METHOD FOR ANALYZI NG, MATCHI NG AND DELI VERI NG QUESTI ONS OF ONLI NE
GAME FI ELD OF THE | NVENTI ON 5The present invention relates to a
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BACKGROUND OF THE INVENTION

15 Recently, online games have been designed and developed in a variety of types, such
as strategy games, shooting games, action games or large-scale multiplayer online
role-playing games, for satisfying entertainment desires of different game players.
Furthermore, functions of online games are significantly increased nowadays. For
example, functions of community and dating have already been embedded in most online

20 games for allowing unfamiliar game players to chat and discuss topics in relation to the
online games with each other when not playing the online games. Therefore, studies of a
market research company “In-Stat” have estimated that total revenue of online game
market in Asia-Pacific area will reach 21.1 billion US dollars between 2008 and 2013. In
other words, online games have become a whole new business model (i.e. home economy)

25  which pdssesses huge profits, so that many companies are devoted to develop various
online game services to seize opportunities in the online game market for the purposes of

increasing more profits and consolidating loyalties of game players of their own.



General |l y, when broadband networ ks have been wi dely used by nmany

homes, many people are getting used to utilize online resources for
sol vi ng questions about work or entertai nnent. For exanple, when a
gane player finds a question (e.g. don't understand how to transfer
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t he game player or _.not, the search engine al s. list |l .the
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keywords, for the _ganme player. As a result, the information obtained
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15 “HOW TO FINISH TASK T SFER OF A ROLE IN AN ONLINE GAME,

NAMELY LINEAGE” and wait for solutions provided by other users.

The above two query methods are now used by most of the game players. However,
there are still existing many inconveniences and disadvantages. Firstly, for the first query
method, the game player generally inputs keywords into the search engine instead of

20  complete sentences. Thus, whether the contents of web pages provided by the search
engine are acceptable to the game player or not, the search engine always lists all the
information of the web pages, which have the contents including the keywords, for the
game player. As a result, the information obtained by the game player from the search
engine is tedious and fragmentary, and the game player must spend a long period of time

25  to filter out many contents of web pages irrelative to the keywords by himselt/herself, so
as to ensure whether or not the correct solution will eventually be found. In addition,

because most websites of the search engines provide temporary storage function for



storing the informati on of web pages, the website of the search
engine may list the informati on of many web pages for the game player
even though the honepages or websites thereof have already been
renoved or changed. Therefore, when the gane player enters into the

r enoved saringhtwegedorwehsn tefswelf pagds, g eebsite of dhagedroh tenginsemny Hizd the
information, the game player can not obtain any desired solution from
t he contigfiskmatidn welnpygesb faged e tichgtmd phder feoen theghettortbngpases or
nmet hod, when t he ganme player publishes a question on a website of
know edgetsitay thagophalelabieady bdcheemusal & dhengidaiThyrefae, witdn thegrde atgby
know t he published question fromthe website of know edge-sharing
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onl i ne games and hope to obtain correct solutions (such as gane
hints, pwédiang tinet Hodsse aand Eemail )sofiorare 4 opdi rihe thherast and tih etilbelysbleeto
of know edge-sharing platformis thus full of too many 5 siml ar

guest i onsymeslintelatbtih tise sgatien Heagier As capsidt, ehefeame qpaxaic ngjlictsr needie to
solutions are not willing to repeatedly answer the simlar or sane
guest i ondearlwisoble ldvkat qadstiyn daphemgt the oglies pamasorsmbsn dayedodayattehon to
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the website of know edge-sharing platformand find whether or not
there angablens esRRAGAIBDnaNSMEE the online game. Besides, if other game players have the

same question, the website of knowledge-sharing platformm doesn’t inform them the
solution corresponding thereto due to the reason that they are not the original game player
who published the question onto the website of knowledge-sharing platform. Thus, many
25 game players will keep on publishing the same question on the website of

knowledge-sharing platform and waiting for the solution corresponding thereto.

L%



10 however, since there are too many websites of know edge-sharing
platformfor the gane players to review one by one, different gane

pl ayers will inevitably and continuously repeatedly publish and query
the simlar or sane questions on the website of know edge-sharing
platform whichermbsn oxacisethe tdheve diadvarsmesfofkihowivedgers madthddy, because
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to the Jdwpledegshang gdptfosme sphichgalse cansesnientesgises &f snawlodgectharing
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a plur a|p1@t§or@'f tq, derseriously wasted. Meanwhile, the questions published by some game

15  players may easily be covered by the similar or same questions published by the other
game players thereafter and can not be replied and answered in time.

As described above, the conventional websites of knowledge-sharing platform or
search engines of web pages can not provide complete services of submitting and solving
questions for the game players while playing the online games. As a result, it is important

20 for designers of online games to develop a method for analyzing, matching and delivering
questions of online games to increase the rate of solving the questions, and enable those

game players who may encounter the similar or same questions also to obtain the answers

thereof for effectively increasing the service diversity of the online games.

25 SUMMARY OF THE INVENTION
It is therefore tried by the inventor to develop a method for analyzing, matching and

delivering questions of an online game to solve the disadvantages existing in the above



10 termnals (such as personal conputers, hand-held nobile phones and
etc.), wherein the Q & A server is linked to the user termnals
respectively for receiving signals fromor transmtting signals to
the user termnals. Each of the user terminals is installed with a
guest i omandned sswerenpod rqamy(akhodc tat egh GiCprAvide dgttamderdioes to the online
generating and transmtting a question signal to the Q & A server.
The Q & gAngeplugdrs iaS dewirdiedi abowet inda paeider alord Soprepigs Serviper itb tthé GRIbe
a keyword dat abase, a tag database and a user database, wherein the
CPU i s ldafikkeglaferst fal esnnverfacttlatiahageaset MarileaGotpetiingrsand ddlideugeie
dat abase, respectively; the keyword dat abase includes a plurality of
keywor dgsrodilést ag dat abase includes a plurality of property tags,
each of which corresponds to at | east one of the keywords; and the
user sdat abagepiigdyUsigecteoPiner geédny iRfentidfis 36 GRIES .a AREDIOfor WhhERIng0
corresponds to at "I east one of the property tags. Wen the CPU

recei vesniihgndY8s depierioOiRbiddsars ddigd %afrfém Bt} RRaly&T at least one
termnals, the CPU flrstgly determ nes whet her or not at |east one of

he K . . > . _
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property tag ¢orresponding-to eywor question

si gnal fcfeﬁg%r% gﬁeu @agtigxgiti azlgs,er. g%%er{lﬁgﬁd g%aﬂplﬁgd %D%L g)ﬁ e g&ﬂ@ sfsﬁ&ﬁ which

account 1In L Fansm e questi on
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invention; FIG 2A is a block diagramof keyword data of_the present
i nvent i gnquastien el t thy SI d 4878 U B Bpér 657veraly Brailtdn oWith fgecentral
bresent plrggggsq;fl; ?J.Pli;t (CPU), a keyword database, a tag database and a user database, wherein
the CPU is linked to the keyword database, the tag database and the user database,
respectively; the keyword database includes a plurality of keywords; the tag database
includes a plurality of property tags, each of which corresponds to at least one of the
keywords; and the user database includes a plurality of user accounts, each of which
20  corresponds to at least one of the property tags. When the CPU receives the question
signal transmitted from one of the user terminals, the CPU firstly determines whether or
not at least one of the keywords included in the question signal, and then reads the
property tag corresponding to each of the keywords in the question signal from the tag
database. After this, the CPU reads the user account in the user database, and then
25  transmits the question signal to the user terminal corresponding to each of the user account

in case that the property tag of each of the user accounts is matched with each of the

property tag corresponding to each of the keywords in the question signal.



10 FIG 2C is a block diagram of user data of the present invention;
FIG3 is a flowhart of processing question signal of the present
invention; and FIG 4 is a flowhart of processing answer signal of
the present invention. DETAILED DESCRI PTI ON OF THE PREFERRED

EMBODI MENTS 15 In general, nost of the currently existing online
ganes each has an entire story background ot her than the others,
wher ei n DASCRIBIYONOF THE\DHRAWINGS Role Playing Ganes (MVORPG are
now significantly becom ng mai nstream of currently existing

conmer ci al - T strauthread gatimial Bepfseidepica dyahd pebisem Mivedfioh @ dehesmuitthe
invention is exenplified hereinafter by using gane contents of a
MMORPG, dpawe\iad othdteotiéds emt bdbekinVpdtrdton bs Rfkrihd 1 tRdfIRWiLE ABiadad
architectures and el ement all ocations as shown bel ow or the

ac conpaniksaeptidhafipidereBaabsBmendahe bedompay M dessias) diReeiane main
techni cal featureS disclosed in the present invention, any person who

ski || ed 15, 1 Res #bfock ARlatanR 8 ADbQideQab Rl ¥ eRUWS thdrePith PR2ABNT the
present invention by neans of other gane types, structures, devices,

systens mg mfimg}ocwﬁiagrmﬁ BPéﬂé)ﬂ?é?.Oﬂﬁﬁér%%g?%s?#hi’%hg;?éseﬁﬂ‘ih{rérﬁifoﬂm

departing from 25the sCope and spirit clains of 'the

present pypveRtl . I J IS: hod for
analyziAg?tﬁg%%ﬁP%ﬁkgﬁﬁﬂggpfg rlngdgﬁggp%%ﬁgﬁ%?ugﬁ onli ne gane, which
firstly le i S ' .guestioner for
definindﬁgﬁg%ég?P%%kgﬁgﬁﬁ%8gﬁ%§%%%%g?gggﬂqﬁ%é&%%ﬁ%¥5§g&¥ direction of
L o R A R i Bl BB BB BT 20 Bt one
gane pl capable o ’olvin t he .quest i and then delivers the
st | ortiph3 ErE ARy et o feses s UGN S AR e BSserd v eRR U AT e
question.is,ksol ved,. a answer thereof w be transm.tted back to
The® quesionire HRtewo G ga At appLotly PESHBARREC o t he
guestion. Thus, not only the question can be i medi ately known by the
gane pl ayer capable of solving the question, but also the other gane
pl ayers corresgondin&ﬂho thghauestion can_al so_obtain the answer of

the quesREEAILED PRALRIRTIOM@FJRE FIRFRRRED EMBQDIMIENT | v

gueried by the other gane players. For disclosing the )
15 In general, most of the currently existing online games each has an entire story

background other than the others, wherein Massively Multiplayer Online Role Playing
Games (MMORPG) are now significantly becoming mainstream of currently existing
commercial-type online games. A preferred embodiment of the present invention is
exemplified hereinafter by using game contents of a MMORPG, however, the present
20  invention is not limited to technical architectures and element allocations as shown below
or the accompanying drawings. Besides, after fully understanding the main technical
features disclosed in the present invention, any person who skilled in the art shall be able
to carry out the purposes of the present invention by means of other game types, structures,
devices, systems or method, which shall be deemed as equivalent skills not departing from

25  the scope and spirit claimed in the claims of the present invention.
The present invention is a method for analyzing, matching and delivering questions

of an online game, which firstly analyzes at least one question submitted by a questioner



10 technical neans nore detailed, the preferred enbodi nent of the
present invention is shown in FIG 1A wherein the nmethod for

anal yzi ng, matching and delivering questions is applied to an online
ganme system 1 which conprises a question-and-answer server 11 (al so
cal | ed Qoid#iiseg pespertiaschfahquesaibh t(i/e.ahe usdi gheyndireation b8 tHesyebti@s and
personal conputers, hand-held nobile phones and PDA etc.), wherein
the Q & vha&ineof ddle iptayingitethe tanlibb @ams esubiifttddether quation),3then matches the
respectively, for receiving or transmtting signals to the user

t er m nalduestibn With iaftasnaiet @ineoplayd cafiblé 6£ selvRgitHe ueeng @ld ten delivers
provi des a game server 12 for an online gane, so that all of the

di f f er ente Ho@kioh @6 Mhdgdrse %ﬁyé&aﬂ&r kbR ol tBe IfREstDAMR fisL fhé&uedtforf Rsolved, an
pl ayi ng the online gane. Q & A séerver 11 is independently

di spgsedpkRerd Herdtlwilehd aBsaeh Wil to Qhe | ﬂ@ﬁfoﬁ@xr ahEehd Biner Lhee A Rrs
server 12 which executes an online gane 2@ so tware, so that the user

term nalc%n}%q on@th brt%& ghéénbh M dsOndIRAk fheSEsVER ﬂén%e&l%@ly@l%%m by

server A server 11 is inc rporated into the gane

server ]Lgé fnag{ hﬂlﬁr f%ﬁ}&&bﬁ@ Rl %%dﬁ%‘]tg Cabsidd, Slety 1k r}ﬁ%tdﬁ%érhgarg@rﬁayers

server to the rver 11t h roug
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& A l | t h
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dat ab 116, th | k dt h k d. dat ab
112t hehPug Haﬁ’ﬂib?sé”hfi%nﬁ% mithed 3 an AR esh D e MER i By is

for readin nformation fromthe ke rd daIabase 112 the ta
dat abas @PE?EQA han (REnG SBPC R EFh L eV %\Aﬁ Caﬁ’cﬁ’nﬁ?saﬁsqﬁﬁ“@inr?&d FREYFERFYSn! L
thereto. Furthernore, as referring to FIG 2A the keyword database
112 5 | r{éﬁsaa@léedaQﬁ frsgryer)andra nl r%@lsmeewnaw3&?%6@@6@911%159@“@5
serV|ce prOV|der i n advance and nalnly include article names (such as
"d. ALTERAd éva@Bbﬂe P@neB@NtRDéF@@A’/ whegein thef@EsAgeryer 11 is linked tp g user
names (such as "a. MAG C KNI GHT", "b. SWORD KNI GHT", "¢. ELSWORD'. )
and 18ki Itﬁmnaaiesl 3 eserprctire]yi far rdseiving orfeangaring sigonls 46 theriseniermialyddeln
namely "ELSWORD', which is designed by a Korean online gane conpany,
nanel y ﬁmp'lelnmt@fmleaC@h)ice psoviddr egeneray tooEG ¢ @measrtvarBl2 drean agline
dat abase 114 includes a plurality of property tags, each of which is
cr eat ed dayet se tharall of ther diffechat user tadumalsel Jamah bok te sipopase tservat 12 for
| east one of the keywords or at | east one of the other property tags,
such as mayingder dnlirteaganicdl . THRoQ e A aenvers pb i mndeperidant WASh 63 Nh Ghi"onhmel
"b. SWORD KNI GHT", respectively; a property tag "7. Wapon"
corr espands dysteird 1, AlihtbpolfedSIRNe gtk SaverBloAGKIcERutes an online game
respectively; a property tag "8. Tool" corresponds to "f. PIECES OF

EL" 20 an@fidvaf, op afat yheliagr fefnindbaBan Boettly BAE o8O QUENA s@verll ddiapginie
and "8. Tool". As referring to FIG s 2B and 2C, the user database 116

| ncl udessedePh Yi@hir thed) &3NS GP4NInSorpRALe Bio MBI atheGRFeP 3PP BE theler
at | east one of the property tags, such as an account "A" corresponds

to the peARGasY3t@aSirstdy likk %Med%an@@&wé 12784 then %ﬁ t8RhAQCR U berdfr 11
"B" corresponds to the property Weapon Tool ". Because nost of

the onli Hl%u H@T?es%%ﬁ’é’ ServfeQ a's Sh&kP Y FR@Q‘Bgi&UElﬁﬁhﬁE){l BetHRPD b&&mn%ﬁfc%&

t han or |na y conputer gane many nanes rol es,” tools, l's an
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prOV|der in vance So ft e service provider shoul

Specif i G wﬁ% ML Q0% Bl 160 @éﬁs@&n%mp' et HORPTGRERAY 153 B G2,

of the ro
server 11 only to the direct linkage manner. The Q & A server 11 is built-in with a central

processing unit 110 (CPU), a keyword database 112, a tag database 114 and a user
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25maps... etc.. Again referring to FIG s 1A, 2A, 2B and 2C, when
a gane player has a question and hopes to obtain at |east an answer
thereof, the ganme player can login in a discussion bulletin board
built by the service provider through one of the user termnals 13,
and t hendatabest @16 ghesin dre €PGhAlCiin linked do sheldeyenrd dhtabisen] 120 ahe tag
such as "what kind of PIECES OF EL should MAG C KNI GAT match with r.
The quesiatabaseslhahd hd Lisdr hiatabhee 1 Yansspettiedly, tfor tdadin Rifdknmebn drord the
Because the gane pl ayer publishes the question on the 5 discussion
bul | eti rkebaarddiubdst 1y, iHeaagdanbae NHRANAABE usthéatahies 111 ©Rns it@Rhitting
created and transmtted by the user termnal 13 wll firstly be

transm tihRembGord tifEnd € Fuherhitge, disS ff&sing o bEIG. €A, Nthb Oadyehoad databgde 112
indirectly transmtted to the Q & A server 11 through the server of

the @i sGHEsEAMN Pt} bhkderres wiRanwWhilkaed %P%@@émc@bwer G RdVansd ald
a question-and-answer program 131 (also called Q & A program) in the

user terfifR! indidde 2R EhALY @6 3% 4 ATTHRA SREORDES ¢ OB Acgnak gw~ tdre
Q & A server 11 through the & A program 131. Wien the Q & A server

L1 1 eceipiepaiis oSt onusidialsuthald REABRE RIS, $HOlH ™,

110 reads texts included int question signal and’conpares the

Lexts Vischict S RSN Rt o PO I3RS E 2 Eifoe gae,

exanpl e, i he text e question~signal co eywor

MAG C KN " 7 RI " U e [ r

tags fr ol\lllr%%e ?ggwd%]i{gb’aggg ?11?:%5%3?%?0395 ?ﬁor%eoé%n%m%‘ng,%%g%ﬁg%ﬁe%
keywar ds. r A0 st O _the pro ty tags ~nd.. Elsword" and,"8.
Tooll? ¢ e XiRG T OMPIOLT AstelesPub i Bt 244 288 22 hsohs Tittead e s o
property.tags "1. Role" and."3. Weapon Tool",. which neans that all o
Pher or ol ofgirobets agf @ach SndhGREEHAARE by und Wshile PG Ifes . Bhfogr
Tool " are rel ated gtro ert% f@giﬁof t he ke%/vvords. ﬁ;‘te this, the CP
20 110 rOHEPPHR QLdrash OB AhIS Y VRS & &t fegshonp o therdrer nipRerty tags, suc
det erm nes whet her or_nqot property tags in ea he user account
are rmat el PifAcHYt 78 Pr 3’&@?{90%@911@%?% e%pk{ﬁ%ﬁ%ﬁﬁ{%@ﬁ%y&a <P SVORD
signal. Wen it is determned that the property tags in the_ user
account KNEGIATc RsBeivEl: t harpresie fagy Y ag¥capanT cOpEmmdy oo “¢h8LTERA
question signal, the CPU 110 transmits the question signal to the
userl5ac cOMRRD Fad ‘@ Bt (d CRO WG respasayely: aprapsity g 5 Teal”| qopgaponds to
notify the user termnal 13 of the user account, or sending E-mails

t o net wotkPH&IES OEXEL” ¢ end e ppepeefiyriae (‘o WeepansByolacemespondsTious, Weapon”

question queried by the gane player can be pronptly known by the
ot her gaamd ‘Bl @i sAhrefemiggtih &1@s @Beandy2(, dys usen detabase 116 includes a plurality

of user accounts, each of which corresponds to at least one of the property tags, such as an
account “A” corresponds to the property tags “5. Elsword” and “8. Tool”; and an account
20 “B” corresponds to the property tag “3. Weapon Tool”. Because most of the online games
have specific story backgrounds more sophisticated than ordinary computer games, many
names of roles, tools, skills and maps... etc. existing in the online games are pre-set by the
service provider in advance, so that the service provider should plan out specific
information for conveniently defining property tag for each of the roles, tools, skills and

25  maps... etc..
Again referring to FIGs 1A, 2A, 2B and 2C, when a game player has a question and

hopes to obtain at least an answer thereof, the game player can login in a discussion



user account matched with the property tags corresponding to the
guestion signal. Thus, the problemthat a question is del ayed several
days wi t hout being answered by the other gane players wll be
effectively prevented. Furthernore, when anyone of the other gane

pl ayer s dlpabbeardfbusio by ithegsetiee pwesiet tmongheovs dfttbe gsredermonaland, and then
provi des an answer, this 5 gane player will then send an answer

si gnal taedthe Qedioh sSgwalen thc distussiog bulletus épartde suvhnal “wlldit kind of PIECES
corresponding to this gane player. After the Q & A server 11 receives
t he ansv@F El ghahld MreGIQ &M GEET viaatch Iwith | 7. tTHengoastion heberah SMEr then be
signal to the user termnal 13 of the user account who sent the

quest i onrdk@ftadd, to ARCQHE: MuchanadLUBEutd the $hink pldier putsisBes &k godtioh Onltlke
ot her user termnals 13 corresponding to the user accounts having the

10 propefiichisdied Subétit BearguUASIE ib9Nths iseR@de plovRier,the qusfiont 85l tadasedl 8nd
who have ever received the question signal. Therefore, although the

ot her gatfﬁisﬁitﬁ:ﬂq{ysthéﬁl%rrt@ﬁmhﬂelmﬁﬁﬁis wﬁ% trahE}ﬁMteﬁttb hlseﬁ@flopﬁfe%@usm
answer of the question. As a result, he ot her gane pl ayers

encount gfy|he LSRN RN YRS h@Redt] t%aB@mftEéH% e QREW Wi-ld: 1P8L3R tHe%eﬁ«%i‘ ¥e
the question by hinself/herself according to the answer previously

recei vednii WAQUGGRPBANAN YhGE! YiUindfic OtET BERD! Aafar ool vindgn! he

sane questl on, so as to substanti Yy en jance t conveni ence for the

Cef or o RbET S PR S Qﬁ%ﬁﬁﬁét‘gglrs@?%%‘%?%%@ %a‘ﬁ Sy 0P 15
Quesiy ongi ghaly eGP RS, B ﬂﬁdmwcgper@%e&aé 1Y Shfleh Gy g

ot her arl gs corr

tothe stlo | t 20t theue ount
(o, he S4egtuoDsel gl 44 e prape Hide SR el el B
user account t he user acco
conp! ot dRPEdnbr e CHRE 110 Gk 866: buddinabs ey SRl RS aa@gﬁea fhe
signal. For exanple, as, shown.in FlGs A to t or {,
corresp&ﬁ’&?h’ﬂﬁ’[ggtl(ﬁgwaigéﬁr?%hu’s%ﬂﬂ’wa datgbas gﬂ% £ e%am& ;5% ?"n,
"5. Elsword" and 8. Tool", andoI‘ t he ags_.of the user
account s gk sl oip e % gﬁéﬁslfﬁ%? g ESHES S ek
property ta swor d and "
Tooll®, th‘é 1&%@3@? wm%mgaa ﬁomh@eqe&gﬁtiabweskldrﬁépowgt wetheé@wwords
accounts "C' and "D'. As a result, the gane player of the use
account such agrthe fyeyyrardstromresprading: soHhewproPRITORRSSt Fe %&@Qﬁ’(ﬁt\ldl 8.t Fnel”
question signal with a higher possibility to provide a nore correct
answer despeeldsysdn and ghet prepatiotags porgiiprding o tisertherhwopastwiage“brRnle’dend
wants to match the question signal wth and deliver the sanme to nost
of the JBh&fapamEoql.aykick meahsthaPal oflhe wrérderty dagsaile Roke&, 1. dpepby Toalls
corresponding to the question 5 signal with the property tags of the
user accBuBtsywoaditand 8. Toel se¢ rdlaed prpsrty tagsod topulesstwonds. Sfgn dihis,tthe CRE
user accounts only when the property tags in the user account
conmii sel18 peadd ilenuek dcheurpriapéde tyset dgiabaser 1S pnd diatgniinest WRetherest non
signal. For exanple, the property tags corresponding to the question
si gnal gireperty. tagdoineach 0Bthe \de@RQBouN® ate'matthed With Wﬁop@@daoﬁcor@pdwndmg
and the property tags of the user accounts "A", , "C' and

to the question signal. When it is determined that the property tags in the user account are

matched with the property tags corresponding to the question signal, the CPU 110
transrﬁits the question signal to the user account. For example, using messages or online
25  callings to notify the user terminal 13 of the user account, or sending E-mails to network
mail boxes corresponding to the user account. Thus, the question queried by the game

player can be promptly known by the other game players having the property tags in their



10 conprises at |east one of the property tags "1 Role", "3. Wapon
Tool ", "5. Elsword” and "8. Tool" respectively, the CPU 110 w ||
transmt the question signal to the user accounts "A", "B", "C' and
"D' respectively. As a result, the question is widely spread out and
wi |l be peoapblyt mashet edth the property thgsr ddnespmrding Rsthe efuestionnggmd Vil e,
FIG 1A, the service provider builds relationships 15 between user
account thagrghiapelidty qurgsorns deddyedwsverdildaytarithont byiag aaetdre@by thelblhes
the rel ati onshi ps between hi s/ her own user account and the property

tags: Wigeaplgasie will 3y effectiedi peventtd urdeffsts] whél enymak \bf ¢l @th@:v%ﬁﬁé
will use a list to query the gane player what type of questions the

game pl gygferhediRblet 6F JopERE IR hikestiBe valhs theigueioanshd prdvides Bh Whakdrt this
of items for being selected by the ganme player, wherein each of t he

iteng c a&@:saa?&swnpﬂsbﬂese@ﬁoaﬁ&ﬁswe& aghnab % A Khe e308 Pl aBhglf @Muser
select at |east one itemaccording to interests or expertise o% t he

gane pl q¥efinal T 8errdsPEndehs 16\ 1S URE pﬁ&ye@.aﬂftgluiﬂed? r&l ALLQBS N Péteives the
bet ween the property tags sel ected by the gane pllayer and the user

account aﬁlﬁﬁéﬁ é?gnaﬁ%h& P &IRREvR! BY&IL ﬁ&r?s%figl@%ywe@é to 1€ user terminal 13

rel ati onshi ps between the user account and property tags are

passi vel y tﬂé’héegr ggcgéfﬁr q}hggsﬁflpthgﬁ]ﬁ%tﬁm%ﬁgnsa\g%ng%ﬁﬁu]]@&%ﬁ%gy %@%ig%eisﬂlg%vgle
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Thus, t hq%es io% s'%ga?a?.r ¥§erref%)%e, although the other game players are not the questioner, they
still can obtain the answer of the question. As a result, when the other game players
encounter the same question in the future, they will be able to solve the question by
himself/herself according to the answer previously received without repeatedly querying

15  other people for solving the same question, so as to substantially enhance the convenience
for the other game players in playing the online game.

Moreover, again referring to FIG. 1A, when the service provider wants to allow the
question signal to be precisely matched with and delivered to the other game players.
While comparing the property tags corresponding to the question signal with the property

20 tags in the user account, the CPU 110 can be set to transmit the question signal to the other
user accounts only when the property tags in the user account completely comprise the
property tags corresponding to the question signal. For example, as shown in FIGs. 2A to
2C, the property tags corresponding to the question signal are “1. Role”, “3. Weapon Tool”,
“5. Elsword” and “8. Tool”, and only the property tags of the user accounts “C” and “D”

25  in the user accounts completely comprise the property tags “1. Role”, “3. Weapon Tool”,

“5. Elsword™ and “8. Tool”, the CPU 110 will transmit the question signal to the user

accounts “C” and “D”. As a result, the game player of the user account “C” or “I)”” may be

10



5will build rel ationships between the property tags of the role and

t he user account corresponding to the role; (3) The rel ationships

bet ween the user account and the property tags are passively built
according to browsing the online ganme: \Wen the gane pl ayer uses a
user acchemperson wing khowathegldstion ganke wedsiohesigiadbwiited hiditer postibidity to
ganme service provider, browsing behaviors thereof (including browsing
honepagesovifle thenote hirdest, asoverl aackspehdggimeheretb) papadBioanaviehcthe swrdike
be recorded. If the content of the honmepages, the tinme of browsing or

t he ganerysidt papeIts navetHeerBstinesiGel widhtdhdGRINESHOREhE & PoSRETthy other
tags, the Q & A server 11 w | buiTd rel ati onshi ps between the

proper t Yoahagslagdtd thO€PUS 10 KA BdtAbare ltarlaéé:@ tab RoFrBdRhlRBIH RS question
bet ween the user account and the property tags are passively built

accorsdi Ngora WSS hethetth 180t ANAMREr MG Tht ardATE] Y 8% 86 tdagsit Fhlqiestion
account to answer a queStion submtted by the other gane players, the

L5 SO bl S Griy AAEISIGR B
corr esp%gi{i&g of the property tags corresponding to the question signal. For example, the
property tags corresponding to the question signal are “1. Role”, “3. Weapon Tool”, “5.
Elsword” and “8. Tool”, and the property tags of the user accounts “A”, “B”, “C” and “D”
10 comprises at least one of the property tags “1. Role”, “3. Weapon Tool”, “5. Elsword” and
“8. Tool” respectively, the CPU 110 will transmit the question signal to the user accounts
“A”, “B”, “C” and “D” respectively. As a result, the question is widely spread out and will
be promptly ms@ered.
Furthermore, as referring now to FIG. 1A, the service provider builds relationships
15  between user account and property tags as follows:
(1) Game player actively builds the relationships between his/her own user account and
the property tags:
When a game player creates a user account, the service provider will use a list to
query the game player what type of questions the game player hopes to receive in the
20 future and list a plurality of items for being selected by the game player, wherein
each of the items corresponds to one property tag, so that the game player can select
at least one item according to interests or expertise of the game player. Thus, the Q &
A server 11 can build relationships between the property tags selected by the game
player and the user account created by the game player accordingly;
25  (2) The relationships between the user account and property tags are passively built

according to a role of the game player playing in the online game:

11



20property tags, the Q & A server 11 will build relationships between
the property tags and the user account. As described above, the
service provider can build rel ati onshi ps between the user account and
property tags by using the above nethods according to design needs.

| n gener al Jobshiausey shitlsoemtveartivay iclughesi arid toloof skereclpriaptaet onlinaggeme
are nore easier to 25 encounter simlar or sanme questions in the

onl i ne ganerredporcitn difigietd properdetags. aiigis hkcnnbaphmg plafer tieetegaeskiintis
and give answers thereto. Thus, as referring back to FIG 1A, after

the Q & A senégamblantitBOfR badtdlEy gues diftRedisgilialor tzatshHITBEC tools in the
termnals 13 of the user accounts having related property tags, the

rati o of angiMeIdanie, ﬂlaeolquﬂﬂqiaeacdyrésbomngy@gé A tdgd! Thisi heR&sheerver 11
Then, when the question is answered, the Q & A server 11 wll receive

an agswer gilp Bﬁﬂld tréi@@@rﬁh’}ﬂse&t\ifé&mh‘érﬁoﬂértﬁ hgs Wyahe tr6leMndaihe vkdr 8fcolie
user accounts having the related property tags. After this, the Q& A
server 11 ygr}éspgﬂ&ggs{@the }d]@’ answer
(3) The relationships between the user account and the property tags are passively built
according to browsing the online game:
When the game player uses a user account to log in an online game website provided
10 by the game service provider, browsing behaviors thereof (including browsing
homepages of the website, downloading game wallpapers and etc.) will be recorded. If
the content of the homepages, the time of browsing or the game wallpapers have been
pre-set with corresponding property tags, the Q & A server 11 will build relationships
between the property tags and the user account; and
15  (4) The relationships between the user account and the property tags are passively built
according to keywords in an answer:
When a game player uses a user account to answer a question submitted by the other
game players, the Q & A server 11 will analyze whether or not the answer includes at
least one keyword. When the answer includes specific keywords corresponding
20 property tags, the Q & A server 11 will build relationships between the property tags
and the user account.

As described above, the service provider can build relationships between the user
account and property tags by using the above methods according to design needs. In
general, the user accounts having similar or same property tags are more easier to

25  encounter similar or same questions in the online game, or can rapidly understand the
meanings of the questions and give answers thereto. Thus, as referring back to FIG. 1A,

after the Q & A server 11 transmits the question signal to the user terminals 13 of the user

12



5 signal to the user termnal 13 of the questioner and the other user
termnals 13 of the user accounts having the rel ated property tags,
respectively. Therefore, although the other user termnals 13 of the
user accounts having the related property tags didn't submt the
guest i oraccdungey haomgdreddtsb mrepetiyv tagandhek naiv toliearansiieg thé duestiquedtli on
in tinme and successfully resolve the sane question while playing the
onl i ne gahsantizllyHecrkadedr €herAsvizenltle rg@sttion, is iahswearedinthe c@ Ls A serfaar1 it Wl
ot her user termnals 13 of the user accounts having the rel ated

proper t tededgsSar ahssepsighal tthasmited does bhoof e dsa aerfriso N8lbAthcansVRtounts
again, or repeatedly submt the sane question and wait for an answer

cor r espaindingghé Reaed eropeay ttiatl AfleGanRke ) &NE eer@br SIWIL REndhie Sld MBFer
for the gane player while playing an online gane can be efficiently

enhagcedignhblothe @ ietdingll BR6 e GEEHRESUndSthe BheP s térhBMADAB bf &He 1sbe
met hod for anal yzi ng and matchi ng questions of an online gane

accor di ngediitd MY B3 8BlatcdPHrERirtyORes, 2 PEAHRES TEreRhLCANMLEh Be dthe HBU
110 is exgnpl i fié her ei na]ﬂétfer. y,cb)fsagsrefggrri ng to rFI Gs. 1A glFld e3, when

b . . C anal : '
the CPU10n51eC8 }6?%11@ uSeRIh s Ha0R shel RLuddP gro}séﬁ?r‘gfa%% dﬁf]l@f ﬁ‘éb?nl{ e

follow ng steps: In a step (101), reading texts Inc

auest: TSR QTR 08 L5532 o okl e

e ey ISR WIS e Aok 1 Ao RP LA ol 0

*, 19 19535 1 B 9OUIB! 50, SEERARE) 15 0 e ol RS PRy o

one, 28 S oAb S9ENAPSHP Al SO ReE A8 0 i

tags cOrLSSPONdlRg {0 Uhe URST: ASSONN el SOTRNS HBEL 1L RNA S
the convenience of solving questions for the game player while playing an online game
can be efficiently enhanced.

15 In order to clearly represent steps of a flowchart of the method for analyzing and
matching questions of an online game according to the present invention, a processing
procedure of the CPU 110 is exemplified hereinafter. As referring to FIGs. 1A and 3, when
the CPU 110 receives a question signal, the CPU 110 will e;;tecute the following steps:

In a step (101), reading texts included in the question signal, comparing the texts with

20  aplurality of keywords preset in the keyword database 112, and going to a step (102);

In the step (102), determining whether or not the texts include at least one keyword
stored in the keyword database 112; if yes, going to a step (103); and if no, going to a step
(107);

In the step (103), reading property tags corresponding to each of the at least one

25  keyword from the tag database 114, and going to a step (104);

In the step (104), reading a plurality of user accounts and property tags corresponding

to the user accounts from the user database 116, and going to a step (105);

13



In the step (105), determ ning whether or not the property tag of
each of the user accounts includes the property tag corresponding to
the question signal; if yes, going to a step (106); and if no, go to
the step (107); In the step (106), transmtting the question signal
to at | eastlnothe stepefl O6grdaaralinidd vifetter whinoh thcpropery tar obeath dlahe tuser
property tag corresponding to the question signal; and In the step
(107), ckassidintinged the pyorestyi taf csirgipahdingtotte @resid signdlyif§es, going to a
predetei mi ned by a service provider, and executing a correspondi ng
pr ocedursgp (106); ALidnd] fgidiBe bldp (BIMve processing procedure, the

met hod for analyzing, matching and delivering questions of an online

game of t helnpheSRP(106Y eRhIndiRiHEAMe R sygral & ytﬁ@asl%n@%@erqeﬁﬁlhmom of
and match the question with specific user accounts capabl e of

answer i Rehitihe YU@SHcLOMt hhd th%@%ﬂeﬁyl@ atRfotdiRd totthe qidsBi6 . ShAl \Ag
procedure mentioned above wil exec e a specific procedure en the

questi on signal E9PE!c 1&@&&&@%@@%&@%@ iR o ELific AR pro@iBimilen 1

user accounts having the propérty'tag of the question 'signal,

speci fi See;% i der. For exa Ie,
when thga %uestl o{rllﬁg]; 3‘%‘2 g{é%%é{cw gﬁﬁ(gﬂé%gocgﬁggkeymrd t he gp& A

11
Server "‘A&éor&hg% Thi abd\% gﬁg‘é&%fn% rﬁ&%ﬁe}?[é\i\gfpéé ngeg‘rﬁfd{e‘};opg&ggﬁ%r ﬁﬁ?chm

t hat the ganme nman ger can cr 'ng -t

or the %ng‘d'“lnze [ due onts Olfan%rﬂ%x%{ g&'&% ?'ﬂqet Seﬂ’f‘&%ﬁtﬁ’&l p% ﬁ?gﬁeﬁ#?e

bul I eti oar ransm Tron s gna
t. | th f t
havithg iR %?316& v@"@gtéﬁﬁlf ehched Isg%m@ %?Fac@otua SRR PM§ fhe
20 t | t

gane. nafgePn: ﬁﬁaﬁsi?éwiedﬁtﬁ%stb%3595?%?9%@38%%6 BRRAGSTHPErS M piets 1
account $h7d 35%?%«4&# e e grsait Setal Aesudictdn 5 eBL ph e 58 any
referring now to FIGs. | A and 4, aftereng‘l%6 CPU, 110 recei ves, an answer
si gnal , OPROT pRD apa@nl havingbe preperidag of 106vauRtion signgl, the specific procedure

is preset by the service provider. For example, when the question signal doesn’t include

15 any keyword, the Q & A server 11 will transmit the question signal to a game manager, so
that the game manager can create a new keyword corresponding thereto; or the Q & A
server 11 will only publish the question on a discussion bulletin board without
transmitting the question signal to any user account. In addition, when there isn’t any one
of user accounts having the property tag of the question signal, the Q & A server 11 can

20  transmit the question signal to a game manager, so that the game manager can create a
new keyword corresponding thereto; or the Q & A server 11 can transmit the question
signal to each of the user accounts for obtaining an answer of the question.

Besides, as referring now to FIGs. 1A and 4, after the CPU 110 receives an answer
signal, the CPU 110 will execute the following steps:

25 In a step (201), reading texts included in the answer signal, comparing the texts with

a plurality of keywords preset in the keyword database 112, and going to a step (202);

14



25In a step (201), reading texts included in the answer signal,
conparing the texts with a plurality of keywords preset in the
keyword database 112, and going to a step (202); In the step
(202), determ ning whether or not the texts include at | east one
keywor d st ohetteistept 382k dyteonthingatvhttherorlidd? the fexyseimnclugeiantpastome leyeprd

(203); and if no, going to a step (205); In the step (203),
readi ng sgredar thy kepgsrdodatabesp bl ifwest goiegaha sikp (208) kewhibne ol ngotm dstep
the tag database 114, and going to a step (204); In the step

(204), HLRO%HEi ng rel ationshi ps between the property tags and the user
account providing the answer signal, and going to the step (205); and

I n the stepln@@%jep RO sHdidd Mgp értyetag@smspsn@ﬁgko thusahe keywdrda fi®m
13 of related user accounts, Whl ch have the property tags

corrgqun@lmﬁgiatdbagmmmgdl@gtosagaatzogo Thus, as referring to FIG
| A again en there I1s one gane player to answer the question by

using hi s/ hgy t}fév‘ﬂeﬁs(gﬁél)a%ﬁﬂ ? relal‘ﬂl%nQI PetSREN &he J;%oﬁ@rﬂy' talss Ta®lll the user
det er mi ne whet her or the texts of the answer have keywords; if

not, theac&xﬁﬁt?m%@chﬂ Ehe]aélas%ﬂél . 308 Toin #tb%@é‘t 0s§ig@al to the user
account subm {ting he questl n ‘and “ot user accounts having the

broperty A Qi AoBoN Haftiekhd 1€ UGS ioh 3 908l e HGShidNReO

& 15 A server properfy tags correspon

¢ Rimﬁée?%%@%%urﬁh@%a&%?}%&?@ BRCE SR NARAR IR B PR 16 ™
ansygr si ongld g Ll ae wg%m&?’wﬁ DS [0 D SHBSH bl P,

t he 'dser account sU et on) and ermn

T 0%%5@?2% o B P I e
quest| Onwl?elﬂg rIl'aolr no rﬁeht%rxts c%n@g: Iagse\%er%ave %e?&ords; if not, the Q & A server 11 will
transmit the answer signal to the user account submitting the question and other user
accounts having the property tags corresponding to the question signal; and if yes, the Q &

15 A server 11 will analyze the property tags corresponding to the answer signal, then build
relationships between the property tags and the user account answering the question, and
finally transmit the answer signal to the user terminal 13 submitting the question (i.e. the
user account submitting the question) and other user terminals 13 of the user accounts
having the property tags corresponding to the question signal.

20 It should be noted that, except the texts, the question signal further comprises at least
one property tag in other embodiments of the present invention, wherein the property tag
is a property tag of the user account of the questioner. For example, as referring to FIGs.
2A to 2C, when the account “A” submits a question of “what kind of PIECES OF EL
should MAGIC KNIGHT match with 77, the question signal thereof will include texts of

25  “what kind of PIECES OF EL should MAGIC KNIGHT match with 7" and property tags

“5. Elsword™ and “8. Tool” corresponding to the account “A”. Thus, when the Q & A

server 11 reads the texts of the question signal, the Q & A server 11 will also read the

15



one property tag in other enbodi nents of the present invention,
wherein the property tag is a property tag of the user account of the
questioner. For exanple, as referring to FIGs. 2A to 2C, when the
account "A" submits a question of "what kind of PIECES OF EL should
MAG C KNirGhertymrtize ineinddad ' thet dvestippre sivhaln Asi gnesult; héesahe Q) B A saberdEl
texts of 25 "what kind of PIECES OF EL should MAGQ C KNI GHT match with
?" and proapardsythd ags informdtcavwitidtheanebety. tagho@iresgaadirgsp ane jngtib® sikha,
account "A". Thus, when the Q & A server 11 reads the texts of the

quest i onhs QURA sertdrel 1Qvifl odnsigEMBE probeitdy kdgs b SEIsteRl? dn€8. PIo¥PEY prvperty
tags included in the question signal. As a result, when the Q & A

server ldoCOMPAIg@SstoResiHHE sol 43t ifidEdse AhdMrlatthinderaRb QP eid YudsAGS signal. In
corresponding to the question signal, the Q & A server 11 wll

consisderfaéth@sd QREdY hbdg siilaEbs Wahe préfedty ' Bes 1ROMor@ SadiroReédcbunter
tags of the question signal, so as to increase the matching ratio of

the quesihofr &tsaRRlquediidns BoltRA nert REL gl?é%gz%ﬁhﬁjﬁit? gér/ {r%%nﬁ{ e lqﬂésﬁ%ﬁ.s%ﬁxgp

property tags are nore easier to encountér sim sane questi

so that hehgcintayat g Bléoo({)f]féhﬁ%rjid the [yBedibANR the biEr &%ﬁg&ft %egﬁ"e O@hgér}?l:an

to a game ayer cap ans I ng the question, a

12, BRI L UL 6008 4 DO DA e BBl e

Area’ aspr&be%aig o Efer @a’dgs DA C Y BRS Fﬁﬂddot Sotkce&frvégﬁcgn%’ toqyetywords, but

10 correspond to a map in the online game. Therefore, when some roles of the game players

playing in the online game are within the map, the user accounts corresponding to these

roles will be attached with the property tags “4. Map Dungeon” and “9. Elder Area”. In

case a role of a game player playing in the online game is within the same area and

submits a question, another role of another game player having the account “E” will

15  receive the question under the reason that the account “E” has the property tag “9. Elder

Area”. Therefore, the method for analyzing, matching and delivering questions of online

game of the present invention can match the question with most game players of the user

accounts having the property tags corresponding to the question, so that most game

players not only can automatically and immediately receive the questions submitted by the

20 questioners, but also can obtain the answers of the questions thereafter, so as to
significantly improve skills in playing the online game for most game players.

Moreover, the method for analyzing, matching and delivering questions of an online
game of the present invention is not limited to publish questions on the website by game
players. When a game player plays the online game and encounters a question, the game

25  player can use the Q & A program 131 (as shown in FIG. 1A) to submit the question. The

user terminal 13 of the game player will transmit the question signal to the Q & A server

11. As described above, except directly transmifting the question signal from the user

16



10 correspond to a map in the online gane. Therefore, when sone roles
of the ganme players playing in the online ganme are within the nmap,
the user accounts corresponding to these roles will be attached with
the property tags "4. Map Dungeon" and "9. Elder Area". In case a

rol e of teangastel ploahie §l apemgr ih thhguotibn nignglaaie ¢ bd indirectiyharsantged
area and submits a question, another role of another game player

havi ng tthehaQc&ultservet 1hitlirbudibother girue st¢versqiibed, itlengamel praythecade astto
that the account "E' has the property tag "9. Elder Area". Therefore,
t he met hpecificullyalogl yri thg,onfiae qaiiegarainthed dbg \ie rthe gveiies bif ahs gafe awivice
gane of the present invention can match the question with nost gane
pl ayer s mbvitidrefod pRbliEGEEOUR guditw,n® thhetherQ@pey fldydraga sley Hesean@i figne
to the question, so that nost gane players not only can automatically

and mreghirt @'bﬁliﬂ%i@?@hé’@uésﬂ@n.%’@&i@ispﬂﬁerﬁﬂhér@ & adkebyer tihQrandlits the question
questioners, but also can obtain the answers of the questions

t her eaf t@al §OthBanéWerSdi@ial td fBdd ¥sek BRIRHR, Bkid S AlBrRE aY WAl tfal8nit the
online game for nost gane pl ayers. Mor eover, the nmethod for

anal yzi NhestHRAL §£ﬂa‘i‘ 9r adadQlel ¥RRAING HAGRE] BNSe QhLiAD oRAL icBﬁe%%H@ingft_o e
present Tnvention is not limted to publish questions on the website

b ane I i a
Chcoant dpafURbes ESAALIATR By Bhy@s W plffhe0flt Iifind 3o RS » remult o
131 (as .0 )t j r.m .
of 't ho GEME Yl iR fNuoh X RRlRslqr G AU BBl A0 oED Barls Blay T T Ghrick?
server 11, . i above, except directly transmtting the
quegﬁioﬁ%??éggg%%ﬁ%%E & user tern?nal 13 toythe Q& A se?ver 11,

the question signal also gan be.indirectly transm. d he

server 11 ¢ Rt ths RsPo RS Irth pest MR & Ao EL B Sedy
to specifically.l out ..t onl,i ne,gane.and then.l og.in the website
of the. gugoustinrd dBisinedfs RRbS SIAIRFE i TG PRAER ediioB o S0 ERAHE e
gane player c l.ay the onl.ine me 5 while submitti t.he

quest | orperisaskiie i feant torapidSeRianddhe sancepommeifisaoh e diglostie g the
signal or the answer_signal to related user accounts, the Q& A
server Presipt nventions Foweyseth§ssenonvertgpnds ney i @ﬁé&gqregqlaﬁ hfprdpgre
the roles in the online gane corresponding to the_user accounts in
casd St habstemestyigaeplhypeival Fpaleperialion envePeren skillgd e, thagry canpdigg the
a ganme player is able to know questions or answers fromthe other
game pl dg@micabfesturas of iy DESPIt AFTangon He iwagiaieea ghwelity of dafzbapas it enve
preferred enbodi nent of the present invention are only used to

cl ear | y datedpagsomie npevert a/sivgls € &bk serier inist hpldralitaoiasavers Astdesgriied ahove,
i nvention, so as to enable any person skilled in the art to rapidly
under st dhds tilg tho pcefptredhmohbodezend fof tthe prkisent| insentenpfnd hteispurslsesiod that

i nvention. However, the present invention is not limted to the
f or egoi ngartyactdwpeseand meodifications to the preferred embodiment can be carried out without

20  departing from the scope and the spirit of the invention that is intended to be limited by

the appended claims.
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15 system structure. In actual inplenentation, one person skilled in
the art can use the technical features of the present invention to
integrate a plurality of databases into one database or to convert a
single Q & A server into a plurality of servers. As described above,
it is orWhat selpmefldés:r ed enbodi nent of the present invention, and it
i s understood that many changes and nodifications to the preferred
enbodi nent  Aamethe hannilgrnguhatehinhand d2iemardquestgnt o am bhiknesgmpe viich
the spirit of the invention that is intended to be limted by the
appended clBiapplied Whah ddirel @ginedystan chmphisingt H qdedtion-adanyzenQ & A)
mat chi ng and delivering questions of an online gane, which is applied
to an onli nergamed syhirehty@Imeér tsinfigals, WhkesinithnaRdy sarsmes libked%oAhch of
server and a plurality of user termnals, wherein the Q & A server is
linked to emghisef tekithaliSREpdcEikdliyNadch dfedpastl ¥emhihaleadNp@ierdida dH®efion
term nals can generate a question signal and transmt tﬁe guestion

signal to t{endPafd AranShitahe JfBstioAl Jiglal &8 %QC%&AAS&E%@ ranfe&RrviBs ¢ Ize A
guestion signal, the Q & A server eXecutes the steps of: determ ning

whet her or »ofetheiNeR! fRBicH 9Rdl, thoe) HIeS il ckERds tﬁgﬁeﬁg ofk€ywor ds

|
preset in a keyword database; reading at |east one property tag

correspondi ; r S K%r%%.
is determ ng%er%rﬁrél%@s?g&%é&:%ﬁ%ﬁtﬂgi&gﬁﬁw %é%gg%slﬁ?%ggaggﬁ[tgg%t &on rdd
keywor d; dglgrg%eqﬁlp%gwgtdgﬁgas%r not at |east one of property tags

p

preset in ural Ity of user accounts in a user database is matched

ith th t i i

o gnal - anderd R et ARG BREkY (OR-ARPLRIRCRAD & LR BIEKHERY ¥ ps0e
t i I di t t,. | t f. t he. t

PR N R e S R R

at | east one of the user accounts is matched with the at | east one

property tatf &G esponding to the question signal. 2. The method for
anal yzi ng, t chin ngd deliverin uest.i ons according.to . m

Sher o 1t drHBE oy T O PUGH s AR oL BORRE JSSHE R 1 f A D e
at |l east one of the user termnals correap&%gi q%Xto the at | east one
of the user24eWBBnfs?a PiHE EF1RDIAE sBr WAchedy P8 thex sk Ueat Piife REPRSNYOfRE

corresponding to the question signal; and
transmitting the question signal to at least one of the user terminals corresponding to
at least one of the user accounts when it is determined that at least one of the property
tags in the at least one of the user accounts is matched with the at least one property
tag corresponding to the question signal.

2. The method for analyzing, matching and delivering questions according to Claim 1
wherein, after the Q & A server transmits the question signal to the at least one of the
user terminals corresponding to the at least one of the user accounts, the Q & A server
further executes the step of:
receiving an answer signal corresponding to the question signal transmitted from the
at least one of the user terminals corresponding to the at least one of the user accounts

having at least one of the property tags corresponding to the question signal.
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receiving an answer signal corresponding to the question signal
transmtted fromthe at | east one of the user termnals correspondi ng
to the at | east one of the user accounts having at |east one of the
property tags corresponding to the question signal. 3. The nethod

f or anal3yzi hgg netiodHongnayingehatelng rgd gigd s¢nmnguecatamy aticogling toOCkim 22
wherein, after the Q & A server receives the answer signal, the Q & A
server furtWwheremyefiertths (@ &eA stepsreotivedidt ansdver signahithe Qe& Arenvet futrther
answer signal includes at |east one of the keywords in the keyword
dat abase; readungthatstdpeadit one property tag corresponding to the at

| east one keyword fromthe tag database when it is determ ned that
the answer @t@fdhingMHetldesr hiteth@hndveasignelnaclkaysmriehst Sl dftthe @epwords in
rel ati onship between the at | east one property tag and the user
account of @B@eﬁs@ﬂdae{bagdwal transmtting the answer signal; and
transmtting the answer signal to the user term nal submttlng t he

question si@adhg ankabththePrbseriyUas rco%r@é’ﬁﬁhﬂ'ﬁ% So Fhe 4tNBaHSRE k@j@\ﬁ&‘d%(ﬁn the
having the propérty tag corresponding to the property tag of the

question s'egaiatabése Whén ek I&%nﬁmﬁ{edatﬂﬁtl é'aﬂgwem%&mﬂau@égdmget he4st bitg
guestions according to Claim3 wherein, after th server
determ nes { rd; he answer si gnal doesn t include the keywords in the
keyword database,” the Q & A server directly transmits the answer

signal to tfig dﬁﬁé"%é%%{%ﬁﬁgh%%emv tﬁe af 1eb81% nléfpggp&ﬁ'cﬁg L3 tlglg}\@epgcéo%t of

property tag cor propert

signal . 5. t'ﬂgels%e rﬁ]? lft%ﬁsrﬁﬁtaglgéaf%yé%?gn? \r,%%dand del i ver| ng

questions accor al'm erein the tag dat abase

| ud I t d f th t
cor Esﬁinﬁs@%ft‘éﬁﬁtmgi%stﬂs B pAnte T BPrRD byl B PGRESH Yk
ty t I hi d d I .
Guesti ons :@88%? e %neaﬁ éem%?a%r A e ot B S rpBpTding o
transmts t uesti on & nal to th user term nals corresponding to
t he user ac SB p§rtyttar?e° éj% 94?398’11\?‘8?‘ urther adds at |east one

corres ondln r rty t into the questi.on, signal
P Tl?e I%e’ﬁqp?l fo%/ ana 39zmg, matct?ing%n delivering c?uestmns according to Claim 3

wherein, after the Q & A server determines that the answer signal doesn’t include the
keywords in the keyword database, the Q & A server directly transmits the answer
signal to the other user terminals of the user accounts having the property tag
corresponding to the property tag of the question signal.

5.  The method for analyzing, matching and delivering questions according to Claim 1, 2,
3, or 4 wherein the tag database includes a plurality of property tags, and each of the
property tags corresponds to at least one of the keywords or at least one of the
property tags.

6. The method for analyzing, matching and delivering questions according to Claim 35
wherein, before the Q & A server transmits the question signal to the user terminals
corresponding to the user accounts, the Q & A server further adds at least one

corresponding property tag into the question signal.
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7. The nethod for analyzing, matching and delivering questions
according to Caimb5, wherein each of the user termnals is further
installed with a question-and-answer (Q & A) program 8. The net hod
for anal yzing, matching and delivering questions according to Caim
7, wher éi.-n Ehg medfodt e avalpging. enstching sind %nlimrh@cqueytiqnsmsmﬁingt theClaim 5,
guestion signal to the Q & A server through the Q & A program
ABSTRACT OFwheiEin ¢IVENT I@N:ser termiralsis dwwingr insialbedtwidin a igeedtionpmdyansieers(Q
nmet hod for anal yzing, matching and delivering questions of an online
gane, whi ch&is)@pglaired t o a questi on-and-answer server (Q & A server)
linked to a plurality of user terminals (such as personal conputers,
hand- hel& nPhe hethpddoe anaAydngtrmatbhihg spé deliveeing. qudtonmstdeeorng 8 Clainy &1
receives a question signal transmtted fromthe user termnal, the Q
& A server wekeeli @shiofehstepserafindeter dirdttlngranheithibe qudition dRShi @nthe Q
signal includes at |east one of keywords preset in a keyword

dat abase; rg&atkdigertheh the @ FYAGRégr@spondi ng to the keyword from a
tag dat abase; determ ning whether property tags preset in a plurality
of user accounts in a user database are matched with the property tag
corresponding to the question signal; and transmtting the question
signal to user termnals corresponding to the user accounts, which
have the property tags matched with the property tag corresponding to
the question signal. Indicate Fig. No to acconpany abstract when
published: Fig. 3
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ABSTRACT OF THE INVENTION

The present invention is to provide a method for analyzing, matching and delivering
questions of an online game, which is applied to a question-and-answer server (Q & A
server) linked to a plurality of user terminals (such as personal computers, hand-held
mobile phones and etc.) respectively. When the Q & A server receives a question signal
transmitted from the user terminal, the Q & A server executes the steps of determining
whether the question signal includes at least one of keywords preset in a keyword database;
reading property tag corresponding to the keyword from a tag database; determining
whether property tags preset in a plurality of user accounts in a user database are matched
with the property tag corresponding to the question signal; and transmitting the question
signal to user terminals corresponding to the user accounts, which have the property tags

matched with the property tag corresponding to the question signal.

Indicate Fig. No to accompany abstract when published: Fig. 3
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