂ‘*é‘d’ BEPIBY AWMUt ng
di spl ay dat COrres%ogdl ng,tg the .selected advertisenents, identified in

the 30 AT g Sel'e¢tion détgvggr?EE% d’ng to the execd}eé game

program SO nd Ne-dEluod s0fxet @ dn 40,£ 501 eide ! end efetiidv i cadyer dd SeMet
sel ection data may be the sanme or different from adverti senent sel ection

dat a preV|Qusiyrfﬁmhkmedbbycsar£h$tmum(ﬂbcpeoedvmxmp g chive andt hod of cl ai m
40, wherein said step of receiving is carried out by receiving the
advert|S|ngdseTétTNQﬂlﬂidﬁa over a transnlsS|on line froma gane

transmtting system, 52. cl.ai m 40, wherein S@ I d st ep o

receiving is carried but Fé&é?glﬂ ?H@“h&@érypgfﬁbnd%fh °f6ﬁ18 satelllte

transmi ssi %cc;vxng is carried out by receiving the game program and t_hc
advertising data with the advartising selaction data when the
game program and advertising data are not stored in the memory;
and said step of storing is carried out by storing the racaived
game program a_nd advertising data.

48. The wethod of claim 40, further comprising the
step of transmitting to a game service praovider a game
identification code identifying the game program to he executed;
and wherein said step of receiving is carried out by receiving
fram the game service pravider advertising selection data
corresponding to the game ﬁrogram identified by the game
identification code. '

49. The method of claim 40, wherein said step of
receiving is carried out by receiving a plurality of advertieing
selection data corresponding to a plurality of game programs; and
said step of ourpurting is carried out by outputting digplay data

carresponding to the rrlacted advertisements identifiad in the
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advertioing sclection data correaponding to the executed game
program.

50. The method of claim 40, wherein the received

advertisement selection data may be the same or different from

advertisement gelection data previously received by said step of

TeTaiving.
51. The method of claim 40, wherain said sctcp of

receiving is carried out by receiving the advertising selection

data over a tranemission line from a game transmitting ayatem.

52. The method of claim 40, wherein said step af
receiving is carried out by receiving the advertising data from

satellite transgmisasion.
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