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FIG. 3
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FIG. 6
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(GAME MASTER INFORMATION)

GAME BOARD NUMBER OF SQUARES MAXIMUM TURN NUMBER OF
ID IN GAME FIELD NUMBER GAME PIECES GAME PIECE ID
GF0001 60~64 6 20 GP(1). GP(2), =+ --
GF0002 60~64 6 20
GF0008 70~175 7 22
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s (COMPETITION REGISTRATION INFORMATION)
GOMPETITION | GOMPETITION | NUMBER OF |GOMPETITION| GAME BOARD | ALLOTED TiME | COMMUNIGATION INTERVAL
D NAME ENTRIES | START TIME 1D (SECONDS) WAITING TIME | BETWEEN MATCHES) - -+
¢ / (SEGONDS) (SECONDS)
GPODD1 OOGRAND PRIX 16 12.0000 GFOO0T 0 3 0
GFO002 DOPLAYOFF 024 12.1500 GFO00B i5 3 16

(COMPETITION HOLDING INFORMATION)

FINAL MATCH START TIME T4
SEMIFINAL MATCH START TIME T3

FIRST ROUND START TIME T1

(COMPETITION TIME MANAGEMENT INFORMATION)

MAXIMUM MATCH TIME PER GAME

ALLOTTED TIME x MAXIMUM TURN NUMBER

COMMUNICATION WAITING TIME x MAXIMUM TURN NUMBER

10 x (6 x2) 3x%(6x2)
GFooot 156 SECONDS
15 % (7 X 2) | 3x(71x2)
GFO008 252 SECONDS
(COMPETITION SCHEDULE INFORMATION WITH GF0001)
WAITING TIVE FIRST ROUND |FINAL MATCH  [MAXIVUM
MATCH TIME | gerween maTcres  |MATCH START TIME |orapr iMe |ENDING TIME[PLAY TIvE
FINAL MATCH _| 156 SECONDS T4 120818
10 SECONDS
SEMIFINALS 156 SECONDS T3 120532 . L 10 MINUTES
10 SECONDS 12(3%00 12('%54 54 SECONDS
SECOND ROUND | 156 SECONDS T2 12.0246 D)
10 SECONDS
FIRST ROUND | 156 SECONDS an 12.0000

SECOND ROUND START TIME T2

(ILLUSTRATIVE TOURNAMENT
CHART)

|

fi iRl

T
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FIG. 9
(COMPETITION SCHEDULE INFORMATION WITH GF0008)
WAITING TIME FIRST ROUND |FINAL MATCH |MAXIMUM
MATCH TIME | 5eTween maTcres |[MATCH START TIME |07 \RT TIME_ [ENDING TIME_|PLAY TIME
FINAL MATCH __| 252 SECONDS 10:39:54
16 SECONDS
SEMIFINALS 252 SECONDS 10:35:28
16 SECONDS
QUARTER FINALS | 252 SECONDS 1031:02
16 SECONDS
ROUND OF 16___| 252 SECONDS 10:26:36
16 SECONDS
SIXTH ROUND | 252 SECONDS 10:22:10
16 SECONDS 10:00:00 10:44:06 22";&”&?&2
FIFTH ROUND _| 252 SECONDS 10:17:44
16 SECONDS
FOURTH ROUND | 252 SECONDS 10:13:24
16 SECONDS
THIRD ROUND _| 252 SECONDS 10:08:56
16 SECONDS
SECOND ROUND | 252 SECONDS 10:04.28
16 SECONDS
FIRST ROUND __| 252 SECONDS 10:00:00
FIG. 10
(COMPETITION SCHEDULE INFORMATION WITH DIFFERENT GAME BOARDS IN ONE COMPETITION)
WAITING TIME FIRST ROUND |FINAL MATCH [MAXIMUM
GAME BOARD |MATCH TIME BETWEEN MATCHES MATCH START TIME START TIME ENDING TIME |PLAY TIME
FINAL MATCH GF0008 252 SECONDS 14:30:00
16 SECONDS
SEMIFINALS GF0008 252 SECONDS 14:25:32
16 SECONDS
QUARTER FINALS GF0008 252 SECONDS 14:21:04
16 SECONDS
ROUND OF 16 GF0008 252 SECONDS 14:16:36
10 SECONDS
SIXTH ROUND GF0001 156 SECONDS 14:13:50
10 SECONDS 14:00:.00 14:34:12 1324 SMEIgg-NrEDSS
FIFTH ROUND GF0001 156 SECONDS 14:11:04
10 SECONDS
FOURTH ROUND GF0001 156 SECONDS 14:08:18
10 SECONDS
THIRD ROUND GF0001 156 SECONDS 14:05:32
10 SECONDS
SECOND ROUND GF0001 156 SECONDS 14:02:46
10 SECONDS
FIRST ROUND GF0001 156 SECONDS 14:00:00
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FIG. 11
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(PAIRING SETTING INFORMATION)
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FIG. 14
(EVENT MANAGEMENT INFORMATION)
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FIG. 16
(GAME PIECE GP PRE-REGISTRATION SCREEN)
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