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

nmet hod for processing a question relating to an online gane and
submtted by a ganme player through a user ternminal of the online
gane, and nMPETHEH? FOR ANALY SINCHMATSHING ANBIDEL RGERRE GRBESTIANS
setting at | east one property tag to the question, and automatically
mat chi ng the property tag with QRONLEYE GAME t er ni nal s and
delivering the question to the other user term nals which have user
accounts 10 corresponding to the property tag and capabl e of

resol ving the question, so as to enable the gane player to pronptly
obt ai n ATEAIpOGET HEL EN GENUEON rom t he ot her gane pl ayers who al so
pl ay the sanme online game. BACKGROUND OF THE | NVENTI ON 15Recent |y,
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i ncreasi ng re pro consolidating |oyalties of gane players
of their own.

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 possesses 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 mnrk or entertainnent For exanple, when a

ganme player_finds a_ quest "t understand how to transfer
task of a remerdlly, ahe%hwqaﬁ@ngawsyor%ﬁhﬁ‘ée Drcayidgl 4sed OX MY hpames. nany.
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check whet her the web page provides an appropriate answer for solving
t he queghérgmethd)s td bbtagaare el thancanibhi¢ e ohliee garest i on on a
website of know edge-sharing platform (such as forunms, "BBS', "YAHOO
KI MO KNOW.EBeEgdthd ) Player . cait dirpetlyo igper Ye ddwrdHiOWIh ké NILINERMEK, “TASK
TRANSFER OF A ROLE IN AN ONLI NE GAME, NAMELY LI NEAGE" and wait for

sol uti ons TRANSHBH” byd etdlefklaisg ks his/her qhbtioalinioen aatchoptgine sreddtopkszes
are now used by nost of the gane players. However, there are stil

exi sting Ny aNCQOURILENGEH BRE mm@vwwag@@gle Borsihy), Thes, thB&earch
first query nmethod, the gane player generally 1nputs keymords into
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contents of "'web pages provided by the search ‘engi ne are acceptab eto
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(such as forums, “BBS”, “YAHOO! KIMO KNOWLEDGE PLUS”, ... etc.) to query

15 “HOW TO FINISH TASK TRANSFER 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 engme 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 trrelative to the keywords by himself/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



25 to filter out many contents of web pages irrelative to the
keywords by hinsel f/herself, so as to ensure whether or not the
correct solution will eventually be found. In addition, because nost
websites of the search engi nes provide tenporary storage function for
st ori ng stdreng Hfeomtamasnnod! web nsgeeshe twebsuendi the ssfirchhangswamel list the
engine may list the information of many web pages for the game player
even t haofphmmohen lhdmepagesboragae st thes githepdafer kaee thdughathe hewepages or
renoved or changed. Therefore, when the gane player enters into the
renmoved websttbathgedf imlesilteady béenweimopadjeschaagat. dihag:fire, when theanmbgdihyeb
i nformation, the gane player can not obtain any desired solution from
t he contepidrs @b thelrepages or Chaided webiees BARGD Hades tdaeorg@gondthgueanthed
nmet hod, when t he ganme pl ayer publishes a question on a website of
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concentrate on aying the online gape. Besides, if other gane
pl ayers Hﬁ%‘{}é«e?ﬁgil@aﬁé‘g FiReRTedn e b weBT SialROD e-éﬂ%ﬁf}%latfom
pl atform doesn't infarmthemthe sol ution correspondi ng thereto due .
‘to tlAe rasaYgHY infarms fisygameplaver Whe sympifed e wﬁﬁorpbwérﬁ-maa, however, if
publ i shed the question onto the website of know edge-sharin
= pl at f or rfhe FHYS Playdiy bpsyarlagnaheranlipe gpmg sdplegpcabipg F@I’E-ﬁgl%s hefsheamey
question on the website of know edge-sharing platformand waiting for
t he sol Ut dWive dirpedpoisgdi #1y Brmeiletadiware to open the E-mail and is still unable to

immediately obtain the solution therein. As a result, the game player will be unable to
clearly solve his/her question in playing the online game, or must pay more attention to
20  whether or not his/her question is replied at any time which in turn causes the game player
unable to concentrate on playing the online game. Besides, if other game players have the
same question, the website of knowledge-sharing platform 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.



Furt hernore, except the above di sadvantages of the two query nethods,
because nost of the game players always encounter the simlar .
questions while playing the online ganes and hope to obtain correct
sol utions &iUCh as gane hints, passing nethods and etc.)
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publ i shed by the other gane players thereafter and can not be replied
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conpetitiveness of online gane praviders. . :
P z{ls 3esane<? al)ove, the conventiona wgbsnes 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, 1t 1s 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



5A primary object of the present invention is to provide a nethod for
anal yzi.ng, matching and delivering questions of an online gane, which
firstly anal yzes at | east one question, then matches the question
with at | east one user corresponding thereto, and then delivers the
quest i onn¢mionhe coseniioNd ejuret methoils thapphi adt provalk tettki sevigen® by snkne
whi ch conprises a question-and-answer sewer (also called Q & A
server) mnd plaptraral desyntsfd awee, 40 pervidanalose Conadnicas speticenalthe online
conput ers, hand-hel d nobil e phones and etc.), wherein the Q & A
server iganle plkegdrst end hikeruséectivelyninabsser eapec tdovigleyitit @resy @ edntineggame
signals fromor transmtting signals to the user termnals. Each of
the userprbedgknal s is installed wth a question-and-answer program
(also called Q & A progran) for generating and transmtting a

questi on si gn@ﬁma@ bhject @&l sekete invehiion @ &o Aro @Y &f nieshddUfdrtanazing,
with a central 15 processing unit (CPU), a keyword database, a tag

dat abasenapEna a8 el fahBDARSHoNAT & dhiinR&abRUwihicH ﬁﬁtg9%al9zéshﬁ least one

keyword dat abase, the tag database and the user database,

respect igngltion, A HAYNQNHe ARG A6 BseP Loy Bﬁ(iﬁngfthéf&MV‘Qfdd[ﬁé
the tag database includes a plurality of property tags, &ach of whic

cor r espoflgerk thhndsfas o RRRCuRE THIGLSRYIY A51ieaNY ah REIHS 8imd A ABASthich
f o? \Mgn c& ﬁﬁg

includes a plurality of user accounts, ea 20~ correspo

t t | . i
st | onotprEFs fhoskiBfaRi A8l crkel BORIs UIRACR, ASEARRIMS U otyser
fi I . i t -
| et Qod HEHRCRER ¥ BEIORA Snfif Hanl FER mORf Mlork D ipd BN H G the @
dj . f the k ds.in th tion.signal th
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dat ab .th t its th t] i | .t th .
Co b o e oD Sher o b8 8 By BHSEh BB BRRR i DaReB pie o
ty t f h of th ts | tched with h of . th
or oper t VPSP S HGRRIORE ™ BISaAl et e i PIOZJATBH HE SPIFTHE AALPPBIfting
i | . DESCRI PTI O T W NGS T t t and techni I
reans adoPYsEHOB PIERE ks m@wf- orh% B Qci&iﬁ%@%nér bHEH DTS 2appial
ot her objects can, be best understood by referring to the follow ng .
det 71 edresgesing upti(6RUds a kpuye datpbarts sdradatebaseindat uismsialapnssg wherein

drawi ngs, 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  comresponds 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.



FIGIA is a block diagramof an online gane system of the present
invention; FIG 1B is a block diagram of another online gane system
of the present invention; FIG 2A is a block diagramof keyword data
of the present invention; FIG 2B is a block diagramof property tag
data of the present invention; 10 FIG 2C is a block diagram of user
data of the present invention; FIG3 is a flowhart of processing
quest i oPE TION Qe THFRBAWVINGSntion: and FIG 4 is a flowchart
of processing answer signal of the present invention. DETAILED
DESCRI PTI ON'teRstmkEr PREFEARED] ENBCOMVBNTD 1 he Presgeiriayaition dersachisivingtle
currently existing online ganmes each has an entire story background
ot her t hbovet fsl othle phjectatran dienbddh ssilersiopd My tefgsting de ton IfplveviRg | detailed
Pl ayi ng Games (MMORPG) are now significantly becom ng mai nstream of
cur r &nt kysceipiisth bifigreordembiodimdygredactomeanyarsedawihgpreieeined

enbodi ment of the present invention is exenplified hereinafter by

usi ng g&NE. 1oistadribck difgramMViaRBG indgwey eystent bethp pasenttin@®tibmyventi on i s

not limted to technical architectures and el enent all ocations as

shown belewRis dtieckadiggramastyhobietsdine 2g6ie sPaemdd she @tdeat infetion,
under standi ng the main technical features disclosed in the present

i nventi onG 20 diesskodagh Tl e daf $MBe prebert Midlehtipg able to carry
out the purposes of the present invention by neans of other gane

types, siGud graecgocmggrﬁﬁsc)fp'wﬁ@rrﬁ% &dta BEIBPebsemthedntishal | be deened
as equivalent skills not departing trom 25the scope and spirit

cl ahged pi@, Adg a%l@éﬁ'ﬂia%%ﬁmtdﬁs&*@%%ﬁthé pre&iti®Rntion; The present
invention is a method for anal yzing, matching and delivering

quest i 0R3GOf sATIRIIhLA ST PARBssidduelidd isid ¥r ARz ASnAnibR2Rd one
guestion submtted by a questioner

FIG. 4 is a flowchart of processing answer signal of the present invention.

DETAILED DESCRIPTION OF THE PREFERRED EMBODIMENTS
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 2 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 maim techmnical
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

:



for defining properties of the question (i.e. the main query
direction of the question and what kind of role playing in the online
gane submtted the question), then matches the question with at | east
one gane pl ayer capable of solving the question, and then delivers

t he quesbi defiting tphepegtaaseofphayeestioor(i.s.ohe inmgn tgheryodiestiboof i geastiotend
guestion is solved, an 5 answer thereof will be transmtted back to
t he quesvhavrand aficble ipdayitgher thgamding | gayer sibooitede heonaitivgn)f theh eatches the
guestion. Thus, not only the question can be i medi ately known by the
game pl ayesticapéblaelait @l gingplbhe qpasdt o Bolvhigt thalgaestiohearal then dgkvees
pl ayers corresponding to the question can also obtain the answer of

t he queshé QbestidA tb Mgt gdrhe pRgsefof WeBAn OMe \Wukitiono A flae thieeasti @dlsysolved, an
gueried by the other gane players. For disclosing the 10 techni cal

means nomeweletiidogdyill be thhshRict eshcR O AHE RBt REr bhe tR 88RAtgame players
invention is shown in FIG 1A wherein the nethod for anal yzi ng,

mat chi ngoaRshdaliguethd guekisst TRRS nbSodPRid Atstich 8dh B HELSRNBKRYEE BN
1 which conprises a question-and-answer server 11 (also calléd Q & A

server) [ S&fiviher i : u P
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receiving or transmitting signals to the user term

i mpl emre f QN [ [ . I Vi . ver
12 1 or - SRPRI i pBERE! Ehedbich oD IRE e R HaPerd, PATRTELNE e
canhin . r o 1.2 r i | i o I &-A
cer ey " HectRice TR Rt kIR shEpr R Rl o BN E L VEnteg
i ncor por N t,h seryer 12 whj ch executes an, online ne .
20" sof tp e EIE 4D SpREE aRY B ke AN Ebe R e s e R i
& A server..11 or _th ane server .12 (when the QO & A.server 11 is

i ncor poraEP]é?j‘}f%f‘% qnﬁg GamE DateTL/ ‘K&‘%&Wﬁ‘ﬁ%s A SUesYoRraRdrAns ey server, 11
firstly linlc to.th ane server 12 d then. I]j o.the Q & A server
11t hr ougho epiedR e AsErrar i lﬁa@ﬁ%%%e% annésnll%uqhoa@ps P S pyters,
network .co i cat.ion therebetween, The |inkage manner of FIG [A is
onl y_us SR G aBEhIJRPoRE Al EOSRIC.) ZEAerelh it Qo A T b8 Tkt fipaiser
rel ati onship between the user termnals 13 and the Q & A server 11
onl Y3t o terEngs d dcliespschkelyeloRERREINE qHEneEtag signgleto the yser tsuminglsi13. In
with a central processing unit 110 (CPU), a keyword database 112, a
tag dat apRiEnepiationnd e Providar agraselly 1Bovidpe pegamng pevepPl? fapag online
linked to the keyword database 112, the tag database 114 and the user
dat abas egamnpg so i pdlcof thel differapt usaaigimigaisnfo earalink o fthe gambsevey W rfdr
dat abase 112, the tag database 114 and the user database 116 and
transmi tpddymeg ihef onlimgt geore. tTher@t& . A Fenvehél noimslepersiendy disposed indh&lo@line
2A, the keyword database 112 5 includes a plurality of keywords which
are cregpgeg dyytetrhé, sreinvenperapgdointalére gameashbresrcl whithnaicoltys am ohlibegame
article nanmes (such as "d. ALTERA SWORD' , "e. BLACK CROW, "f.

Pl ECES Ghftizhte, so tha) thejustr teanmsls(1Suah dascthalinkaGhE QK AEEver 1'hor tHIRNERLE

KNI GHT", "c. ELSWORD'...) and skill nanmes existing in the online gane
(such aseppr 0hlwhen Gar®@ & Aasebley 11 K B6ID atedriitit e thel gindesst@ned), by tia user

Korean onl i ne gane conpany, nanely
terminals 13 can firstly link to the game server 12 and then link to the Q & A server 11
through the game server 12 (as shown in FIG. 1B) for building a network communication
therebetween. The linkage manner of FIG 1A is only used to describe the present
25  invention, but not limit the relationship between the user terminals 13 and the Q & A

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



10 "KOG STUDI OSs*). As referring to FIGs 2A and 2B, the tag dat abase
114 includes a plurality of property tags, each of which is created
by the service provider in advance and corresponds to at | east one of

t he keywords or at | east one of the other prope u
oropert feae S BTG edpcls™ el ok mrfabai L t?lgvmo
KNI GHT", respecti vel Y a property tag "7. \W\apon" corresponds
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"8. Tool" corresponds to "f. PIECES OF EL" ; and a property tag "
Weapon Teoyordcdstabasspbiid she @g databppey pbhand Hig ver datglase 11Asanr1etr@|smrtﬁgg
to FIGs 2B and 2C, the user database 116 includes a plurality of
user acodamaionedetstof Fulicohorgors es%omgstq &lGt 2Aedm keyveordf datapese 112
property tags, such as an account "A" corresponds to the property
t ags5 " 5incHidewe mdiiraliyc " k8ywTinle whictasrd cagatealduothnser@e pBvidorinedpordend o
the property tag "3. Wapon Tool". Because nost of the online ganes
have spetiifly indtder artilackges (suds astid eAEBPRASIWORTEY, feh B ACKIGROVW”, “f.
conput er games, nany nanes of roles, tools, skills and maps... etc.
exi sti Nn@IEOES OF Blot,i. n§ joanmsesasechse-asiA Gl KNEGHEY Ve SWORDI KINTGHE™,
advance, so that the service provider should plan out specific
i nf or mat¢. ELSWORIDhV e and sitill nathet existigg frhpenkiye fage {such eaam online geene,
roles, tools, skills and 25maps... etc. Again referring to FIG s
A, 2A, nRrBel@rﬂfEvaH[ﬁfn whigia e d@é@yearbyraSKarealu%ﬁhnorga@eobdﬁmas, famely
obtain at |east an answer thereof, the game player can login in a

di s¢gsskFRIDG BUIUBOS). bag kRt o G4 b HErB,Che RO Wh@Biset Nuowmghdene
of the user termnals 13, and then create a questr on signal in the

di scuss I d
s i L A

transm ghedobRad Bar Qaf oéhe%ﬁ*&r{@ke)%aordmlréﬁt 5ﬁraeoﬂﬁ@%tmr gﬂe%ertﬂﬁggl SRS

t he questro on the di scussion bulletin board buil y the service
provi der, e and Vodin&, U

Per i naf® 5 mrﬁr‘f %s?r PR orinE e 3% é‘“%@si%r'mve?@ﬁ 0 SR,
bul I eti ind Yiak T @S o] A4S 1
through e ser’ve P%IK 4 PEO?% tah %I Wé’?ﬁg‘ﬁl b[o%rr%g%aﬁbvwdl eA H%RA

daTah SEORBRLuRE BLACR, ROT OB Vﬁap%p Band %D.?'Oﬂ” e%?fre%&mds to
A TSR A e
el rs*?f@fj o ?Crﬁrrszr?fi\zr?ﬁdrsﬁrrizg
rs ihgn?::DU 1???8@115&/%%&3? s ags fr oqriﬂf ‘G@hl'easéﬁﬂe Ogt eIBFCE)égg(%zg%cor dra:r f%
to the I@E%RHBF gg,d %‘E‘??HQ%CLS %Hé ‘é’?m s h‘gr é@%ﬁﬁﬁdﬁ“ﬁ%ﬁt Logliy “ﬁ‘raolpﬁé?f;? t

tags " sword" and_"8. Tool" res ectrvely and the pro er;r)%1 tags
cor FRs poﬁdr"ﬁ@“e%l’@n@%fé’ the REPERY Sgert yWeeRgR Toql ??‘6‘[3836 BARf o
Tool ", which neans that all of the property tags."1l. Role"

Véapon Taes specifis sty higghgroungisanerg. Soiioatcs) Bar Srditasi COMBYEF g@tﬂ%ﬂagsanérf
the keywords. After this, the CPU S _
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
imformation 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



20 110 reads the user account in the user database 116, and

determ nes whet her or not property tags in each of the user account
are matched with the property tags corresponding to the question
signal. Wien it is determned that the property tags in the user
account letinhpaddwilivdy fhe svevipe ppetdey thraysh ey elebp oseti thigninals t1Reand then
guestion signal, the CPU 110 transmits the question signal to the
user accuesit 2 (Restianxsiemdlen tis disgusmesdadiedn boawnbicheas 28hat &lind nfBIECES
notify the user termnal 13 of the user account, or sending E-nmails

t o net woPK haishobldx ®EAGH? rieSBoddi mgtchowithe?”UsBre guestiont sigiEusill thea be
guestion queried by the gane player can be pronptly known by the

ot her garmspltéedan shd@wk dgsetee 1pr Bpeuntey/tht agsieiphavieh putilishes®e gaetouri the
mat ched with the property tags corresponding to the question signal.
Thus 5 t hitsquesibh enlléthaboadduel thyotheissride phoetties eterqlestibay Sighdltdiediéd and
bei ng answered by the other gane players wll be effectively

pr event aghnsittdder ihefuer taRGiNalaIRRTEfRiyibRarBEhatedda iBeplcay el danadibe
of solving the question views the question and provi des an answer,

this 5 gameiRbay@lanWithdn HBRE:tSARMsARATS VB QS FRrvdra 1tthRugh Shefserver of
server 11 through a user termnal 13 corresponding to this gane

player. thEt Qisch&i®orR Suhetier ¥8irdl1lMBRRHINES dhbe Wefvla%rgn@éng IRenQ &
A server 11 wll transmt the answer signal to the user termnal 13

of the URREHARL&RLHsw ah BI9aRYREHEPD & ﬁ'}%gr_aﬁﬁ'?n %%é;hﬁ&%]ﬁ-@ﬁﬁ'%,

T
transmt the answer S|gna to the other user termnals

cor n@spapd| g%gflﬁ? tII'Jlllgr-nli{tSﬁlg fa%&?diﬁ&i%nﬁat\éi e 1(2 hghﬂ:o%ﬁﬂfep RS th egtgnle 322\ é‘i e

questi on si , . er tefmnal s ave ‘ever
t he questli Si : e . h tgg[rg- ayers.ar
not t hesﬁ%]r!ﬂ%g I %%Q?Whte %relgé ﬁ % IA égllr‘{gggr g?%é{;%e&{gn@\%r o] 1g§ %le%g%ieglt%i on-
As are . ther l. ; r.t uest i
o the et Tt P hedtR Teep (GRS Bkl S5 08 BHBRLS
hi nsel f/ her sel.f ,accor di to. th nswer . pr.evi ously.recei ved.w,t hout .
Fepoat edy° S0 PRIGELR k25 bt e A ¥Pr BhesE T hr el I lHa
as to substant. all nhance the conveni e ot her .
o1 ayer o 15 aBr T Eheh BB e GaRE = MAREE doVISHT 58 nt RIRERRi O Lo,
FI G_1A, he seryvice provider nts to allow the guestign signal
to l% prtggl?ii’g ﬁ%‘?aélﬁé’éi" Hagh OH’e\Aﬁ‘F\}%% éiataf;eﬁet hé werehingionieieayerds,
Wi | e conpari % the property tags corresponding to the question .,
si gnal iRelh 28 HBe Fryppeids\copsspagang i fisePieperty d8gsouht Elswael g 1% oleodn
be set to transmt the question signal to the other user accounts
only wheRsPeRavehy aprb i PTeBeEy fags coracsperding ée sienetheropippatietags ¢ bnipele’sand
the property tags corresponding to the question signal. For example,
as shown3i WeppasToglA which meaphdapalbpbiheprensyly tagsy Tle RodhidihgVeaponHeol”,
guestion si gnal are "1. Rg,l e", "3. Weapon Tool ", "5. Elsword" and "8.
Tool ", andEbmiopd’t 4rel B dpeY taye redggsd pfopetiy tagsenf the kepomrards. Adter aid, theyCPU
20 110 reads the user account in the user database 116, and determines whether or not
property tags in each of the user account are matched with the property tags corresponding
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
transmits 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



25 in the user accounts conpletely conprise the property tags "1.

Rol e", "3. Wapon Tool", "5. Elsword" and "8. Tool", the CPU 110 w Il
transmt the question signal to the user accounts "C' and "D' As a
result, the ganme player of the user account "C' or "D

person WES 36RO maidieduash thsrpoperthiags Gerdespendiag dn e w%oramﬁn@lhghus
possibility to provide a nore correct answer correspondi ng thereto.

| n addi theoproblgrethat pauedioniic delgyal seyerahdutsswithowderl angwegdast thepther
signal with and deliver the same to nost of the other gane players,

t he CPUgame plivefs whpaeliéectifelypropratady Fudlggmerns mésp enerrgef e ot game
guestion 5 signal with the property tags of the user account, and

wi | | be pbotrst@pabland sbivinghe quesitdnoviews gieafiuason hed pEBides COcAMET, Gk y
when the property tags in the user account conprise a portion of the
pr op&r t pamagdayorwidsthendemd) ah answer qugealt toothe Y ghah .seFer léxhrmpkk,a tifee
property tags corresponding to the question signal are "1. Role", "3.
Weapon Taalitigl 135corfesgoding’ toathik 8ne pghrt’ Afendhd Qe &pAogeerdryl 1t mgdvaf the
t he user accounts "A", "B", "C' and "D' 10 conprises at |east one of
the propaswet siggh thelQ KA &rver'13. willdamenit Teohnswer Signill tswWhe dser adrahiraB .13
Tool " respectively, the CPU 110 will transmt the question signal to

the usebf@ec@ent&coudt' who Bent thdqueation sighall 8&pgaiultudonslyAfandmitetiiel biswer
the question is widely spread out and will be pronptly answered.

Furt her @I%E@L tA$hd SftRF is&d ti@MalP 15| Carreddndirpetos elev 6 RcoMitsl&ayvidgi thds
rel ati onshi ps 15 between user account and property tags as follows:

(1) 16 rdﬁeﬁy;%gsaatthe/qﬁééusy Isﬂgelﬁl {, Beché abRtibanshs ps \mtwm RviH Bbdiedd @en
user account and t he roperty ags When a gane p ayer creates a user

account \ﬁﬁ&fﬂﬁnwﬂ CEhePSfON dRKoudh! the WiRer %afn'e%laﬁe?s Sdedol thd GuaaibEer, ’chePf|
pl ayer what type of questions the game player hopes to receive in the

20 fut urﬁllac@ﬂ Vénﬂéa:ig Itﬁe ggé{’lzlé? #tt bﬁhq{uebﬁmg el eﬁedh@q;tﬁfg' @Ym Pf;agers

gane pl ayer, e ltens correspo s to one

tag, so.fhabdNfe 3808 QYR AR RALECheFlwleAS bR {dRMRCREHY
RS SELEChR i Be RS RNy

to interests or expertise o garre erve

11 can %ﬁhée(?f/lgegée"flf]éc%gﬁf“ go B &%t }é‘llgslogglg Q’g{e[&l‘yedt REout q’%@&%&%ﬂ/ Eé(erﬁ‘ﬁg

gane player user accou
accqg di %gne¥ 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 “D” may be

10



25(2) The rel ati onshi ps between the user account and property tags
are passively built according to a role of the game player playing in
the . online gane. Jobs, learning skills or wearing clothes and tools
of the role in the online ganme correspond to different property tags.
Thus, whbe persen gelie kpowy dire questipesn dhe ghestion sigrel ovith adiglemeoasnbiilithéo
role gradually learns different skills or wears different tools in

t he onl iprevidare marbecorshie angvwdr dremespawling spowetdi gy qodoper twhenadps. service
Thus, the Q & A server 11 5will build relationshi ps between the

pr oper t yproeids wahtstthenatdl theapdstidnesi graé withacmd uteliveahe espo ndimogt dfahe biher
role; (3) The relationships between the user account and the property
t ags ar ezapasSshyes, thd QP 1 HE @it dimngart ohdpropsity gagh Rerredpohdite gans: qidseon
t he gane player uses a user account to log in an online gane website

provisdedignbD whith the rap2i® 1587 o Be uldraictslen, andr@isbd et he hanimit $hd Hekesd
(1 ncludi ng browsi ng honepages of the website, downl oadi ng gane

wal | papesighad il tiRl Gset abbduntsOenly @ARAAE prdertyh@es antiRNisePhedolBt comprise a
honepages, the time of browsing or the game wal | papers have been

pre-set purfidh GOrhESRERH Nl QRRESNAIRI% thdQutHBnAsigilY #or Llatblel the

buil d rel ati onshi ps between the property tags and thé user accounf;

?235125 gp)r%%égg/l tr&gél 3&%%??{?&9@ 10 M QER1i 5D G HSCAre AGC RYNY’, BNAWELRPTRREr&Y
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 tran;mit 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 answered.
Furthermore, as referring now to FIG 1A, the service provider builds relationships
15  betweenwuser 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



according to keywords in an answer: \Wen a gane player uses a user
account to answer a question submtted by the other gane players, the:
Q & A server 11 will analyze whether or not the answer includes at

| east one keyword. Wen the answer includes specific_ keywords..
correspondiofy leaming sodls 1qF vVeyme ¢lagies)agd foglsy fefherpleyit }%)%GMI%P game
rel ati onshi ps between the property tags and the user account. . As
descri bed @EvRONdTHSliEEER, RPSYIIEdd PUD FHCB G BupePRYFoRsHE s Bt viBen
t he user account and property tags by using the above net hods

accor di ng ewind&gingrmng degrele gradepdlydeaans diffisecny slils ar weyrn s iangnsiteys in the
simlar or same property tags are nore easier to 25 encounter

si mi | ar oroWurgagecye ralasviil haveeorgapinden gganpertyolags dmus.dhe @&y A server 11
under stand t he meani ngs of the questions and give answers thereto.
Thus$ as reflebuildgelbtagishipe betv@en| the paditesly thpe oQts& wisend dhe tider account
transmts the question signal to the user termnals 13 of the user
account s haxtesgpridéigaibeble mlgperty tags, the ratio of answering the
guestion will be substantially increased. Then, when the question is
answer eq3) TherdRi®nshipe butevrced thavider at@u@t wed die popevey takk gnapassively built
transmtted fromone of the user termnals 13 of the user accounts

havi ng t hexce@liaicad bpsvagigy thy ohligsgardd:t er this, the Q & A server 11
will transmt the answer 5 signal to the user term nal 13 of the

quest i oner waifl thdgarid PRYerUses a sdrMcBRins td Bgoh dhhelins ghmaeewddsind frovided
having the rel ated property tags, respectively. Therefore, although

thejgt her psahe tEME Ratvicel Broidel,NBrowi@ly BERMUEYES tHRAMI N@ndlitEng eratSitlg
property tags didn't submt the questi.on, they would al so receive and

know t he alﬁlﬁﬁ‘ﬁfve\lﬁé’sfotttﬂ@w‘&b‘ﬁfet, h&anlbﬁqihfg gﬁn@wzﬁwe@fm]ﬁ dit.h Will 88 fdc¥RiclhE

same question ile playing the online gane 1n the future. As a

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



10 result, it is unnecessary for the other user termnals 13 of the
user accounts having the related property tags to search the old
guestion and correspondi ng answer again, or repeatedly submt the
sanme question and wait for an answer corresponding thereto, so that

t he convsadunicdavings vilatehroprstt itagss thoratihelgamwephaytbe questien will be
pl aying an online gane can be efficiently enhanced. 15In order to

cl ear | y subpratsdiytinstceged. dhem Whemvibhapestoh israswetcHothef@r& ansdryar higwill
and mat chi ng questions of an online gane according to the present

i nvent i anceree pr oGeSs figgalpransmdieddrof otdef BPUsdr tEmiisaleX 8 mpthcfisedaccounts
hereinafter. As referring to FIGs. | A and 3, when the CPU 110

r ecei veshaahguis rélard prepeaty, tagd ek fEPHhid 1tBe W R Asxeetl & wilerahahit ohvd Aigwer
steps: In a step (101), reading texts included in the question

si gnal , sanpay ihBaiséerhal 53 vi the (20aiopkal the ek uketeeidsls 0B @S eie dsdr
t he keyword dat abase 112, and going to a step (102); In the step

(102), deb&mNR Rivigg whethesd $bpdiaf tal %&n 1@edpRtivvely. rzqiem‘@reamtﬂo@gﬁ thebWBer user
keyword stored in the keyword database 112; 1f yes, going to a step

(103); aBghihhls"B 08 GséOaofhi€Phavidd/ ke related propektd ia?@ dsdeP sﬁbl‘Qi%)the
readi ng property tags corresponding to each of 'the at [east one

keywor d {848t Ry %uﬂﬁ'faﬁ;g%@eﬂ‘é%dm“gﬂl@Qn%r%ﬁfh%p ed@AH in time lrlﬂd
the step (104), reading a plurality of user accounts and property

tags cord,esRoq| @&om t‘h@%aﬂrié aﬁeaﬁﬁ%ﬁié% Bﬁﬂgltfa@g?w%ancﬂ@&m@%ﬁn&é% a

and going to a step ( term ning

whet,ger r8£u1{'% ist xﬂﬁlegésgﬁgrﬁ)y tﬁeacgthglf %?qgh‘lﬁiflalg he cﬁst?ig 1{3&9?#8%2 ih'agi(lrjlgﬁgé

the property tag correspondi ng uest on sj

to a step, e:!iogl)operqgﬁqaésf td'QeardiP tflé) Otl(i]%luggtl%pl gl‘i](p Q)rresponding answer again, or

repeatedly submit the same question and wait for an answer corresponding thereto, so that
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 1s exemplified hereinafter. As referring to FIGs. 1A and 3, when
the CPU 110 receives a question signal, the CPU 110 will execute 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 inciude 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 (106), transmtting the question signal to at |east one
user termnal 13 of 5which the user account has the property tag
corresponding to the question signal; and In the step (107),

classifying the question signal into a specific type predetermn ned by
o sorvi oe gRoUT P, ( b desietiienyneEaT BenORdr B BEGRag: of e use
According to the above processing procedure, the method for )

anal yzi AELOUREHRHIGGS thR BTORETLY (a8 FREFSRRIGERS Grike gresinn signth el WangoiBe 12 e
present invention can pronptly analyze 10 one question, and natch the
quest i ofteRi(1#0)spuldf po.cgoisdhe gerrdlints capabl e of answering the
question. It should be noted that the processing procedure nentioned
above wil | laxeestee (G pewishigingtoraehstien aigeal toré lepsears war &irighl 13 of
doesn't include any keyword or there isn't any one of user accounts
havi fig thechpthe pearagecarayhasfthe heopeie tagicorresfiogd mig, to thvequspten fignal; and
procedure is preset by the service provider. For exanple, when the
questi on silgniad stefp@d), tcldsaiyinglhelfiestion skenahortal a spdeeficQyse predetenmimed by
will transmt the question signal to a game nanager, so that the gane
manager acarvicrpeatideraambey ekeynacr chrespondspoprdeedyrd. hereto; or the Q & A
server 11 will only publish the question on a discussion bulletin
board w t hoacotdiag sdnithe abugretprecegsies brapdsicg thal method fyr msdyziag anamhing
In addition, when there isn't any one of user accounts having the

proper t yind delivekink R@edions bf am oshgNgime éihe Qreded iSRdiOh cdd peanptROanalyze
transmt the question signal to a game nanager, so that the gane

manager ofduéstisatl fidansenHeaineaich Wit sReIRNEeN L chbu@k e4ableddf dnbRerRgkhé
server 11 can transmt the question signal to each.of the user

account guédion OR B BE ndfd I RS protesking pastREitcQRentioned BRSieARiH, exd8ute a
referring nowto FIGs. I A and 4, after the CPU 110 receives an answer

si gnal , shherChbdeddiPe Whbh HRXREH A stggﬁl é&ésh@mdnme%?%yw&@dﬁ_ﬂ@eré 18R any
(201), reading texts included in the answer signal, conparing the
texts WohBof user accounts having the property tag of the question signal, 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 2 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 1sn’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



a plurality of keywords preset in the keyword database 112, and goi ng
to a step (202); In the step (202), determ ning whether or not
the texts include at | east one keyword stored in the keyword dat abase
112; if yes, going to a step (203); and if no, going to a step (205);
In the step(tk03)ep 26ANidagrnpmopewhythtagsnadhe éspoingludg at deastaate lofywohe
keywords from5 the tag database 114, and going to a step (204);

I n the stepd (204 keyword dhitabgse €l2ati ymsyoipg tdoetiep €200 hendaf apegdiyg toaggep
and the user account providing the answer signal, and going to the
step (2Q3)5); and In the step (205), transmtting the answer signa
to user termnals 13 of related user accounts, which have the

property t agsthe 8tepaSPPN eeddthg ropfiey tige sbiredpotdigpad cacklof hBUSywaSls from
referring to FIGI A again, when there is one gane player to answer

the gueshé g dabus NG, MELABE toNEep BRIG);account, the Q & A server 11
will firstly determ ne whether or not the texts of the answer have

keywords; if, pRt ste% heoR), Sufdser eitiohdhipd lbkitdeANSB frop ¥, BREVWRH Skanat

to the user account submtting the question and ot'her uUser accounts

having g,k BRAAdiNg HRGHsHE! G SRPOREIRhd B thd'GesIBRS)i AR Signal; and if
5 AR ARCAR

f )
yes, the Q & erver 11 wll analyze t perty tags

cor r espondi ot %tép;(gggﬂ SRS AN e antsQ%nsigl'ﬁilltg W& tg%edlﬁaaﬁ hispsy @ﬁ&érqtgfser

the property tags the user account ansSwering t question, a

Final 1y L ansimahidd g2 0p§tjt 0L o5 0eshBEHS & thh §LSHAR s ghr, Subm tting
o iR iR bopd Yl m‘%#gng Pl t

t he question (i: e u a nt su fre "question) and

oL g et AAITLOR ik B I Bl SR N b AP B 8

oxCt gk o G T 0 B PR B R b

the pr ORS retﬂ}/erto%%ot the texts of the answer have keywords; 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 Aserver 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
1s 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 ?”, the question signal thereof will include texts of

25  “what kind of PIECES OF EL should MAGIC KNIGHT match with ?” 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



is a property tag of the user account of the questioner. For exanple,
as referring to FIGs. 2A to 2C, when the account "A" submts a ’
question of "what kind of PIECES OF EL should MAG C KNI GHT match with
?", the question signal thereof will ipclude texts of 25 "what kin

of " Pl ECESPERY FRES RS 0KA méwcqmrle;lrw%%s wrﬁw?t?%ﬁﬁdfhﬁr%p%r& ﬁel’tvabgl
"5. Elsword" and "8. Tool" corresponding to the account_ "A". Thus,
when t heompgenthegisgdpformationwah theproretstags comrsreniag jodhe gresian siangk
Q& A server 11 will also read the proper‘gsy tags included in the
quest i ofhes® ghalservas Lhwilbsenstder fisariondily tagse SAE eoyér antl Se dppla e BropRey
user information with the property tags corresponding to the question
si gnal , taghel Ghetayesten vignalldo o4 td inetsass e matpling radiveritthe yagssionFignal. In
El sword" and "8. Tool" as property tags of the question signal, so as
t o i ficr éaseusehecemntshhawng sinibr off fahne propety trgs sirgmadre capieh td gugounter
user accounts having simlar or sane property tags are nore easier to
encount emifir ot bane questome sathesthierns higher pivatbitityer éransmititghmrestion signal
probability to transmt the question signal to a gane player capable
of answer i agné pRyegu=phhleonf ammering tcafueetion, ehdthedtigandatpd gyme playars can
obtain the answer thereafter. In addition, because some of property

t ags (subfairashe hgswer apaeifert Rgad@tiok! Slenusdr @aie af psdpevy tags Fsuch 248) thdo
not correspond to keywords, but 10 correspond to a map in the online
gane. Thesefioneg “WENes 8@ I8l Bswafinthe. gBeo Moty ers&pphdyd Reywards, et
online ganme are within the map, the user accounts corresponding to
these reb@&pvhd ko Penaptih Ah&ding dathet MReRFRPOIsh doalSroled of Mg IO HROE S
and "9. Elder Area". In case a role of a gane player playing in the

online Beife @ it bRiife EhBe SRATRItRNAA: aig), HeDMet SoBufli @8FrkPondRBAb Risc
rol e of another gane player having the account "E' wl|
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

I1. As described above, except directly fransmitting the question signal from the user
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15 receive the question under the reason that the account "E' has the
property tag "9. Elder Area". Therefore, the nethod for anal yzing,
mat chi ng and delivering questions of online gane of the present
invention can match the question with npost gane players of the user
account seaiprink? torde & Spbrseryer dhsthe guestiopsigichgise 6ant he inflixsstly ansngged
that nost gane players not only can automatically and i mredi ately
recei ve to ng u&shiserigr L Bhongle @tlsy ceme spogtie Jhinribe gampwlaygr seedsaret to
obtain the answers of the questions thereafter, so as to

si gni f i cantifigallyrpreove Bki ¢rilwei ganp ayd tlent log onlhe neclydeefftbe growt segane
pl ayers. Mor eover, the nethod for anal yzing, matchi ng and

del i ver iprgvidereftripmbslong dre gmisiine, gathet dfe gdmee plagsecdn playeht bolnd game
not limted to publish questions on the website by gane players. Wen
a gate pdajesubpliting thé quentibh nBegdaye wamd thenQ db ot srgeral Iquesi®nhe tinstion
gane 25 player can use the Q & A program 131 (as shown in FIG 1A) to
submit tdignatjueticiaaswerldigndl sefeldted tberakcouditnthd Q& gadedvapllayeill twinkinit the
transmt the question signal to the Q & A server 11. As descri bed
above, eayeefin iRk |iYe iss Righkl OhE Reles el Ming iggMd cobiesiBriilie WBs
termnal 13 to the Q & A server 11, the question signal also can be

i ndi r ectilsyr hecdnH@Iihtcask fHat tegdh&pRysR #€hlatingd tHeQifihe Ul AGSdTResult, a
servers. Thus, the gane player needs not to specifically |log out the

online gaRR ARk idile tPhdwqidiBoNERSnEQ R rdn e YL AR VIHRUVRN UisHe
for publishing the question, so that the gane player can play the

onl ijpe %ﬁkﬁﬁngﬁlev&%iih@ sybm tting the question. Besides, when the Q & A
server Il transmts ?he qguestion signal or the answer signal to

rel ated usefegeGAUMN Srefihi Shtbdimef ¥iShe bresiiit! ihvénrtil%ﬁsa?é Bnl#ehﬁe@ UE Sl

signal or the answer signal to the roles’in the online ga

corresp %@ﬁicgﬂv erltlyRelS fle ,&sﬂg &%ﬂﬁﬁ&l%i&eg ?Igg'lﬁ;[lli] 5 nt iggerﬂﬂ)gg%qoéesat%ﬂ Seﬁ 185fy

pl ayi ng the online-gamne. ares ayer 1's abl now
St e TRASE Rl P b R LU AR o
Preoent RSO0t Rl HRSH BUERESBE SRR O Bl gt
per 580 SKLLLES AT, Soht Sk ARl undersLand L congel ¢ Loop,
| nventi Otgchin?caT%atlllriey o% %}ge i[)r%sénr%%n\tgﬁi%gotg qgtegr%edg\%lilg‘ality of databases into one
database or to convert a single Q & A server into a plurality of servers. As described above,
it is only the preferred embodiment of the present invention, and it is understood that
many changes and modifications 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 ﬁ? A's rveé.[nto a plurality of servers. As described above,
itiso é(‘“t‘ﬁg WPt Brred enbodi ment of the present invention, and it

i s understopd that. many changes.and ifications ta the preferred
enbodi mint ABFIEE LAIREP BT PR HHEP Gl THES SEBpeV Rk
the spirit of the invention that is intended to be limted by hg
appended clifigpglicd (fhah ONENG IEAMAEYSIER: COMPISIRg AHBESHAYAhaISHE rﬁé, A)
mat chi ng and delivering questions _of an online ganme, which is applied
to an onli rf€rvgaa %p@tﬂgm e bRt f8iln wdgedt e snd-sarvsivsrinkesl & goch of
server and a plurality of user terminals, wherein the Q & A server_is
| i nked to dbelsaficrmaalggespecevaly, mark of dhpueartganyals eae Igersralieye quesepn
term nals can generate a question signal and transmt the question
signal to tshgnaDagd Xagwny e guastionfstamel tohthe@ & A seveeand; afler thesQt &ed
guestion signal, the Q & A server executes the steps of: determ ning
whet her or saofer tdeeiveutbsghestionisggnal, thel@ lCudesrvat exeeuntss therseepef:keywor ds
preset in a keyword dat abase; reading at |east one property tag

cor r espondidegerinmit g eviathel @easiot olme qhasyton rsizrbt awlales ag lohat abasé kejnveords t
is determ ned that the question signal includes the at |east one
keywor d; defresetrinnd gywolhétiftelsaser not at | east one of property tags
preset in a plurality of user accounts in a user database is matched
W th the atrcd@Rght 104¥¢ ot PRPELY talgagrespondBigan tienyy 1daet difeckeguwesd from a tag
signal; and transmitting the question signal to at | east one of the
user ternm nakdbasOnhes PO diggmiited that @S lquestidnOfigrial éndledys e OUBASS one
when it is determned that at | east one of the property tags in the
at | east ongy@brd;he user accounts is matched with the at |east one
property tag corresponding to the question signal. 2. The nethod for
anal yzi ng, Jd@dmiting whetherl8F hotedt i1t Brest p@?%at?ag%ﬁesagintapp@@wbﬂuser
wherein, after the " Q & A server transmts the question signal to the

at |east ong.Qfhd He MS@kr L&fiTa0R1IS SHACHESPOMEI MY 4i01dabe AL {n%?&tty GiA§
of the user accounts, the Q & A server further executes the step of:

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 1t 1s determined that at least one of the property
tags in the at least one of the user accounts i1s 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
for anal3zi Afe Mesradhion gnalyangemptediignydrdiyelieg questiony atontling tCadim 2
wherein, after the Q & A server receives the answer signal, the Q & A
server furt Waereaxaéiar s Q BeAseriss rasktves dicamaival signathdele & drservst frther
answer signal includes at |east one of the keywords in the keyword
dat abase; resdiitegthetstépsadt one property tag corresponding to the at

| east one keyword fromthe tag database when it is determ ned that

t he answer detgmahingnehaiitte or mhethatindveasigmhmckeysearrldast bué bflihadeawords in
rel ati onship between the at | east one property tag and the user
account of thHekeywerd detatnkayal transm tting the answer signal; and
transmtting the answer signal to the user termnal submtting the
question si gadingain feadsheneopropérty &l col@EpondalgStoahe hhRadt vRE kRPROMNSm the
havi ng the property tag corresponding to the property tag of the
question si gigalatabAse When Meishferh@ficdamal el HgwenBlbaM Meluandmdeltivar bhg
guestions according to Claim3 wherein, after the Q & A server

determ nes L8atorhe answer signal doesn't include the keywords in the
keyword dat abase, the Q & A server directly transmts the answer
signal to tBhgiiRh 8 TeldBSshipthdFvBa MeQk léagﬁoﬁ%p@r@}c%%rﬁlﬁ HEVsR %t Bt of
property tag corresponding to the property tag of” the question
signal. 5. #agg Egﬁﬁhﬁ@%mﬁmﬁ%gagnggwggﬁg%ﬂﬁﬁmand delivering

guestions according to Caiml; 2, erein the tag dat abase

o e Mo BRGSO TSRSt
et i TR e R e e PR
(ranems U R e e Lo oL e Foresponding o
correspon di e re%%rfto¥ a}ls?lgzllngt r?la%cglengqalfl%ls&eili%gﬁr?é Q&%hbns 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 5
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 &) program 8. The nethod

for analyzi E n nd del iverin estions according to é;lai
7" whor &) n BoneBed feichalie, Bainhis 4% eretfeor doRiag ‘B Aim 5,
uestion signal. to th Q & A server fhr gr
a gherem each ote the user telmlngls 18 1rthgru staflede WQh a que tEocl)a an answer (Q
& A) program.
8. The method for analyzing, matching and delivering questions according to Claim 7,

wherein each of the user terminals can directly transmit the question signal to the Q

& A server through the Q & A program.
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