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

as a ROM gisq, et egethee Wb etherpiogram  Furthernore, these data may be
stored in an outside nenory neans so as to be freely read out through a

communi cati gaMmedrumeansy; ANOh @amtrhevhbtrermet. BACKGROUND ART [0003] In
such kind of a conventional known gane program an anmount of the
ultraviolet of the sunlight is accunulated and conputed with an ultraviol et
sensor, and a predeterm ned event is displayed on a display if the
accumul atedomi uead fFhembtravi ol et exceeds 1 a predeterm ned val ue.
[0001]
This invention relates to game software and a game
machine where sunlight is used as a parameter for
game progress.
[0002]
“Game software” in the specification includes
program itself and various kinds of data related to
the programif necessary. It isnotalwaysnecessary
to relate “game software” to the data, but “game
software” has always program. And, “the related
various kinds of data” may be stored in amemorymeans,
such as a ROM disc, together with the program.
Furthermore, these data may be stored in an ocutside

memory means so as to be freely read out through a

communication medium means, such as the Internet.

BACKGROUND ART
[0003]

In such kind of a conventional known game progranm,
an amount of the ultraviolet of the sunlight 1is
accumulated and computedwithanultraviolet sensor,
and a predetermined event is displayed on a display

if the accumulated value of the ultraviolet exceeds



[ 0004] But, in such gane software, an event is nerely executed according to
accunul ated points of the anpunt of the ultraviolet. For this reason, it is
easy to predict an occurrence of an event for a player who has experienced
an event once, and the player 1is prone to get tired in a short tinme. [0005]
The object of the invention is to provide gane software and a gane nmachi ne
with the sunlight as a paraneter, where it is difficult to predict an
occurrence of an event, thereby preventing from losing interests.

DI SCLOSURE OF- L AMENTL N, £ Q0Q6] 1 Pae aspect of the invention is game software
(BGP) for progressing a gane according to a predetermined scenario on a

screen of rg i gplay (3) by executing scenario devel opment program through a
conput er {1) wi th which a sunlight sensor (29) is connected, conprising:

sai d sof twapgthaving PLEH aguhd gelifi g 8a) da LORRWEE 10s exeaul ¢t he
foll ow ng procedures; area input procedure for inputting an area XARA)

where a pkaarutivesaldvorah iy ivwuta JEeaRs Wotel Bdisneannsgt ednw th said
conput er;

amount of the ultraviolet. For this reason, it is

easy topredict an occurrence of an event for aplayer

who has experienced an event once, and the player

is prone to get tired in a short time.

[0005]

The object of the invention is to provide game
software and a game machine with the sunlight as a
parameter, where it 1is difficult to predict an

occurrence of an event, thereby preventing from

losing interests.

DISCLOSURE OF INVENTION
[0006]

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

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

where a player lives through an input means which



rai nfall probability conputing procedure for conputing a rainfal
probability corresponding to said area which has been inputted by said area
input procedure; sunlight judging procedure for judging as to whether or
not said sunlight sensor receives the sunlight for a predetermned tine
(Ti); event execution judging procedure for conputing and judging as to
whet her or not a rainfall event should be executed on the basis of said
rainfall probability if said sunlight judging procedure judges said

sunlight sensqr,pat-tQq4reretye they sughight.far a predetermned tinme; and

rainfall event execution procedure for xecuting said rainfall event in a

predeterm ned said ;, sganard poifa 5ahd ey enb XYt ' [ Q ure
j udges t hat saidarégnfallE%vgﬁfishéuﬂgybgbexecﬁtgﬁqufgg%%]gi%igfﬁgng to

this aspestnfut he d nyeptiions atihe o F ek h iR pbabidi & ¥ Jsn 4Ryt ed,
corresponding to the area which a player inputs, and ether or not the

rainfall eyent aiisec exgauted 1 §sj vdaad onptite: bashy safi d hereai Afgb bt
probability, so that the execution of the rainfall event is controlled by
the rainfakbcdiakabi ity even if the sunlight sensor connected wth a
conput er does not receive the sunshine for 3
sunlight judging procedure for judging as to
whether or not said sunlight sensor receives the
sunlight for a predetermined time (T1);
event execution judging procedure for
computing and judging as to whether or not a rainfall
event should be executedon thebasisofsaidrainfall
probability if said sunlight Jjudging procedure
judges said sunlight sensor not to receive the
sunlight for a predetermined time; and
rainfall event execution procedure for
executingsaidrainfall event inapredetermined said
scenario if said event execution judging procedure
judges that said rainfall event should be executed.
[0007]

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

probability even if the sunlight sensor connected

with a computer does not receive the sunshine for



a constant tine, and it is difficult for the player to predict the
execution of the rainfall event, thereby extrenely preventing fromgetting
tired from the ganme. [0008] Besides, another aspect of the invention is
the gane software, wherein said gane software has program for further
getting said conputer to execute an area rainfall conmputing procedure for
searching and extracting a rainfall (RV) corresponding to said area where
said player |ives which has been inputted by said area input procedure from

area rainfabl, daf g, + andnsai d fqi ptakls propahidity @Q)rg)y%ﬂlggpgrwgqure

conputes said rainfall probability corresponding to said area on the basis

of said rapnfallk hieh has deenr seacehed randnext pagted, 1(10089)e n Accor di ng
to this aspect of the invention, the rainfall probability is conputed from

the rainfahle r d RY) e Ok AdRecarep P 6R tiSn ENPEbREd Yt BnRl 8Y8Te d SOr olhat the
occurrence probability of the rainfall event changes according to the area

inputted byet hgapleayer. Then, an aspect of the area can be introduced in
the game, thereby increasing interests of the game. [0010] Besi des,
anot her aspeag pf the invention is a game nachine for progressing a gane
according to a
Besides, another aspect of the invention is the
game software, whereinsaidgame software hasprogram
for further getting said computer to execute an area
rainfall computing procedure for searching and
extractingarainfall (RV) correspondingtosaidarea
where said player lives which has been inputted by
said area input procedure from area rainfall data,
and said rainfall probability computing procedure
computes said rainfall probability corresponding to
said area on the basis of said rainfall which has
been searched and extracted.
(00091
According to this aspect of the invention, the
rainfall probability is computed from the rainfall
(RV) of the area which is inputted by a player, so
that the occurrence probabilityof therainfall event
changes according to the area inputted by theplayer.
Then, an aspect of the area can be introduced in the
game, thereby increasing interests of the game.
[0010]

Besides, another aspect of the invention is a

game machine for progressing a game according to a



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

pl ayer lives through an input nmeans which is connected with said computer;
rainfall probability conputing nmeans for conputing a rainfall probability
corresponding to said area which has been inputted by said area input
means; sunlight judgi ng neans for judging as to whether or not said

sunl i ght SeRSAL . LaGel Hey theaaunl 1 aht o fors 8 edeber ol nef Ly gyent

execution judgi ng nmeans forconpltingand ~judging as to ot a

rainfal | 8%%’8%9}9#& ds R, gxqcuted am b %@ﬂiispgfaﬁf% trtari%%'ghpraobabi'ity

if said sunlight judging procedure judges said ht sensor” not to
receive thggintbght, f O @himf?delselt%mme@hw g%n 489 fai il cemeny  execution

means for executing said rainfall event”in a predeterm ned said scenario
if said evenrtp £x@gutgon judgi ng procedure judges that said rainfall event
shoul d be executed. [0011] According to this aspect of the invention, the

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

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

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

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

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

According to this aspect of the invention, the

rainfall probability is computed, corresponding to



rai nfall probability is conmputed, corresponding to 5 the area which a player
i nputs, and whether or not the rainfall event is executed is judged on the
basis of the rainfall probability, so that the execution of the event is
controlled by the rainfall probability even if the sunlight sensor
connected wth a conmputer does not receive the sunshine for a constant
time, and it is difficult for the player to predict the execution of the
rainfall event, thereby extremely preventing frongetting tired from the

game. [O00dgk JThe numbecnhi B RAT £pLhesesp shovs Lhey 6o kespopding hgtement in

the draw ngs for the sake of "conveni ence, accordingly, the present

descriptiong aeg MPh1 1r estdhet 8d and boved by §Re; descehpt hans Lon; khe
drawi ngs. And, this invention should not be construed by reference nunbers.

BRI EF DESCRI PHON OF nBRAWINGS o h8@L3] 1 kR, 0.4 Fhatl ¢ feaRk extarnabnvi ew of a
portable game machine to ich the invention is applied. [Fig.2] Fig.2 is
a controlobl ockh di agraemef the gaoetrachiag ofphigdhe[Figa8hfADlL 3 is a

view of a ganme programcartridge. [Fig.4] Fig.4 is a view showing a

rainfall pablbeability even if the sunlight sensor connected
with a computer does not receive the sunshine for
a constant time, and it is difficult for the player
to predict the execution of the rainfall event,
thereby extremely preventing fromgettingtired from
the game.
[0012]

The number in parentheses shows the corresponding
element in the drawings for the sake of convenience,
accordingly, the present descriptions are not
restricted and bound by the descriptions on the

drawings. And, this invention should not be

construed by reference numbers.

BRIEF DESCRIPTION OF DRAWINGS
[0013]
[Fig.1l] Fig.l is an external view of a portable
game machine to which the invention is applied.
[Fig.2] Fig.2 is a control block diagram of the
game machine of Fig.1l.
[Fig.3] Fig.3 is aviewof a game programcartridge.
[Fig.4] Fig.4 is a view showing a rainfall table.

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



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

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

MODE FOR CARRYI NG QUT THE | NVENTION [0015] Fig.l shows a portable gane
machi ne as a gane mnachine conprising a conputer. As shown in Fig.2, a
portabl e in 1 i I st al

di spl ay 39§tté¥ﬁ8% tgfthe?%ﬁ%?%ﬁﬁgap %yag éga?é TJPHE' 'gg hgﬁ£¥%put
device 4. Lhe input device 4 has a direction |nd|cat|ng SMAtCh 5 and a
pIurallty of push button switches 6a, 6b. The direction indicating switch 5
has a cross type of operation portion 5a and outputs a signal

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

left diregkipansnafr tde oaperatd PRERRDef uB L Rke operation of pushing down
[0014]
1.. .computer (portable game machine)

3.. ..display

4. ..input means (input device)

25.. ..cartridge

29.. ..sunlight sensor (ultraviolet sensor)
Tl.. ..predetermined time

RV.. ..rainfall

BEST MODE FOR CARRYING OUT THE INVENTION
[0015]

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

operation member 5a (the operation of pushing down



7 each end portion of the upper portion, the lower portion, the right
portion or the left portion of the operation nenber). [0016] A structure
of such input device 4 is well-known, so various transfornmations are
possi ble. For instance, four push buttons may be respectively located in
upper and lower hands and in right and |eft hands, in place of the
operation nenber 5a. The nunber of the push button switches 6a, 6b and
their location may be changed in various forns. In the follow ng

expl anati gyt hePushobUL{ OR Ykt ¢ Bauise FefiesEed 4o, as e butd pa, and the

push button switc bis as B button. I'f 1t i's not necessary to

differentg'gatrecp@hh push Butyars SarcGhohrem eagh 1ot her p PEt s gachrbutton is
referred to as a button 6 in the follow ng descriptions. And, the gane

machi ne lche pspwirded: wid hmaggowel switch, an operation nmenber for
adj usting sound volune and the |I|ike, but these are omtted. [0017] Fig.2

shows a stouctare of a control unit 10 provided at the game machine 1. The
control unit 10 is a conputer making use of a m croprocessor, main body of
which is a EPYtklucAURMAZ fuesd Dby trem®tY)ce andi & RAM L3 kpraandom access
menory) as main nenories,
so various transformations are possible. For
instance, four push buttons may be respectively
located in upper and lower hands and in right and
left hands, inplace of the operation member 5a. The
number of the push button switches 6a, 6b and their
location may be changed in various forms. In the
following explanation, the push button switch 6a is
referred to as A button, and the push button switch
b 1is as B button. If it is not necessary to
differentiate both push buttons 6a, 6b from each
other, but, each button is referred to as a button
© in the following descriptions. And, the game
machine 1 1is provided with a power switch, an
operation member for adjusting sound volume and the
like, but these are omitted.
[0017]
Fig.2 shows a structure of a control unit 10
provided at the game machine 1. The control unit
10 is a computer making use of a microprocessor, main
body of which isa CPU1l1l. AROMI12 (readonly memory)

and a RAM 13 (random access memory) as main memories,

an image processingcircuit 14 and a sound processing



an i nmage processing circuit 14 and a sound processing 8 circuit 15 are
respectively connected with the CPU 11 through a bus 16. A program
necessary for basic control of the game machine 1 (booting processing, for
instance) is stored in the ROM 12. A work area wth respect to the CPU 11
is secured in the RAM 13. The inmage processing circuit 14 controls the
liquid crystal display 3 according to a picturing instruction fromthe CPU
11 so as to display a predeterm ned imge on its scope. The sound

processi ng; cideyit 155 produeas, ap tai“@!eQ% SoURd 51 988l  AEROEHNL b a
pronouncing instruction fromthe CPU 11 so as to output to a speaker 7.

[0018] The kesnechinve, YMmiches S5.a 6 photheni ARWe d8Vice £4 rabe £oBNect ed
with the CPU 11 through the bus 16, and the CPU 11 can thereby judge the

state of eperwatbdono Oft ieach aséd tehchie Besiwiest iang eytydak smempry 17,
which is an object different fromthe control wunit 10, is connected with
the bus 1forThHer exteraal imemdyrkd iisnstheekom azcartxiwge K% mbhch is

attachabl e and detachable to the main body 2, as shown in Fig.3, and a ROV
18 as nmenofy Hadth smeaditl o RANe TP (readabl & cahd rwd tiabl €het arragel 8l.ement) as
a reloadable user nenory are stored therein. Various prograns and various
dat a whi chhar e megessarycéssing circuit 14 controls the liquid
crystal display 3 according to a picturing
instruction from the CPU 11 so as to display a
predetermined 1image on 1its scope. The sound
processingcircuit 15 produces ananalog soundsignal
according to a pronouncing instruction from the CPU
11 so as to output to a speaker 7.
[0018]
The respective switches 5, 6 of the input device
4 are connected with the CPU 11 through the bus 16,
and the CPU 11 canthereby judge thestate of operation
of each switch 5, 6. Besides, an external memory
17, which is an object different from the control
unit 10, is connected with the bus 16. The external
memory 17 1is stored 1n a cartridge 25 which 1is
attachable anddetachable tothemainbody 2, as shown
in Fig.3, and a ROM 18 as memory medium and a RAM
19 (readable and writable storage element) as a
reloadable user memory are stored therein. Various
programs and various data which are necessary for

execution of game software BGP are stored in the ROM

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



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

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

sem conductor storage elenment. An interface circuit intervenes between the

bus 16 angegachyel aTenh Jd 0e0asparkabus Nl 2, s, 0ot shown arlous kinds

of contr uni t used w t hout Mfiting to the ove-menti oned

structuregahg%}Q]foé congrupiGatLon controligireyit ;20 H?h&onﬂ%ﬁﬁfgy with the
oug

CPU 11 thr the bus 16 in order to connect the game nachine Tw'tha

Fﬂedet@T%E%%ﬁaﬁm%“QQUﬂHbeEQE%y@”mV@Ei%H@ g%H&Q%é”méB%d&K?- A
conmmuni cati on connector 22 is connécted with the commini cati on contr ol

circuit 29utdy Qugh Ra oGAIPHRI sald PRglenheld 8¢k ,24n 48 ttihea GoSRUY £4ki on
control circuit 20, one functioning as a nodemor a network interface by

conbi ni ngma 3SR (ghai baph o §8ale PE OGRS g nandi §0f £ warLy i hh geagh , ot her,
for instance, may be utilized. The communi cation
may be used as the storage medium of the external
memory 17, in addition to a semiconductor storage
element. An interface circuit intervenes between
the bus 16 and each element, if necessary, but this
is not shown. Various kinds of control units 10 may
be used without limiting to the above-mentioned
structure.
[0019]

A communication control circuit 20 is connected
with the CPU 11 through the bus 16 in order to connect
the gamemachine lwithapredetermined communication
line, another game machine or the 1like. A
communication connector 22 is connected with the
communication control circuit 20 through a
communication interface 21. As the communication
control circuit 20, one functioning as a modem or
a network interface by combining a DSP (digital
signal processor) and software with each other, for
instance, may be utilized. The communication
connector 22 and/or the interface 21 may be provided
as a peripheral equipment to be connected with the

game machine 1 outside.

10



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

equi pnent to be connected with the gane machine 1 outside. 10 [0020] As
shown in Fig.3, the cartridge 25 has a case 26 nade of resin, and the case
26 is free to be attached to and detached fromthe nmain body 2 of the
portable ganme machine 1. The external nmenory 17 is stored inside the case
26, and a |lower portion of the case 26 in the figure is a termnal portion
26a for connecting an el ectronic machine, such as the external nmenory 17
stored in[ngzg?se, and the bus 16 of the control unit 10 with each other.
An ultraviolet sensor 29 is provided at an exposure portion 26b on the

upper porti f : i fi i LCh o pas t side the
mai n body ggﬂﬁg%é?ﬁsﬁa ﬁ?%g'fﬂb %QSEf%%gg%féygﬁ ?ﬁ%qﬁggngbggvgg2§gf t he

portabl e gang mpchingil,, andqapnd/ Pcoovept et £3Q St e i D the- gartri dge 25
is connected with the wultraviolet sensor 29, as shown in Fig.2. The A/D

convertert30ainxy CPOPEEELaWE LR ot hen Eeqaiinaly, Pkt poB £ 268 BRGdSplikee to be
connected with the bus 16 of the control unit 10 of the ganme machi ne 1.

[0021] Wkihd hgagaiEnerch] neThNayvkR@ SHEN anshbyc) ute, i yaeitQuseki nds of

ganes can be played on a picture
inside the case 26, and a lower portion of the case
26 in the figure 1is a terminal portion 26a for
connecting an electronic machine, such as the
external memory 17 stored in the case, and the bus
16 of the control unit 10 with each other. An
ultraviolet sensor 29 1is provided at an exposure
portion 26b on the upper portion of the case 26 in
the figure, which is exposed outside the main body
2 when installing the cartridge 25 on the main body
2 o0of the portable game machine 1, and anA/D converter
30 stored in the cartridge 25 is connected with the
ultraviolet sensor 29, as shown in Fig.2. The A/D
converter 30 is connected with the terminal portion
26a, and is free to be connected with the bus 16 of
the control unit 10 of the game machine 1.
[0021]

With the game machine 1 having such a structure,
various kinds of games can be played on a picture
of the display 3 by loading the program stored in
the ROM 18 of the external memory 17 in the RAM 13

and executing the loaded with the CPU 11. Besides,

the game machine 1 is connected with a predetermined

11



of the display 3 by |oading the programstored in the ROM 18 of the
external nenory 17 in the RAM 13 and executing the |oaded with the CPU 11.
Besi des, the gane machine 1 is connected with a predeterm ned 11 network,
controlling the conmuni cation control <circuit 20, so that nessages can be
exchanged and a battle type of gane can be enjoyed between the gane
machine 1 and ot her one. [0022] The conputer for executing the gane
software according to the invention is the portable ganme machine 1 as a

gane machhee f &F khones o herr d nstiange. t h Besicdasm ubhhiec ganes fachbhe: Aomay not be
a device dedicated for a game, but may be a device for playing back

general nusirccand iomges stohad imea s @e80e a edicdune xEwd hgerdr £n dcany
conput er, such as a personal conputer and a nobile phone, is available as
| ong as ganeasafl aat epead the axecws adbehehehyy e d B@A3) e ¥ar itous Kkands of
prograns and data of the gane software BGP nmay be stored in any form as

| ong as mhedei nan beanhehdo oite byotnee. functi on of the program of the gane
software BGP. These may be stored in the ROM 18 together with the program
of the gam@0%ditware BGP as the present enbodi nent, or nay be stored in an
out si de nenory neans, such as a server,

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

[0023]

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

such as the Internet with read program which is set

in the game software BGP.

12



which in

nmeans,

sof twar e
as the o
execut es

t he gane
17, and
oper at es
vari ous

routines
Fig.2 sh

dependent of the gane machine 1 so as to downl oad these prograns
and data in a nenory, such as the RAM 13, through a communi cati on nmedi um
such as the Internet with read programwhich is set in the gane
BGP. 12 [0024] After a predetermned initializing operation (such
peration of power on) in the gane machine 1, the CPU 11 firstly

a predetermned initialization processing according to a program
of theROML2. After finishing the initialization, the CPU 11 starts to read

8%2%@[9 B&P, which is stored in the ROM 18 of the external

menory

tarts gane processing according to this program \Wen a player

controls a accor

ho i ; o
t ﬁf'tréof’tang?\é'ocgté AP n SR 5 ©Of atlrieztﬁgrégo the, @'i’%dﬂtgss% %’EE ﬁe

cessary for execution of

OF tthee 9BpR. SOLUWAT €080 0025 ) The, 0RR: SOLLMATR.BER As shown i

ows only sSoftware elenents which relates to

e I nvention of

ones

conprising, thepgane pspf hwar & BB 1Thate )l Scultes gang, sghtwar e nBG: gt or es.
prograns and data which are necessary for execution of a gane with

the game; geftmane BEPi Iy MElbRG #08Y sRAWrdl %8 -a $ 984/ am of

vari ous

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

[0025]

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

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

image processing circuit 14. The player can select

13



When starting the gane, area designation program DDP of the gane software
BGP is booted. The area designation program DDP displays a nessage for
inviting a player to input a resident area of the player on the display 3
through the CPU 11 and the image processing circuit 14. The player can
select 13 his (her) own resident area of prefectures and states which are
di spl ayed on the display 3 as a list by noving a cursor which is displayed
on the display 3 to a position where the resident area of the player is

di spl ayedywist hhRrOpeywAPeE 8tiiphn f 2 e BUSB RUEEen y SWist 6R Hs t[H02E]  When
sel ecting own resident area by the player from the area representation on

the di splayiT{ Sher Sulscga‘lgl{gacﬁ)on a 15€! aGtd wnasj gnak sSly i siigypupted in the
CPU 11 through the bus line 16. Receiving this signal, the area designation

program DeBviieads aa daiBfoat | whtiadh €1 FEBLld Dy 10f y Elie @@me hsof § wael B?P and
searches and extracts the rainfall of the area where the player ives,
whi ch was3sebegtedshy 1bhe phayes {1vbepeS2 @b n tFag: S .o F0OR8] p 1Eheetai nf al |
table TBL stores average rainfalls RVs for the respective areas ARA in
count ri esi s(d €gipdns y ewhivdit Iplpayepe # iopee Aa tarealo f ai méab b sthaba,t t on
switch 6.
[0027]
When selecting own resident area by the player from
the area representation on the display 3 (Step S1
of Fig.5), a selection signal S1 is inputted in the
CPU1l1l throughthebusline l6. Receivingthissignal,
the area designation program DDP reads a rainfall
table TBL out of the game software BGP, and searches
and extracts therainfall of the areawhere theplayer
lives, which was selected by the player (Step S2 of
Fig.5).
[(0028]
The rainfall table TBL stores average rainfalls
RVs for the respective areas ARA 1in countries
(regions) which players live as areal rainfall data,
as shown in Fig.4. The area designation program DDP
immediately reads through the CPU 11 the rainfall
RV of the area ARA which the player lives, the area
being selected with the selection signal S1 by the
player, out of the rainfall table TBL.

[0029]

The ultraviolet sensor 29 always detects the
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as shown in Fig.4. The area designation program DDP inmediately reads
through the CPU 11 the rainfall RV of the area ARA which the player lives,
the area being selected with the selection signal S1 by the player, out of
the rainfall table TBL. [0029] The ultraviolet sensor 29 always detects the
14 ultraviolet volume radiated on the sensor 29 and outputs the detected
value to the A/D converter 30. Sunlight continuation tinme neasuring program
LCP of the gane software BGP al ways nonitors volune of ultraviolet rays

shich is QULALLLAA fLAMLbe AD SOYELLEr 30 tRaua.Lhe CPU I, and | udges

as to whether or not sun resen i A ng” on t he “por e gane

machi ne 1, #t@atgitrfgoﬁg%eu&g avial eho $8NS9Ie 29, 1Y DL be onkt gped val ue

(Step S3 o er words, in case where travi ol et

Sensor galCeH; p%tc%rér‘i‘cq 29 1 &y }n%%lébﬁqlggse%g%rﬁeﬁgdﬁé@ g fgane

machi ne 1 s ultraviolet rays nore than a pr val ue, that
I's, wtraxw@ebdﬁussa@E%éﬁéné@?ﬂém&aygemﬂﬁyt& sH gt o

continuation tirme nmeasuring program LCP judges through the CPU 11 that t he
portabl e garer ggchi net Ir presephlivigets senshier «andrikRst rHets A /gcenario

devel opment program SDP of the gane software BGP to
converter 30 through the CPU 11, and judges as to
whether or not sunlight is presently shinning on the
portable game machine 1, that is, on the ultraviolet
sensor 29 fromthemonitored value (Step S3 o0f Fig.5).
[0030]

Inother words, incasewheretheultraviolet sensor
29 of the cartridge 25 which 1is installed on the
portable gamemachine l detectsultraviolet raysmore
thanapredeterminedvalue, thatis, ultraviolet rays
more than constant intensity, the sunlight
continuation time measuring program LCP Jjudges
through the CPU 11 that the portable game machine
1 presently gets sunshine, and instructs a scenario
development program SDP of the game software BGP to
proceed with the game according to an usual game
scenario (step 5S4 of Fig.b5). The scenario
development program SDP is a program for controlling
scenario progress of the whole game, and the game
scenario develops by this scenario development
program SDP through the CPU 11.

[0031]

On the contrary, in case where the ultraviolet
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proceed with the gane according to an usual game scenario (step $4 of
Fig.5). The scenario devel opnment program SDP is a program for controlling
scenari o progress of the whole ganme, and the gane scenario develops by this
scenari o devel opnment program SDP t hrough the CPU 11. [0031] On the
contrary, in case where the ultraviolet 15 sensor 29 of the cartridge 25
which is installed on the portable ganme machine 1 detects ultraviolet rays
less than a predeternined value, that is, ultraviolet rays less than

const ant %roug Lt%e %tﬁ%ﬁ@'%gf}%ﬁ@y”a té«RQérﬁ ”FS”E%SSUEéiQ_é%Eogram LCP

j udges ganme nac presently does

not get SHH%“E%%%@‘%S@%#@ xﬁr%chrlier? Ufedé% ctﬂé‘%}f’“c'i:%xﬁlyl@ r(é‘)?g shown)

(step S5 € sun |ght continuatron t1ne neasufing

program LQP HEaes ?Q@f‘ét@rr ?Be@@al)d‘@ ”@@%ng by 1the, yLIJHEL creaches a

predeternine time T step S6 o e judgnent is that the time

measured By 4 he Jtd grer iflogs ngh srteéﬁfﬂ tbﬁtFHr?Q?cttefm nadetid®n1lignthe
programreturns to step S3 in Fig. 5 the timer ‘continues to measure t he

tn:)trre so | opg tasn ke SYRAl | ghtme Cant hRUAE i QR t iPes gRASMI I@pPr 9arage 5CP does
through the CPU 11 that the portable game machine
1l presently does not get sunshine, and starts to
measure the time with a timer (not shown) (step S5
of Fig.5).
[0032]

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

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

game. Receiving this instruction, the event
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judge that the portable game machine 1 gets sunshine. [0033] In case where
the tinme neasured by the tinmer is judged to reach the predetermned tine
Ti, the sunlight continuation time nmeasuring program LCP instructs an
event execution judging program EVP of the gane software BGP to conpute and
j udge whether or not a rainfall event should be executed in the gane.
Receiving this instruction, the event 16 execution judgi ng program EVP
conputes a rainfall probability RRwith a proper algorithmon the basis of

t he rainfall ft re r I rolj . i.C

extraclt edgl reo%v%%éma:f%%@e% n%trf%%q%fo%y%m%g?ﬁ%uglﬁ [}h%;?élf?eﬁ (Step S7
f Fig.5 0341 1T - t ' i P '

gonph?es)%ﬁ%%r al %#;hfygggggﬁﬁ(}?% %&Biﬂn&?ﬁ%ﬂgﬁ)ggﬁlﬁno@/o Hgﬁ&e)%ggn%%nt of the

rainfall RY of ot hg; Pf §8 1WR&T 6 £ PR PLANLL J1 ¥ES RRSIAESy LN sRFOgram  EVP

conputes the final rainfall probability RR on the basis of a state of a

charact ery Rt by 48 cRIBYEE tidut e GaNEn e SHGE 2Sq8 St @h& tof cROssessi on
of items, various kinds of parameters, HPs (hit points)

or MPs(magh epQj 4 &) pexperd egae tpod ntsu 1P03Bk Abten twsrobt.ad ning the
rainfall probability RR
[0034]

The event execution judging program EVP basically
computes the rainfall probability RR in the
proportion of the amount of the rainfall RV of the
area where the player lives. Besides, the program
EVP computes the final rainfall probability RR on
the basis of a state of a character operated by the
player in the game, such as a state of possession
of items, various kinds of parameters, HPs (hit
points) or MPs (magicpoints), andexperience points.
[0035]

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

[0036]
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t he event execution judging program EVP conputes as to whether or not the
rainfall event should be executed in a scenario of the ganme on the basis of
the rainfall probability RR (Step S8 of Fig. 5) . if no execution of the
rainfall event is determned as the result of the conputation, nothing is
executed and the processing finishes. In such a case, the scenario of the
gane is usually devel oped according to the scenario devel opnent program
SDP. [0036] 17 If the execution of the rainfall event is determined as the

I f i . h . i_on, j udgi
o1 ogr am EVP e B BEeS S TAG b Banbr o davET BRreRe T bo ot SbP= hAS st Fuct s
the scenacio deyel,obreat. prpgtam SPB.Lo, execule the (rainfall eveqt.

Receiving this rnstruction, thée ~sceéenari o devel opnent program eads

Compr | ses” (e AmR e GPhaTe BB drfenanrd B 1PV The - lkFR | event
program RER execut 85 5 & Nee Laiing ghle £V ENE o1y 4 Hes Beenar] @ 'Qé{sgi Laying rain
in a three-éfnen5|ona V|rtu§1 gpaoe ﬁﬂ|cﬁ has beenn produce 135 t he gane

sof tware BER Q418 ;0898 8¢ ELLH m%£h§r@!gslpéaysntﬂﬂaéo!éxeicﬁ;ﬁg_et%'v' 3 with
an animation through the CPU 17 and the image processing circuit 14.

rainfall event. Receiving this instruction, the
scenario development program SDP reads rainfall
event program REP for executing the rainfall event
which comprises the game software BGP through the
CPU 11, and the rainfall event program REP executes
the rainfall event in the scenariobydisplaying rain
in a three-dimensional virtual space which has been
produced by the game socftware BGP on the game screen
on thedisplay, that is, inthe RAM 3 withananimation
through the CPU 11 and the image processing circuit
14.

[0037]

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

time due to abnormal status.
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[0037] Wiich event is executed in the rainfall event is optional. That is,
the rainfall event program REP can execute various kinds of events through

the CPU 11. For instance, an object of a character in the

t hree-di nensi onal virtual space nay be controlled to nobve so as to get out

of the rain, a character operated by the player nmay be changed into anot her
one, a magi c may not be used or HPs (hit points) or Ms (magic points) my

be reduced with passage of tinme due to abnormal status. 18 [0038] The CPU
11 executfg(ﬁpg sunlight continuation tinme nmeasuring program LCP even during
t he execution o? the rainfall event by the rainfall event program REP

t hrough the;rﬁ:etucﬂp;t? ]ﬁ:%:j(%ggleéegst}l% %‘?H‘%?gcr .J!%Fitrﬂ???‘lrc}r?bé fm@ane

machi ne 1, ul'travi ol et  sensor is presently recelrving the

sunshine {Step, ;SHy of Bk S 11 (063014 B, LU0 LU OD iR oFPasuring

program LCP j udge hat t'he portable ganme machine 1, s, t

ul traviol ef, Sensor £33 1 £ PeL ¢t BR8N |y, E8Gel Vi ngvihe: sypshinem gRe rainfall
event program REP continues to“execute the rainfall event " in Step S9 of

Fig.5 throygh the Rl ldpyl i ﬁ,heanhuggf@ggé %4 hab e PRelal) £ gawe machine

1, that is, the ultraviolet sensor 29 iS presently receiving
the portable game machine 1, that is, theultraviolet
sensor 29 is presently receiving the sunshine (Step
S10 of Fig.5). If the sunlight continuation time
measuring program LCP judges that the portable game
machine 1, that is, the ultraviolet sensor 29 is not
presently receiving the sunshine, the rainfall event
program REP continues to execute the rainfall event
in Step SS9 of Fig.5 through the CPU 11. If the
judgment is that the portable game machine 1, that
is, theultraviolet sensor 29 is presently receiving
the sunshine as a result of taking out the portable
game machine 1 to the outside where the sunshine can
be received by the player, therainfall event program
REP stops the execution of the rainfall event which
is presently being executed through the CPU 11.
[0039]

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

where the usual scenario is executed (Step S11 of
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the sunshine as a result of taking out the portable ganme machine 1 to the
out si de where the sunshine can be received by the player, the rainfal
event program REP stops the execution of the rainfall event which is
presently being executed through the CPU 11. [0039] If the stop of the
rainfall event is instructed, the scenario devel opnent program SDP stops
the execution of the rainfall event by the rainfall event program REP
which is being executed, interrupting the usual scenario devel opnment, and

LELUrDS g8 e WELS 1A teual septar i, Ly exesulen (ten S bl 1o

Fig. 5). é rdinrall - event is e the rain on the
di splay 3wt i i . . ] - C L vel opnent

pr ogr am S0 Tan T cf Gab e A ST ST B G SPACE o a haract bt M oEARaS an
abnor mal §Fagy§oﬁﬂh§@.occurred on a character during the rainfall event by
the rainfall event program REP by receiving a predeterm ned strength or a
predeterntgqﬂ4@hne of the sunshine, that is, by giving the ultraviolet to
the ultraviol et sensor 29. And, the sunlight continuation tine measuring

program LCPTeQmut 85 Ando) Udges 1 b shirentt bgefad hep puldaviehet s ged the
time of receiving the ultraviolet

a disadvantage state of a character, such as an
abnormal status which occurred on a character during
the rainfall event by the rainfall event program REP
by receiving a predetermined strength or a
predetermined time of the sunshine, that is, by
giving theultraviolet to theultraviolet sensor 29.
And, the sunlight continuation time measuring
program LCP computes and judges the strength of the
ultraviolet andthe time of receivingtheultraviolet
from the output of the ultraviolet sensor 29 through
the CPU 11.

[0041]

In the above-mentioned embodiment, the CPU 11
comprises a game control unit, and the combination
of the CPU 11 and specific software comprises various
kinds of means of the game control unit, but at least
a part of these means may be replaced by a logical
circuit. Besides, the invention may be comprised
as variously scaled game systems in addition to as

a game system for home use.

INDUSTRIAL APPLICABILITY
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fromthe output of the ultraviolet sensor 29 through the CPU 11. [0041] In
t he above-nenti oned enbodi nent, the CPU 11 conprises a gane control unit,
and the conbination of the CPU 11 and specific software conprises various

ki nds of neans of the gane control unit, but at |east a part of these neans
may be replaced by a logical <circuit. Besides, the invention may be
conprised as variously scaled gane systens in addition to as a gane system
for hone use | NDUSTRI AL APPLI CABI LI TY 20 [0042] The invention can be
utilized glectronic ganme equi pnent utilizing a conputer and

recreatio aI software to be executed through a conputer. 21 CLAIMS 1. Gane
software fOf il OQrFSFkNG, A SRAE 806011 e k0a3 PhEdELaritBed sengel o on a

screen of a display by executing scenario devel opnent programthrough a

conputer whth MRkGht asunhiighty §ﬂ§0%éﬁpd%w9a%ﬁg seMd §kN%n gai d
sof tware having programfor getfing said conputer to execute the foll ow ng

proceduresoriaf 82 d NPHt Y oegdk @il tRRW G HRY ANcARey Waer e
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a player lives through an input means which is connected with said
conputer; rainfall probability conputing procedure for conputing a rainfal
probability corresponding to said area which has been inputted by said area
i nput procedure; sunlight judging procedure for judging as to whether or
not said sunlight sensor receives the sunlight for a predeterm ned tine;
event execution judging procedure for conputing and judging as to whet her
or not a rainfall event should be executed on the basis of said rainfal
probabi |l ity nfmgai d sunlight judging procedure judges said sunlight sensor
not to receive the sunlight for a predetermned tine; and rainfall event
execution procedure for executing said rainfall event in a predeterm ned
said 22 scenario if said event execution judging procedure judges that
sai d rai nfal Ic events shouladr be rexecptred; red.s ihg ganeamef tawvee ratLardi ng to
claim1l1, wherein said gane software has programfor further getting said
conput er to texecptre dataredi haidbaldn e@npubirng s precedu © af @i syeraghi ng and
extracting a rainfall corresponding to said area where said player lives
whi ch has bégn d:xnpattteidn hys seainth at eadienpul o ppreocedure o ¥ ann ahea u ghnf al |
data, and said
a computer with which a sunlight sensor 1is
connected, comprising:
said software having program for getting said
computer to execute the following procedures;
area input procedure for inputtinganareawhere
a player lives through an input means which 1is
connected with said computer;
rainfall probability computing procedure for
computing a rainfall probability corresponding to
said area which has been inputted by said area input
procedure;
sunlight judging procedure for judging as to
whether or not said sunlight sensor receives the
sunlight for a predetermined time;
event execution judging procedure for
computing and judging as to whether or not a rainfall
event should be executedon the basisof saidrainfall
probability 1if said sunlight 3judging procedure
judges said sunlight sensor not to receive the
sunlight for a predetermined time; and

rainfall event execution procedure for

executingsaidrainfall event inapredetermined said
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rainfall probability conputing procedure conputes said rainfall probability
corresponding to said area on the basis of said rainfall which has been
searched and extracted. 3. A gane machine for progressing a ganme accordi ng

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

pl ayer Iives through an input neans which is connected with said conputer;

rai nfall tha%% Lity commpyty \%c]lfécrﬁ@n% }I%EHtclo(grRuHuQ%g gyrgzéang gl I 1y ghabi lity

correspon g said area éen i npu area I nput

means, ﬁ‘é’ljéghﬁhla%d@é‘ﬂﬁg?g}%?fgrlll LédxgéHQ %%5191%%'[&%&@9 L, {104 said

sunllght %ensor receives t for redetermned tTinme; event
execution judgi ng means for conputing and judglng as to whether or not a
rainfall event should be executed on the basis of said rainfall probability

i f said synlhight glwdgi Bg FERQS d UQQ%% 13&!1?!(?5“@!3' %'lta iRensory ARl & poreceive
the sunlight for a predetermned time; and rainfall event execution neans

for executingkiq game software has program for further getting
said computer toexecute anarearainfall computing
procedure for searching and extracting a rainfall
corresponding to said area where said player lives
which has been inputted by said area input
procedure from area rainfall data, and said
rainfall probability computingprocedure computes
said rainfall probability corresponding to said
area on the basis of said rainfall which has been

searched and extracted.

3.A game machine for progressing a game according
toapredetermined scenarioonascreenof adisplay
by executing scenario development program through
a computer with which a sunlight sensor 1is
connected, comprising:

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

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

means;
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said rainfall event in a predeterm ned said scenario if said event
execution judging neans judges that said rainfall event should be executed.
24

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

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

rainfall event execution means for executing
said rainfall event in a predetermined said scenario
if said event execution judging means judges that

sald rainfall event should be executed.
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