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(57) Abstract

A main memory (84) stores an operation guidance program for displaying
an operation guidance on a display monitor (6) and enabling control members of a
manual control input device (2) to emit continuous or flickering light in relation to the
operation guidance. Based on a command from the manual control input device (2), a
CPU (82) executes the operation guidance program stored in the main memory (84).
The operation guidance program enables the control members to emit continuocus or
flickering light sequentially and displays an operation guidance for at least the control
members which are emitting continuous of flickering light on the display monitor.
Not only the operation guidance is displayed on the display monitor (6), but also
visual sensations are given to the game player by controlling the control members to
emit continuous or flickering light on the manual control input device (2).

1 VIDEQ GAME APPARATUS




proceed witﬁwo\ohid@gogarre each have at | east one nmanual con- PCT/JP90/09d94
i nput device peculiar to the video game apparatus. For 20 exanple, if

one user or game player plays a rol e-jp¢ @dTROrion ganme, the gane pl ayer
noves, presses, or rotat WAy ?;I%; s on a
manual control i nput devﬁ%gﬁ\l/z\n%;mlm&‘ SyﬁgﬁﬁisAg{D% &ﬁé me a gane
character or an object dis- pl ayed on the screen of a display
nonitor. 25 Recent years have seen a nunber of game prograns
devel - oped .f or 1 ai nnent systens including those video gane
appar at us. .Tﬁ‘c?% X r?é" %FJO%‘;WB I ncl ude many rol e-pl ayi ng gane
86?8%;% combat %rée ;Prreosgernatnsin\%ir{tn{oar{:ergfggegg%%’g%gg;’asgegﬁainment\/\gys—
-2- sports ne, prograns, etc. i ThQse gane prograns are
suppl i e to VPBed AHAMIE f video gane,maching, £pEnaiFPYAYLARAGH Jnage

accessi bl e recordi ng diuns such as_CD- , henory cards, etc. or
net wor ks. V\h8gﬁ‘ gefee cr;garécf%ef%t ‘?ﬁ‘ﬁec?’baﬁre%l%ﬁ’g%/r‘a?EataEcBPdPHQCF@dt he
game Prom wien ¥ YPues! J4l O LAAL0% 8" EoR2R0 0 ER0hE LORnERMY' Ran-
ually entered by the game player via a manual control input
device, a supply medium for supplying a program and data
10 about an operation guidance for the manual control input de-

vice with respect to each video game that can be played, to

such an entertainment system.

Background Art

15 - Conventional video game apparatus for displaying game
characters, etc. created by computer graphics (CG) on a dis-
play monitor such as a television receiver or the like to
proceed with a video game each have at least one manual con-
trol input device peculiar to the video game apparatus. For

20 example, if one user or game player plays a role-playing
game, the game player moves, presses, or rotates a plurality
of control members on a manual control input device with
hands or fingers to move a game character or an object dis-
Played on the screen of a display monitor.

25 Recent years have seen a number of game programs devel-
oped for entertainment systems including those video game

apparatus. Those game programs include many role-playing

game programs, combat game programs, car race game prodgrams,



bers on the manual control input device depending on the dane

progr ans. WO 00/06270 Therefore, the different gane prograns armaflof“?“
ac- - 10 conpani ed by respective printed-uger's manual s show ng how

pl ayer characters and objects nove when the user or gane pl ayer
oper at es contsp@riendens phroghamspnedt. control i nput device in
certain ways. According to the recent trend of vi deo ganes,

di spl ayed pl ayer cltassetgamse aptogbamst sravyappliedbto #RHEoC gaRleenpairt-er ns
than before, requiring the gane player to operate control nenbers on
t he manual cadirtentipsystiems from randemaysact8sBibeecCe8pbeXdipat medismsThe
user's manual s ne- cessarily contains nore explanations and

i nstructions shth as CD-R@edshi mgndébe gan@spl ayer bowntowopreat ewhle @amst-r ol
menbers. 20 The gane player often finds the user's nmanual cunbersone to
read befcore dendren wldyo ngahde atreeplggs®. according to €Re ‘waset @rioepl ace

the printed user's guidance is to give the game player a voice
gui dance for gngmy yidpeféeeg@nBunctions phiyeaswifheaudbbkBet anfirdd mem-
details. However, the voice 25 gui dance is not effective because access

to any desiraegrs on {fioénhahtal heogthrsRNLepts AeieasiepBfddqdigCkn and the
gane
game programs.
Therefore, the different game programs are usually ac-
10 companied by respective printed user’s manuals showing how
player characters and objects move when the user or game
player operates control members on the manual control input
device in certain ways. According to the recent trend of
video games, displayed player characters and objects move in
15 more complex patterns than before, requiring the game player
to operate control members on the manual control input de-
vice also in more complex patterns. The user's manuals ne-
cessarily contains more explanations and instructions for
teaching the game player how to operate the control members.
20 The game player often finds the user’'s manual cumbersome to
read before or when playing the video game.

One way to replace the printed user’'s guidance is to
give the game player a voice guidance for supplying the game
player with audible training details. However, the voice

25 guidance is not effective because access to any desired
point in the guidance is not easy and quick, and the game
player needs to be in a quiet environment in order to be

able to understand the voice guidance correctly.



pl ayer needs wo doR6iT0 a qui et environnment in order to be B/ £P9b04094
under stand the voi ce gui dance correctly. . 3 . WO 00/ 06270 :
PCT/ JP99/ 04094 - 3- Accordi ng

to an alternative schegeJT oper tltoer}:n £i géjéﬁi@rgge 53 gbggl %X d on th_e

di spl ay nonitor téé’ rrepae avsual Fnoun grstandlng

game instructions. The Vi S rato |sla ed on,the
di spl ay moni 99+ gnce 4 §HSphy tonslq? ¢ d lrﬁﬂ%() enab gr ééﬁg 5P&yer to
gai n an .easy | under standl g of. how t o oper at(g}cont o

conpl ex patt8pfj§ piayer a Vls“\at %lﬁﬁ'é}eq%q’ Bt It ﬁgn%?:ggéﬁfns.
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Pl ayer in el gggggg;ﬁr@geﬁ B HOUES operate 20820 CHERLLEL TR
complex patterns.
It is therefore an object of the present invention to
provide a supply medium for supplying an operation guidance
10 program and data for displaying an operation guidance on a
display monitor and also displaying a visual guidance on a
manual control input device to give visual sensations to the
user or game player in relation to the operation guidance,
and an entertainment system which is supplied with the op-
15 eéation guidance program and data from the supply medium for
enabling the user or game player to visually recognize the

operation guidance on the display monitor and the manual

control input device for proceeding with a wvideo game.

20 Disclosure of Invention
An entertainment system according to the present inven-
tion includes a manual control input device for entering
control commands, the manual control input device having a
plurality of control members, a display monitor for display-
25 ing a game image, a video game machine for generating an im-
age of a game character to be displayed on the display moni-
tor in response to control commands entered by the manual

control input device to proceed with a video game, a memory



15 eration gl dance program and data fromthe supply n1=3diumflg)(lg,l.,‘n,s,m4094
enabling the user or gane player to visually recognize the opeération
gui dance on the display nonitor and the mandal control input device
for proceeding with a video gane. 20 Disclosure of Invention

An ent ert ai nrie@divgsfem sEesiagngnt oreRatipas gl danpmen-program figplis-

I ncl udes a manual control input device for entering control
commands, thePhavilRg eBnPperatipnt Jyddracehn t§ea display mianddian yang} en-
control nenbers, a display nonitor for display- 25 ing a ganme i nage, a
vi deo garme ne@Plhe9f Bhegepatapilngeaherm of the mggaadf genfaed dimwctds-to
be di spl ayed on the display noni- tor in response to control
commands ent e¥t@ebyot Aeifaseatinuous ogofilickerima ldahtce ansl mraessEiAg h
a video gane, a nenory WO 00/ 06270

PCT/ JP997 04098eans for executing the operation guidgnce progngmjisfinresd in

storing an operation gui dance program for dis- pl ayi ng an operation
gui dance on theedneppay medilum basgdean controljjgommandse egdmneast bieridte s

of the manual control input de-
manual control input device.

A supply medium according to the present invention sup-
plies an operation guidance program and data for displaying
10 an operation guidance on a display monitor and enabling con-
trol members of a manual control input device to emit light,
i.e., continuous or flickering light, in relation to the
operation guidance.
The operation guidance program and data is capable of
15 not only displaying the operation guidance on the display
monitor, but also producing a visual guidance to give visual
sensations to the user by controlling the control members to
emit continuous or flickering light on the manual control
input device. An entertainment system which is supplied
20 with the operation guidance program and data allows the user
to visually recognize an operation guidance to proceed with
a video game on both the display monitor and the manual con-
trol input device.
The above and other objects, features, and advantages
25 of the present invention will become more apparent from the
following description when taken in conjunction with the ac-
companying drawings in which preferred embodiments of the

pPresent invention are shown by way of illustrative example.



vice to emt G%P&'i us or flickering light, and processing SpeTHER or
executing the opggﬁgﬁon gui dance progran1st§r§d I n t he n%%%ry ﬁé%&unl

based on control commands entered by the ~ - manual control input
devi ce. ] A supply nedium according to the present invention sup-
pli es an opePBaidiedn DRAREREL Gt ogf IwamEngata for displaying 10  an
operation guidance on a display nonitor and enabling con- trol
menbers of a manudICGork rig 3 ripiew delyi zevideengamej gpparatus asj ap enter-
continuous or flickering light, in relation to the ] operation
gui dance. tainment sHRtemRWCIDI A Banthke ppBgFaRtaraveations capabl e of
15 not only displaying the operation guidance on the display
moni tor, but al soFgCodiki¥® a Rleckl dipgmmcett® giveuitsazirangement of
sensations to the user by controlling the control nenbers to em t
conti nudus ofth vik@ed rgpme gleparetw®: nanual contr ol i nput devi ce.
An entertai nment systemwhich is supplied 20 wi th the operat+on gui dance
program and dat a &ACows3 tike aseerspective gvigwuaf| § maovga gendmodpananiton
gui dance to proceed with _ a video gane on both the display nonitor
and t he manudevige of the vidgo|gpue aenparatus:
FIG. 4 is a plan view of the manual control input de-
vice shown in FIG. 3;
10 FIG. 5 1is a plan view of a contrcl member of the manual
control input device;
FIG. 6 is a plan view of another control member of the
manual control input device;
FIG. 7 is a cross-sectional view of a specific control
15 member structure;
FIG. B8 is a cross-sectional view of another specific
control member structure;
FIG. 9 is a perspective view of a wvideo game machine of
the video game apparatus;
20 FIG. 10 is a block diagram of a circuit arrangement of
the video game machine;
FIG. 11 is a flowchart of an operation sequence of the
video game apparatus;
FIG. 12 is a flowchart of a guidance process in the op-
25 eration sequence shown in FIG. 11;
FIGS. 13A through 13C are views of images that are dis-

played on a display monitor when the guidance process shown

in FIG. 12 is executed;



The above andﬂ&%r fPj ects, features, and advantages ﬁ.ﬁw%%ﬁnt
I nvention wl econe nore apparent fronlthe follomﬁng J%scrlptlon

when taken in conjunction with the ac- ~ 6 ~ conmpanyi ng drawi ngs i n which
preferred enbodi nents of the present invention are shown by way of
illustrative exanmflle. 14 is a flonGIEYOGHE7(EN operation sequence which
PCT/ JP99/ 04094 :5- ‘ Bri ef
Descri pti on &f Deawilegs out by the mamu@l kdmtzeliiwet @evideowhbenethe
apparatus as an enter- tai nment system according to the present
i nvention; guidance piRIq@se shown BIAIGH i abs ofxeceteduit arr angement
of 5 the vi deo gane apparat us; FIG 3 is a perspective view
of a manual contr&IG.ngit is a vietedhowiglg tthe vialswegahe eppah atostrol
FIG 4 is a plan view of the manual control input de- vice shown in
FIG 3;5 10 membersI@ﬁEtHE|mannqﬂenonhna&(ﬁngutxﬁmvn¢emambércumtineouanua
control input device;

or fllckerlng light;

FIGS. 16A through 16C are views of other images that

are displayed on the display monitor when the guidance proc-

ess shown in FIG. 12 is executed;

10 FIGS. 17A through 17C are views of still other images
that are displayed on the display monitor when the guidance
process shown in FIG. 12 is executed:;

FIG. 18 is a view of an image that is displayed on the
display monitor, illustrating another guidance process;

15 FIG. 19 is a flowchart of still another guidance proc-
ess;

FIG. 20 is a view of a command selection image display-
ed when the guidance process shown in FIG. 19 is executed;
FIG. 21 is a view of a data table that is referred to

20 when the guidance process shown in FIG. 19 is executed;

FIGS. 22A through 22C are views of images that are dis-
played on the display monitor when the guidance process
shown in FIG. 19 is executed; and

FIG. 23 is a view of a specific example of IDs and con-

25 tinuous or flickering light information of control members

of the manual control input device.



FIG 6 is a Ry@Rokimy Of another control menber of the PR A99/04094
control input device; FI G 7_i§ a cross-sectional view of a

specific control 15 menber structure; FIG 8 is a
cross-sectional view of another specific control nenber structure;

FIG 9 is aBrstpdedevEori EaraviagyPaéo thend niHiin® of t he video
gane apparatus; 20 ~ FIG 10 is_a block diagramof a circuit
arrangement of An emppéifeséolgaBifgBc@nentertainment gysfemja¢gord-
fl owchart of an operation sequence of the vi deo ganme appar at us;
FIG 12 is alngobwehthe presegli daveatpescdss anplind o a 25ideo egame oAP -
sequence shown in FIG 11, ) ] FIGS. 13A through 13C are views of
i mages that paratus-for plapiaged yadgodiggsicay afshiabrempndiinerpt gin dehgeh
process shown in FIG 12 is executed; WO 00/ 06270
PCT/ JP9®/ 04094supply medium according to the presergt invention is ap-
plied to a supply medium recording therein a program and da-
ta executed by the video game apparatus will be described
below with reference to the drawings.
As shown in FIG. 1, a video game apparatus 1 comprises
10 a manual control input device 2, a video game machine 4 for
reading a game program in response to a user’s control ac-
tion entered wvia the manual control input device 2 and gen-
erating a game character or characters and a background im-
age according to image processing based on CG, for example,
15 and a display monitor 6 such as a television receiver or the
like for displaying the game character or characters and the
background image that are generated by the video game ma-
chine 4.
The manual control input device 2 and the video game
20 machine 4 are connected to each other by a cable 3, and the
video game machine 4 and the display monitor 6 are connected
to each other by a cable 5. Alternatively, contrcl signals
and data may be transmitted between the manual control input
device 2, the video game machine 4, and the display monitor
25 6 by way of wireless communications, rather than the cables
3, 5.

FIG. 2 shows in block form a circuit arrangement of the

video game apparatus 1. Particularly,'circuit details of



FIG 14 is a flowhart of an operation sequence which is Carried out
by the nanual WO % B0 I nput devi ce when the gui dance pr JREKE? AR
in FIG 12 is executed; FIG 4158is a view showing the nmanner in
whi ch contr ol 5 menbers of the manual control input device emt
continuous the marudliecketrol bLhpght; device 2 willFbeSdek@A iHyd @1 oh6C
are views of other imges that are di spl ayed on the display nonitor
when the gui dantecjxregit detailessfsbhenvidebl Gamé2magshéxecut adll B de-
FIGS. 17A through 17C are views of still other inmages that are

di spl ayed on gsdwitkdplayenoont or Dabanl s hefgthdadteplay monAt@Iess wENAWHhJIH
FIG 12 is executed,; FIG 18 is a view of an imge that is

di spl ayed on Hehalescribedi BetaysaDbheprare! waslr Rhohg aAROMEY G G Save
process; 15 FIG 19 is a flowhart of still another guidance proc-
ess; 5 no ditést 2easiagvorwthé presentndnsehegbinqn lmage di spl ay-

ed Wnen t he gui dance process shown in FIG 19 is executed, FI G

21 is a view of a Tind amambh® &bAtros iepetreadvioe 20com\p1ﬂ%d§”l% gudanGay
process shown in FIG 19 is executed;
of switches 20,, 20,, °°* 20, having respective control mem-
bers 200,, 200,, °°* 200, such as buttons, sticks, etc., a
parallel I/O interface (PIO) 21 for being supplied with con-
10 trol signals from the switches 20,, 20,, --*° 20,, a one-chip
microcomputer 22 including a central processing unit (CPU),
a random-access memory (RAM), and a read-only memory (ROM)
fabricated on a single chip, a serial I/0 interface (SIO) 23
f?r performing serial communication with the vide game ma-
15 chine 4, and a motor driver 24 for supplying a drive current
to a drive motor 25 to vibrate the manual control input de-
vice 2 based on a vibration generating command which is
adaptively issued from the video game machine 4.
The switches 20,, 20,, °*** 20, include, in addition to
20 the control members 200,, 200,, --- 200,, respective amplifi-
ers 201,, 201,, --+ 201, for amplifying drive signals to en-

able the control members 200,, 200,, -:* 200, to emit continu-

ous or flickering light, and respective light-emitting ele-

ments 202,, 202,, --- 202, such as (light-emitting diodes

25 (LEDs), for example, for emitting light through the control
members 200,, 200,, -** 200, based on the amplified drive sig-
nals from the amplifiers 201,, 201,, -+ 201,.

The video game machine 4 has an SIO 41 for performing



FI GS. 22A t'hrwogid/oaﬁ@ are views of inmages that are dis- PERYE9,/0964
the display nonitor when the guidance process_ shown in FIG 19 is
execut ed; and FIG 23 is a view of a specific exanple of IDs

and con- nuous or, fl.ickeri ht informati on of contrql nenbers
of the rranuafef&ﬁ‘tlr SOFHBHCHAAT & 'l_% £ manu 6671 Eggolnput device 2.

PCT/ JP99/ 040 , Best Mbde for
Car ryi ng tha?ﬁé‘ Pryaasstor 7 is conneﬁltee%B‘aimﬁtv?ﬂe%géﬁeaﬁa"hlne 4,

entertai nmeng. s m accor d- i to the present invention is applied
to a video g%éprﬁy%&% "% ‘%a?haet N cﬁr}’j pﬂfgytfrh%] d@?ﬂg cﬁ%ﬁEO:LaﬁHP&ﬁ device
enbodi nent i uppl y .medi.um accordi ng to the present

i nvention |59a8 e connﬁﬂqégi 4; %Huﬁﬁ%? uhi® e BREPAGOFhEr EPK Biffogr am

and da- execut ed t he vi deo ane apparatus will be_descri bed
Dol ow wPth EPERERREL Gamal e eatioh PRI S Rag mAnEAL FrentEo Ly

i ar at co ri ses 10 a manual control input device 2, a
z:g:g g:gg ﬁggﬁpﬁe @q%ﬁe and the video game machine 4. P

The video game machine 4 also has a power supply 42 for
applying a power supply voltage to the motor driver 24 of
the manual control input device 2.

10 A game program read into the videc game machine 4 con-
tains a process for selecting a video game or an operation
guidance.

If the operation guidance is selected, then the display
monitor 6 displays the operation guidance, and the control

15 mémbers 200,, 200,, -** 200, emit continuous or flickering
light in relation to the displayed operation guidance to
give the user or game player a visual guidance based on
visual sensations produced by the emitted continuous or
flickering light.

20 The game program also contains a process which, dis-
plays the operation guidance on the display monitor 6 when
the operation guidance is selected, enables the control mem-
bers 200,, 200,, °°-* 200, of the manual control input device 2
to emit continuous or flickering light relation to the dis-

25 played operation guidance to give the user or game player a
visual guidance based on visual sensations produced by the
emitted continuous or flickering light.

Prior to describing structural details for enabling the



readi ng a gane pro%%an1in response to a user's control ac- “tion’
entered via t¥Q%WHAPATIAl control input device 2 and gen- ECTIPAY04Q4

ganme character or characters and a backgrodfd-i m age according to
I mage processing based on CG for exanple, 15 and a display nonitor 6

such as a telcowtdidln Maiver2ey, ,t keo,, - bobg toremli SPaYt udhe gane
character or characters and the background i mage that are generated

by the videofgdmkedfing light Chiméapbearance and cdhipoiéntal o€08hEOhahGRN!
device 2 and the video gane 20 machi ne 4 are connected to each ot her by

a cable 3, arédntr®l inputvidiesigane #ECH ferdt apd ddecedispbayeldti @EL6 are
connect ed to each other by a cable 5. Alternatively, control signals

and dat a may fe@dreritsnitid etrdee! vieethd he, manual control i nput devi ce
2, the video ganme nmachine 4, and the display nonitor 25 6 by way of

W rel ess comuni cald Gifowrd atiherTd had, tHiee GAdh €81 controB, ifput device 2

FIG 2 shows in block forma circuit arrangenent of the vi deo gane

apparatus 1. hBa td Qéwding 33 réshgrieind | én Oipper member 51 and a lower
member 52 which are mated and joined to each other by fas-
teners such as screws. A pair of first and second grips 54,
55 projects from one side of respective opposite ends of the

10 housing 53. The first and second grips 54, 55 are shaped so
as to be gripped by the palms of left and right hands of the
user or game player when the manual contrel input device 2
is connected to the video game machine 4 and the video game
is played thereby.

15 The first and second grips 54, 55 are progressively
spaced away from each other toward their distal ends and in-
clined downwardly of the housing 53. To allow the game
player to grip the first and second Qrips 54, 55 comfortably
for a long period of time, the first and second grips 54, 55

20 are tapered from their joint with the housing 53 toward
their distal ends, and have arcuate outer peripheral sur-
faces and arcuate distal end surfaces.

The manual control input device 2 has a first control
pad 57 disposed on one end of the housing 53 and comprising

25 first through fourth pressable control members 56a, 56b,
56c, 56d. The first through fourth pressable control mem-
bers 56a, 56b, 56c, 564 project on an upper surface of the

housing 53 and are arranged in a crisscross pattern. The
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- 8- the manual control input device Z2wll be described bel ow,
and circuit details of the video game machine 4 will be de- scri bed

because i hey SriS hertRagn Bk e Barb S hson it mempors b LA g on
(e ProSeM I METIS08 are sntgpgiry, 18R S B LSRR o
espectve COMAPloMT ey gnac 55" SARSLREH rrd iiler el £ eLgee"
et 0, SUPPl | Gyt LBl 118 pogtBbSkORRtely O Ml %R0l Shdher

central Jproc i n ' a random access nenory (RAM, and a
{' reraryiredys eshthop poay,,

read-only ne ed on a single chip, a serial 1/0
[ntertace (810 Zme gorghotaPRLLE TR R AacBRILEAIAN Abib hosplce
O ase TS 558 L5FaTELE. sREebRgtod, AkRatlR TRt WhteL fonid e
52000, 1 OM g i 28, GBSO oy pay,  mhe PR AISIER PRy
includes switch elements as signal input elements associated
10 respectively with the first through fourth pressable control
members 56a, 56b, 56c, 564. |
The first control pad 57 functions as a directional
controller for controlling the direction of movement of a
game character or object (hereinafter collectively referred
15 té as a displayed character) displayed on the screen of the
display monitor 6. When the gaﬁe player selectively presses
the first through fourth pressable control members 56a, 56b,
56c, 564 to turn on or off the switch elements associated
respectively with the first through fourth pressable control
20 members 56a, 56b, 56c, 564, the displayed character moves in
the direction corresponding to the pressed one of the first
through fourth pressable control members 56a, 56b, 56c, 56d.
The manual control input device 2 also has a second
control pad 60 disposed on the other end of the housing 53
25 and comprising first through fourth pressable control mem-
bers 5%a, 59b, 59c, 59d. The first through fourth pressable

control members 59a, 59b, 59c, 594 project on the upper sur-

face of the housing 53 and are arranged in a crisscross pat-



20 t he co%ég}g(rm?; ers 200[err], 200[err], ...200[err], resP@é;ﬂ,m‘“'m

anplifi- Ol[err], 201f[err], 201[err] for anplitying drive
signals to en- able the control nenb2rs 200[err], 200[err], .

200[err] to emt continu- ous or flickering Iight, and respective
| i ght-enittihgrale- ments 202[err], 202[err], ... 202[err] such as

(light-emtting diodes 25 (LEDs), for exanple, for emtting |ight
t hrough the contr&he first fdwisugh Fooddy prexg@dre |controbougmbers padad
on the anplified drive sig- nals fromthe anplifiers 201[err],
201[err], ..32D1[&PF). 594 are constmetedias dadepandsne memReran SO 41

for performng WO 00/ 06270
PCT/ JP99/ 04084sociated with respective switch elememgts dispose@rim|the

conmuni cation with the manual control input device 2. When a
connect dr 7 fecopAneondaotlo patke 6/ .dedhgardeamchigantyrol pad 6§ heesyes 44s and
the SIO 23 of the manual control input device 2 are connected to
each ot her bg fhectdpnesedting/medfiogiming Mniy ¢y oiritt kg i@l function
conmuni cati on between the manual control i nput device 2 and the

vi deo ganme néehi aeddsplayed charactes ande@egfimrmiathimefungtsonhal a power

supply 42 for
displayed character. Specifically, when game player selec-

tively presses the first through fourth pressable control

10 members 5%9a, 59b, 59c, 594, the corresponding one of the
switch elements is turned on to set a function for a dis-
played character and perform a function of a displayed char-
acter, which function is assigned to the corresponding
switch element.

15 ‘ The manual control input device 2 also has third and
fourth control pads 61, 62 disposed respectively at confron-
ting corners defined between the housing 53 and the distal
ends of the first and second grips 54, 55 which are joined
to the housing 53.

20 The third and fourth control pads 61, 62 have respec-
tive rotatable control members 63, 64 rotatable 360° about
control shafts thereof, and respective signal input elements
such as variable resistors dr the like which are operable by
the respective rotatable control members 63, 64. Specifi-

25 cally, the rotatable control members 63, 64 are mounted on
tip ends of the control shafts that are normally urged to
return to their neutral positions by biasing members, and

can be rotated 360° about.the axes of the control shafts.



applying a p roo}%ﬁﬁl?' y voltage to the notor driver 24 of PCT/ R0 /iRIY 2l
control input device 2. 10 A ganegsrogranlread into the video gane

machi ne 4 con- tains a process for | Ecting a video gane or an
operation gui dance. | f the operation guidance is
sel ected, then th&8hgi $Hixd and foumti teanErell sprdyséihebdpenat mone a
gui dance, and the control 15 menbers 200[err], 200[err], ...200[err]
enm t continudiispdayeEld cbaranfer whild ixgtatingethei sameoorhwhdileplchpad -
operation guidance to gi ve the user or gane player a visual guidance
based on ing iitsusipesghs&ndmaprmeis ath inahegehikeedctdntii suchs agr to
flickering light. 20 The ganme program al so contains a process
whi ch, di s- change piheySarime adper dismlagediaeierantehe whepl &hengameor 6
when t he operation guidance is selected, enables the control nmem
bers 209[ er rplaged| emtlgtes .tixO0farafapte t¢ten buplahesbatrsob3i npdt. devi ce 2
to emt continuous or flickering light relation to the dis- 25 played
oper ati on gui danc@hegrefiors t hheisdrimt gradef piaykercantrol paidsuéll ,géi2d @ree
based on visual sensations produced by the emtted continuous or
flickering |hghtl as a control unit for outputting commands for a dis-
played character to perform the above movement or action.
Alternatively, the third and fourth control pads 61, 62
10 may be used as a control unit for moving a displayed charac-
ter in an analog fashion in a two-dimensional space in a way
related to the manner in which the game player handles an
object represented by the displayed character.
The manual control input device 2 also has fifth and
15 sixth control pads 65, 66 disposed on a side of the housing
53 remote from the first and second grips 54, 55 and posi-
tioned respectively at the opposite ends of the housing 53.
The £ifth and sixth control pads 65, 66 have respective
pairs of pressable control members 67a, 67b and 68a, 68b and
20 respective switch elements associated respectively with the
pPressable control members 67a, 67b and 68a, 68b.
The fifth and sixth control pads 65, 66 serve as a
function setting/performing unit for setting a function for
a displayed character and performing a function of a dis-
25 played character. Specifically, when game player selec-
tively presses the pressable control members 67a, 67b and

68a, 68b, the corresponding one of the switch elements is

turned on to set a function for a displayed character and



Prior to desc&ioboio;agn%tructural details for enabling the pcmwmo%

00/ 06270 PCT/ JP99/ 04094

-10 - control menbers 200[err], 200f&rr], ...200[err] to emt
cont i nuous or flickering light, an appearance and conponents of the
manual petfptrmola ittt idew iode a2 ddisipl aviad tchmratetser i baui diel funatidn
reference to FIGS. 3 and 4. 5 As shown in FIG 3, the manual
control inputsdessdgnzd to thehamrxelspesidigd Fwidrglr islemeran. upper nmenber
51 and a | ower menber 52 which are mated and joined to each other by
fas- t ener &ssshiowas isciFdls. 4A [Fhier mandal storarch ks elgnat gdepscd42

55 projects fromone side of respective opposite ends of the 10 housi ng

53. The firbasandssegindwirtighs 694 ansh aarse lsdrdpieth sswitch 70 ashdab daee

gripped by the palns of left and right hands of the user or game

pl ayer @hen dhepoaedalinc gamadllelnpots iddwinse Between the Liomectedttol t had

vi deo gane nachine 4 and the video gane Is played thereby. 15

The first an87sendndhgy isesdhvl comtaod paggredsivethe upper surface of the
housing 53. The start switch 69 starts the video game when
pressed, and the selection switch 70 selects a difficulty
level of the video game.

10 The manual control input device 2 also has a mode se-
lection switch 71 and an mode indicator 72 that are disposed
between the third and fourth control pads 61, 62 on the up-
prexr surface of the housing 53. The mode selection switch 71
selects a control mode of the third and fourth control pads

15 61, 62 when pressed, and the mode indicator 72 indicates a
selected control mode of the third and fourth control pads
61, 62. The mode indicator 72 comprises a light-emitting
element such as an LED or the like.

When the mode selection switch 71 is pressed, it can

20 select a control mode for allowing a command signal to be
inputted from the third and fourth control pads 61, 62 or a
control mode for inhibiting a'command signal from being in-
putted from the third and fourth control pads 61, 62.

When the mode selection switch 71 is pressed, it can

25 also select a control mode for allowing a command signal to

be inputted from the third and fourth control pads 61, 62

and selecting the function of the first through fourth

pressable control members.59a, 59b, 59c, 594 of the second



spaced amay'fg#§?@ﬁﬁ fy other toward their distal ends and in- -
downwar dl y of ousing 53. To allow the gaqe pl ayer to gPF%*?ﬂgp

first and second grips 54, 55 confortably for a long period of tineg,

the first and second grips 54, 55 20 are tapered fromtheir joint with
t he housi ng 59nit&Rdr pad 60 ox hidie frchiornef, thadrhaseableusoa towilemen-
peri pheral sur- faces and arcuate dlstal end surfaces.

The manual cbeEsoléTianpfi7and E%a hak8a ¢f rthe cbhfthl and sixtpadofitrol
di sposed on one end of the housing 53 and conprising 25 first through
fourth pressapds &6nt 6fl. miterendben omethe controkeppdsedelehdell byt the

t hrough fourth pressable control nem bers 56a, 56b, 56c¢, 56d

proj ect on amodgp&elaatfiare siter 71, thermm@¢n§n63cahdraﬂé idﬁ@h@e¢iamda
crisscross pattern. The WO 00/ 06270

PCT/ JP98/ 040%hanges its indication light. - 11 - first

t hrough fourth pressable control nenbers 56a, 56b, 56c¢c, 56d are
integrally formedThe Fofrataiid acoytnepl agebers 63, codt aok bodptiehde i360°
supported for angul ar novenent about its center, and

posi ti oned- arboRd deatomt eshafts hthewreped ar -When the rotatable control

members 63, 64 are rotated, a CPU in a control system (de-
scribed later on) within the videc game machine 4 acquires

10 data entered depending on the rotation of the rotatable con-
trol members 63, 64, and determines a motion pattern accord-
ing to the acquired data. After having established a motion
based on the motion pattern, the CPU controls a graphic gen-
e;ating system to move a displayed character according to

15 the established motion based on the rotation of the ro-
tatable control members 63, 64.

The control members shown in FIGS. 3 and 4 emit con-
tinuous or flickering light with the circuit arrangement
shown in FIG. 2. For example, the first through fourth

20 pressable control members 59a, 5%b, 59c, 59d of the second
control pad 66 shown in FIG. 3 are associated respectively
with the switches 20,, 20,, *** 20, shown in FIG. 2.

In the switches 20,, 20,, °-* 20,, the light-emitting

elements 202,, 202,, *°° 202, which are disposed underneath
25 the respective control members, emit continuous or flicker-
ing light based on continuous-light or flickering-light

drive signals generated under the control of the CPU in the

video game machine 4, i.e., generated when the game program



5 |y nmovab p0l body. The first through fo ' '
pressabl e con??“ﬁ E%Lbers 564, 56b,. 56¢c, 56d are integrgf yH3%B%9%d

to each other by the angul arly movab e control body. The first
control pad 57 i_ncludes switch elenments as signal input el enments
associ ated 19 exeeypedt pVeltRenwCPH -t h&hei eBd titedo Ggm Tiguraus e sBhltker-
contr ol . nenbers 56a, 56b, 56c¢, 56d. . The first control
pad 57 functi®@islaghh Brseesi $haough the £imsito/thaoudy TBHEHYIDTeRFalNe
direction of novenent of a % me character or object (hereinafter

col | ecti vel ycPREEPLeBEMPESTS 588,289k - dPIFl-ay@d -chFhRTaEioreli splayEnen t he
screen of the display nonitor 6. Wien the gane player selectively
presses pPlaypg Fpest aﬁh#§u§-ﬁef Sareh ShEevall £uiily ArefsAitks BEErSbh,
56c, 56d to turn on or off the switch elenments associ ated

respect? vel yneRPershafi r $bt hB§Ggh SPuema tpthes sisnd iguints|or 2PLickatdng s

56a, 56b, 56c¢, 56d, the displayed character noves in the direction
correspondlnblg%tthe pressed one of the first t hrough fourth
pressabl e control nenbers 56a, 56b, 56c¢c, 56d. The manua

control input devhetualiysoengh afsthgndirst thromealy doyrid aorelsaivsed on

the other end of the housing 53
control members 59a, 59b, 59c, 594 is constructed as shown

in FIG. 5, 6, 7, or 8.

10 FIG. 5 shows a control member structure in which the
control member doubles as a light guide that includes a por-
tion for emitting opalescent light. As shown in FIG. 5, the
control member has a circular base molded of transparent
plastic including a triangular area 100 coated in an opales-

15 céﬁt color and a remaining area 101 coated in an ornamental
color.

FIG. 6 shows a control member structure in which a
ring-shaped pattern is illuminated around the control mem-
ber. As shown in FIG. 6, a ring-shaped area around the con-

20 trol member is molded of transparent polycarbonate and
serves as a light guide in the form of a ring-shaped illumi-
nating area 102. The control member structure shown in FIG.
6 should preferably incorporate a single light source.

Other control member structures are shown in FIGS. 7

25 and 8. Each of the control member structures shown in FIGS.
7 and 8 comprises a flexible key 104 and a key top 103,
which are of a conventional nature, molded of elastomer and

ABS (acrylonitrile-butadiéne-styrene copolymer) and combined



25 and Congppigsh first through fourth pressable control meBcr pognsdd®’ S
59a, 59b, 595?6§§Q&g$he first through fourtg pressabl e co,ntrol99
p

menbers 59a, 59b, 59c, 59d project on the er sur- face of the

housi ng 53 and are arranged in a crisscross pat- WO 00/ 06270
PCT/ JP99/ 040bato a control member 110 according to j@ouble-shotimehding.

The first through fourth pressable control nenbers 59a, 59b, 59c,
59d are consinutheddaybiledspoiddeldinghertao mafrerial paxkecine egiminlha-
respective switch elenents disposed in the 5 second control pad 60.
The second cosewslypagleégdsdny eneggold. a function setting/ perforn ng
unit for setting a function for a displayed character and perform ng
a function of a Specifdicgglayvedheh&eycttor Qe iARS |3nd whee Hhewipleayer
sel ec- tively presses the first through fourth pressable control 10
menber s559a,k&9b1089¢0f Bddstomerc gneesiowditapens iy mpkded in oreimehd.
elenments is turned on to set a function for a dis- pl ayed character
and per f or m 2of thati sheokey diogpll@pednchdhe flexibletkey W caréubdteon is

assigned to the correspondi ng
grally combined with each other. The flexible key 104

serves as a light guide to illuminate the key top 103 with
light guided through the flexible key 104.

10 As shown in FIGS. 7 and 8, a plurality of LEDs 108a,
108b are disposed around a switch 107 on a printed-circuit
board 105. When the switch 107 is pressed by a presser 106
mounted on a lower end of the control member 110, the LEDs
108a, 108b emit continuous or flickering light. Therefore,

15 when the control member 101 is pressed, continuous or flick-
ering light emitted by the LEDs 108a, 108b passes through
the flexible key 104 as the light guide to the key top 103.
The game player can thus see as if the contreol member 101
itself emits continuous or flickering light.

20 The key top 103 may be made of PC (polycarbonate)
rather than ABS.

Details of a structure and operation of the video game
machine 4 will be described below with reference to FIGS. 9
and 10.

25 The video game machine 4 has a substantially rectangu-
lar casing which houses a disk loading unit 75 substantially
centrally therein for loading an optical disk such as a CD-~

ROM or the like as a recording medium for supplying the game



swi tch el emeniyo golda270 The manual control input device 2 aﬁLégJ,kg@,mog‘,

third and fourth control pads 61, 6% di_ sposed respectively at

conf ron- ting corners deflned betmeen the housing 53 and the dlstal
ends of the first and second s 54, 55 which are joined to
housi ng 53. PXPIram. THeCaf] ? SHPPEEFtH EBREFoFYpAER &6 foF H&§§t‘
respec- . tive rotatable control nenbers 63, 64 rotatable 360[err]
about {heé%%ﬁ?% BT e P%%%rr%QBE%Y|§El§FBn5V'|ﬁBGtaeFéﬁEhts

such as varlable resistors or the I|ke whi ch are oper abl

respective rSCHEAE %%ﬁﬁ?%l7%9%%%r%°%§r°%hln%pEEFf;Oad?gg °fc§PPy°PFH§al

rot atabl e control nmenbers 63, 64 are nounted I p ends of the
control shaf O&FhatPtR ethpr fbs K yleRAGERE t3pit 7. ?EﬁuPﬁstGWPhéﬂPtﬁeG?Pa
positions by _bi asing nenbers, and can be rotated 360[err] about the
axes of %t he dd®rol shafts. WO 00/ 06270

PCT/ JP99/ 04094 13 - The

third and fourth coOfft reAyabsCERETED %%ﬂuﬁn@%véces 2 can be connected to

the respective slots 79A, 79B so that the wvideo game may be
played on the video game machine 4 by two users or game
players. A memory card device and a portable electronic de-
10 vice may also be connected to the slots 79A, 79B. The video
game machine 4 may have more or less than two slots 79A,
79B.
As shown in FIG. 10, the video game machine 4 has a
control system 81 connected to a system bus 80, and a
15 géaphic generating system 86, a sound generating system 91,
and an optical disk control system 95 which are connected to
the control system 81 by the system bus 80.
The manual contreol input device 2 enters commands from
the user or game player via the SIO 41 (see FIG. 2) to the
20 video game machine 4. The optical disk control system 95
has an optical disk drive 96 in which a CD-ROM as an example
of the supply medium according to the present invention is
loaded.
The CD-ROM stores a program and data for giving an op-
25 eration guidance to explain the functions of the control
members of the manual control input device 2 while causing
the control members to emit continuous or flickering light

on the display monitor 6, and also to cause the correspond-



di spl ayed chaw@:do%z-,\mi le rotating the same or while chang- PCTATPS /04693
speed, and can nmake an anal og-1i ke action ggch as to change the form

of a displayed character, when the gane pl ayer rotates t he rotatable
control nenbers 63, 64 Therefore, the thlrg fourth control
pads 61, 62 %P8 Control members tQ ATt ARTIFRPUBLPHU Hﬁ eofFartdStor a
di s- pl ayed character to erforn1h£$ above povenent or acti_on.

Al ternativel 98 the MR RPT %PFQRﬂﬁ ViGRIsZ 60T 65NeTEPY REPINSinged
as a control unit for nmoving a displayed charac- ter in an anal og
fashion in avifdadi RERSIHANS % h@%ﬁ%%gvplayer related to the manner in
whi ch the gane pla er handl es an obj ect resented by the displ ayed
character. c°ﬂﬁ¥9ﬁﬂﬁ¥ﬂt%ﬂnﬁ¥cﬁ° £ cCBOYCRPR ﬁ§éafpﬂ§h and
15 si xth control_ pads 65, 66 disposed on a S|de of the housin 53
remot e Prom PREYEC Shahafissc %é)ﬁﬁ;?ﬁﬁ EﬁPgﬁﬁﬂpﬁgg data fr°@|69€dCD'
respectively at the opp05|te ends of _the hou5|qg The fifth and
sixth cont r oRO¥ade %S OMMANLY LTHMATRA (FRYN the mapualscgptgpdsdAFME C6nt r of
menbers 67a, 67b and 68a, 68b and 20 respective switch el enents

associ at ed rgéﬁéctrvely with the pressabl e control nenbers 67a, 67b

and 68a, 68b. .
The control system 81 comprises a CPU (Central Process-

ing Unit) 82, a peripheral device controller 83 for effect-

10 ing interrupt control and controlling direct memory access
{DMA) data transfer, a main memory 84 comprising a random-
access memory (RAM), and a read-only memory (ROM) 85 which
stores various programs such as an operating system for man-
aging the graphic generating system 86, the sound generating

15 séstem 91, etc. At least the game program can be executed
in the main memory 84. The CPU 82 executes the operating
system stored in the ROM 85 to control the wvideo game appa-
ratus 1 in its entirety, and comprises a 32-bit RISC-CPU,
for example. Operation details of the CPU 82 will be de-

20 scribed later on.

When the video game machine 4 is turned on, the CPU 82
executes the operating system stored in the ROM 85 to st;rt
controlling the graphic generating system 86, the sound gen-
erating system 91, etc. When the operating system is exe-

25 cuted, the CPU 82 initializes the video game apﬁaratus 301
in its entirety for confirming its operation, and thereafter
controls the optical disc controller 95 to execute an appli-

cation program, such as the video game, recorded in the op-



The fifth and sixth control pads 65, 66 serve as a function .
setting/ perfoM@t¥@Psmit for setting a function for a di sGE/E99/04094
character and performng a function of a-di2e - 25 pl ayed character.
Specifically, when gane pl ayer sel ec- tively presses the pressable

control nmenbaliH/aai b angd the ap Bhca £88n bbs £ gépegégpgggg%gfe he

swtch elenents is t ur ned 0 set a func i on

character an®; controls tN® §PAPR2dOgenerating system 86, the so nd gen-
PCT/ JP99/ 04094 9 1% I 14 PPE I8

function of %f@ﬁ%ﬂé?@?%ﬁéﬂfﬁfteétc““d&ﬂeﬁ%ﬁﬁ&'Qﬂ lnStﬁP8F§2ﬁ§ g@ggebp the

correspondi ng sw t Shown manual

control inputeQRyi@g Zyame p la?%fa??ft@ﬂéréwytEQn@goﬁﬂgn Eﬁkeﬁ&hgﬂaghP%Ch

70 that are 5 di sposed Th P p03|t|ons bet ween~t he f

pad s Skiftiyfhd N 600 0gLH0LL Ol 0% Lo! 88ulBBChndUEbAGE gg;fgggg a

housi ng 53. The start swtch 69 starts e VI €o gane

and the sel egfjion spd b 49 éﬁ@tf fé L5¥, the CPbegﬁleﬁgb g yideo
S%F % | np %g nmode se-

gane. 10 e manual Tontro viceé also has
manual control input device 2 to emit continuous or flicker-

ing light in relation to continuous or flickering light em-
ission of a game character or object displayed on the dis-
10 play monitor 6.

The graphic generating system 86 comprises a geometry
transfer engine (GTE) 87 for performing coordinate transfor-
mations and other processing, a graphic processing unit
(GPU) 88 for plotting image data according to commands from

15 the CPU 82, a frame buffer 89 for storing image data plotted
by the GPU 88, and an image decoder 90 for decoding image
data compressed and encoded by an orthogonal transform such
as a discrete cosine transform.

The GTE 87 has a parallel arithmetic mechanism for per-

20 forming a plurality of arithmetic operations parallel to
each other, and can perform coordinate transformations and
light source calculations and calculating matrixes or vec-
tors at a high speed in response to a request from the CPU

- 82. Specifically, the GTE 87 can calculate the coordinates

25 of a maximum of 1.5 million polygons per second for a flat
shading process to plot one triangular polygon with one
color, for example. With the GTE 87, the video game machine

4 is able to reduce the burden on the CPU 82 and perform



| ection switch 71 and an node indicator 72 that are disposed bet ween
the third and bW %Control pads 61, 62 on the up- per BGTPBWO4pM
t he housing 53. The node sel ection switch-741 - sel ects a control node
of the third and fourth control pads 15 61, 62 when pressed, and the
node i ndi cat drigR-spdedatesrdinate cadeldeitabmontrol node of the third and
fourth control pads 61, 62. The node indicator 72 conprises a

light-enmitting Accoeliemgnttos anh imagen pllloR tiing Neomrde®d from the cpuVhen
the node selection swtch 71 is pressed, it can 20 sel ect a control

node for all osiégGRUCEBTBAGSI @nablygobe or the lin@itiedHd orpide bhkgdrand
fourth control pads 61, 62 or a control node for inhibiting a

conmand si gnad9 f r otnbeGPY B8- is capabpet bed grearitdie 4 hiddipad deuséH
control pads 61, 62. When the node selection switch 71 is

pressed,5it caibuédnd pbsggsakeperaseedhaql node for allow ng a comand
signal to be inputted fromthe third and fourth control pads 61, 62

and sel ecting the Thacframeobufierf BoStohprak@s fOWddL-port BAESSAREEis
control nenbers 59a, 59b, 59c, 59d of the second
capable of simultaneously storing image data plotted by the
GPU 88 or image data transferred from the main memory 84,
and reading image data for display. The frame buffer 89 has
10 a storage capacity of 1 Mbytes, for example, and is handled
as a 16-bit matrix made up of a horizontal row of 1024 pix-
els and a vertical column of 512 pixels.

The frame buffer 89 has a display area for storing im-
age data to be outputted as video output data, a color look-

15 up table (CLUT) area for storing a CLUT which will be
referred to by the GPU 88 when it plots a polygon or the
like, and a texture area for storing texture data to be sub-
Jjected to coordinate transformations when a polygon is plot-
ted and mapped onto a polygon plotted by the GPU 88. The

20 CLUT area and the texture area are dynamically varied as the
display area is varied.

The GPU 88 is capable of performing, in addition to the
flat shading process, a Gouraud shading process for deter-
mining colors in a polygon by interpolating their intensiti-

25 es from the colors of the vertices of the polygon, and a
texture mapping process for mapping texture data stored in
the texture area onto a polygon. For the Gouraud shading

pProcess or the texture mapping process, the GTE 87 can cal-
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- 15 - W06 pad 60 or the function of the pressabl e RETVIPH/04084
bers 67a, 67b and 68a, 68b of the fifth anghsixth control - pads 65,
66. Depending on the control node selected by the node sel ection
switch 71, t e i.catar flickers es | t I cation
l'ight. QSJ_H‘BQ #}’e F% %géﬂﬁéegoﬁ r &1 mr%er%g'ers 0663 502)2 (fitpacgf

about contro é §hg£%§ hhereof When the rotatable control nenbers 63,
64 are rotat@d 8% n a control systenl(de- scribed |l ater on)

di
e o et om of @”?&F%%gbﬁsceé}%%q%r i3 CPP&r &3@5”% 1 e E%ﬁaﬁ@ '”iff-”
' , to.t ui red data. er
hovi e oot anp PRk aRaBR BRER 898" Stiaa or pobials s St S iepy

h - d d h t
Sﬁﬂéﬁﬁligat%ng‘%%'ﬁe Bhe Bde aBPACHER-ROER Sﬁ%?eb%%‘”e Y d:;frgcrgf

tatabl e control rs 63, 64. The control nenbers shown in
FIGS. 3 and‘ﬂe‘&?rFY g tinuous or flickering light with the circuit

arrangenent The image data reproduced by the image decoder 90 is

transferred to the frame buffer 89 by the GPU 88, and can be
used as a background for an image plotted by the GPU 88.

10 The sound generating system 91 comprises a sound proc-
essing unit (SPU) 92 for generating music sounds, sound ef-
fects, etc. based on commands from the CPU 82, a sound
buffer 93 for storing waveform data from the SPU 92, and a
speaker 94 for outputting music sounds, sound effects, etc.

15 generated by the SPU 92.

The SPU 92 has an ADPCM (adaptive differential PCM)
function for reproducing 16-bit sound data which has been
encoded as 4-bit differential sound data by ADPCM, a repro-
ducing function for reproducing the waveform data stored in

20 the sound buffer 93 to generate sound effects, etc., and a
modulating function for modulating and reproducing the wave-
form data stored in the sound buffer 93.

With these functions, the sound generating system 91
can be used as a sampling sound source which generates music

25 sounds, sound effects, etc. based on the waveform data
stored in the sound buffer 93 according to commands from the
CPU 82.

The optical disk controller 95 comprises an optical



shown in FIG an, exanple, the first through fourth 20 ressabl
control nenberio%d;?;%%, 59c¢, 59d of the second . contr ol Bﬁgﬂp%gé)“g%
shown in FIG 3 are associated respectivel @3 - with the swtches
20[err], 20[err],... 20[err] shown in FIG 2. In the switches
20[err], 20[ &gk drive(jerf¢r réprodgbingnprogmgms and deltememicorded e ],
202[err], ... 20[err], which are disposed underneath 25  the respective
control nenbers,ommdcalodiskusushoasfai CReROM or thei Ad klei,glt dersRt©Om7
continuous-light or flickering-light drive signals generated under
t he control dioxt hedRling phegrams andi dabagahetnachi kecérdede witIensl aired
when t he gane program WO 00/ 06270 .
PCT/ JP99/ 040%br correcting code (ECC) added therei6,- and a buf¥eaxemitms:
by the CPU. The emitted continuous or flicker- ing |ight passes
t hrough5t he femgoxtdwilghstontny gaessabhé from theobprakaremiens &are 30D,
59c¢, 59d. Therefore, the gane player sees as if the first through
fourth pressaw esand ralllow Sthe ndaber r&ofath89bpth8al FIdkemot Hehaead at
continuous or flickering l'ight. Actual ly, each of the
first througla fogh epredsalde auxiliary CPU 99 is connected to the de-
coder 97.
Sound data recorded on the optical disk which is read
10 by the optical disk drive 96 includes PCM data converted
from analog sound signals, in addition to the ADPCM data.
The ADPCM data, which is recorded as 4-bit differential
data of 16-bit digital data, is decoded by the decoder 97,
supplied to the SPU 92, converted thereby into analog data,
15 and applied to drive the speaker 94.
The PCM data, which is recorded as 16-bit digital data,
is decoded by the decoder 97 and then applied to drive the
speaker 96.
The optical disk drive 96 reads the program for giving
20 the operation guidance based on visual sensations from the
CD-ROM which is a specific example of the supply medium ac-
cording to the present invention. The decoder 97 then de-
codes the program thus read by the optical disk drive 96.
In order to display the operation guidance on the dis-
25 pPlay monitor 6 and enable the control members of the manual
control input device 2 to emit continuous or flickering

light in relation to the displayed operation guidance, it is

necessary for the video game machine 4 to run an operation



control nenbekrso 8fekz7p9b, 59c, 59d is constructed as shown PC'T,@Jps,gm,;_gh
5 6, 7, or 8. 10 FIG 5 shows a po?grpl menber structure in which
t he control nenber doubles as a light guide that includes a por-

ti for emtting opal escent light.. As shown in FIG 5, the contr ol
rr{e(r)ﬂr)]er has a It ﬁ?g? BESETRB: Sgg 8Pter afBpRPatition to 7, 980¢ PEIRTUNI A a

triangul ar ar at100 coated in an opales- 15 cent color and a renaining
area 101 coaI%% #n an ornanment al col or. FIG 6 shows a

control nenber strycture in ,which a ri ng- shaped pattern is

i |l um nat ed aroundﬁﬁeOESEﬁFﬁPnnﬁﬁf‘dame PEQH_%% V}Sﬁﬂvwli’ql dﬁiqjctilt@d Pelow. t
ri ng- shaped ea around.the con- 20 trol nenmqher i s nolded_of transparen
poI3carbgnatghE%dOPGraglggrgBéaﬁgcﬁ PF&ﬁFaﬂuFEelpﬁ%ﬂﬁ?q(ﬁE?QQEzﬂame pro-
ring-shaped illum - nating area 102. The control nenber structure
Chown 18 Er o ot “apa paPRthAorBEE oS LPr o bratbey ATy o 194 RiGHa%
O her control_.nmenmber structures are shown_in FIGS. 7 25 and 8. Each of

the control nenbef=UPrHEPHFEY CA¥WAS| AUPP&ESd from an,optd cagnghisdesuch
L;Sﬁig!engﬁééégg?qggég?gﬁgFtggﬁ%ggbUted frgglghngkao%&ua %gp%gﬂglég¥§owing
description, it is assumed that the game program is read
from a CD-ROM into the video game machine 4.
10 An operation sequence of the video game apparatus 1
will be described below with reference to FIG. 11.

In step S1, the CPU 82 of the video game machine 4
reads the game program from the CD-ROM, stores the game pro-
gram into the main memory (RAM) 84, and executes the game

15 piogram.

The CPU 82 displays an image asking the game player to
select (1) the execution of a video game or (2) an operation
guidance on the display monitor 6 in step S2.

Then, the CPU 82 decides whether the execution of a

20 video game is selected or not in step S3. If the execution
of a video game is selected, then control goes to step 5S4,
and the CPU 82 executes the video game. If the execution of
a video game is not selected, then control goes to step S5,
then control goes to step S5.

25 In step S5, the CPU 82 decides whether an operation
guidance is selected or not. If an operation guidance is
selected, then control goes to step S6, and the CPU 82 ex-

ecutes the operation guidance. If an operation guidance is



ABS (acrylonide¢dﬁmhwtadiene-styrene copol yner) and conbi ned PCT/JP99/040840
00/ 06270 - 25 PCT/JP99/ 04094 : .

- 17 - into a control nenber 110 according to doubl e- shot nDIdlngi
In the doubl o, he grt% neously
nmol ded in onguﬁg toTRLELEY. chéf %gecFP Iy, e key to&ﬁfﬁgloigABS and
the flexible 5 y gl gt ng 6Sat epus! one
nol d, o) tﬁgégtﬁ%géggafop 10 B %a emqyl kKey fgg arép|$k will

grally CO”b'Qﬁgcﬁ%égrfﬁga thﬁétalmebg%gg'gh% %%fg¥%qcerﬁo % df%hro

light guide to illTumnate t

the flexible key QQ%SBPQQat on 8 éﬁnégoﬁg nls (§$%¥§%l pfgégg'étgoOf

LEDs 108a, are di spos arou SWtc on a

h h 7 d
b coser 06 Ttep 7 in 9RiEniTRe CRONR BB B ds a?"éﬁ@%seeal%o THe
LEDs o L080 s%ﬁeﬂ bU4EURCAT o B CHBN G LT T 6 1°

when the con esse contlnuous or f

tion guidance. Then, the operation sequence shown in FIG.
11 is ended.
The execution of the operation guidance in step S6 com-
10 prises a succession of steps shown in FIG. 12.

In step S11, the CPU 82 displays an overall image
(e.g., a plan view) of the manual control input device 2 on
a display screen 6a (see FIG. 1) of the display monitor 6,
as shown in FIG. 13A.

15 ) In FIG. 13A, the control members of the second control
pad 60 are collectively denoted by Bl, the selection switch
70 by B2, the start switch 69 by B3, the third control pad
61 by B5, and the fourth control pad 62 by B6. Therefore,
the contrdl members and the switches of the manual control
20 input device 2 are generally denoted by Bi.

In step S12, the CPU 82 sets "i” of Bi to 1. Then, as
shown in FIG. 13B, the CPU 82 controls the displayed control
members Bl where "i” = 1 to emit continuous or flickering
light on the display screen 6a of the display monitor 6 in

25 step S13.

In step S14, the CPU 82 displays the explanation of the

function of the control members Bl that emit continuous or

flickering light on the display screen 6a in a remark area



ering |ight e%%%glz.)ay the LEDs 108a, 108b passes through . Pﬁ%ﬂg%/%m

fl exi bl e key as the light guide to the key top 103. )

pl ayer can thus see as if the control menb&® 101 itself emts
continuous or flickering light. 20 The key top 103 may be nade of
PC (pol ycar bonat 85 shown dat F&G.t AaG.ABS. Details of a.
structure and operation of the video gane machine 4 will be described
bel ow wi th referehnestepFBES., §he CPU 82dotdkput?5 the ID anbhesodtdiam@ae
machi ne 4 has a substantially rectangu- | ar casi ng whi ch houses a

di sk | oadi ngeonfli@kesibgt Anghdl ipformaticantfalthe tdverteial fhembeaasdiBIY 0
optical disk such as a CDO ROM or the like as a recordi ng nmedium for
suppl yi ng t hehgamenual control WopQh/ 6621ice 2.

PCT/ JP99/ 04094 - 18 - program The
casi ng Supports aTheset thei idbhrdGomputeeseR- of the nanuall kotmao iggpEt a
power supply switch 77, and a di sk control switch 78 for- controlling

t he | oadi ng @évibe Ppekealites an ofesghktinho sklamedicek dhoadi Ag WId. 754 . and
has two slots 79A,
As shown in FIG. 14, if the ID and continuous or flickering
light information of the control members Bl are inputted
from the wvideo game machine 4 in step S21, then control goes
10 to step S22 in which the microcomputer 22 reads the ID and
continuous or flickering light information of the control
members Bl.
In step S23, the microcomputer 22 supplies a drive sig-
ng; to the control members Bl represented by the ID to en-
15 able the control members Bl to emit continuous or f£lickering
light. Specifically, in FIG. 2, the microcomputer 22 sup-
plies the drive signal to corresponding ones of the light-
emitting elements 202,, 202,, --°* 202, of the switches 20,,
20,, -°* 20, via the amplifiers 201,, 201,, °*- 201,.
20 In step S24, the control members Bl emit continuous or
flickering light for a predetermined period of time. 1In
FIG. 15, the control members of the manual control input de-
vice 2 which correspond to the control members Bl displayed
on the display screen 6a are shown as emitting continuous or
25 flickering light.
Referring back to FIG. 12, the processing from step S13
is repeated until "i” reaches a predetermined number n in

steps S16, S17. If "i” = n in step S16, then the operation



5 79B. waaa Two manual control input devices 2 can be
to the“g%gggg?ﬁve slots 79A, 79B so that the video gane ﬁ%@ﬂggﬁhﬁg

pl ayed on the video gane machine 4 by two Uskrs or gane _ pl ayers. A
menory card device and a portable electronic de- 10 vice may al so be
connect ed to guisdamiad ssHOwn 7ABFIGTha2videended. game nachine 4 may have
nore or less than two slots 79A, 79B. As shown in FIG
10, the video gamﬂmngmﬁnendthaseadisplayedonhrmheswib@naylsnﬁ&&&t&ﬂ:ﬁQ_a
system bus 80, and a 15 graphi c generating system 86, a sound generating
system 91, the pruckssingtfram dtep S00t afdltesySiem=90% il cfteyy esTOEST ed
to the control system 81 by the system bus 80. The
manual contr ahowpuin deVGSe R6ARNntRrsughnméaads from the user or game
pl ayer via the SIO 41 (see FIG 2) to the 20 video gane machine 4. The
optical =i sk cont rRlG sys6EnsR5ws an ovhaalanimpgiecalf adihsk mnuvel Portirothi ch
a CD-ROM as an exanpl e of the supply nedium according to the present
invention is input déwheed2 displayed onThReCBiBPVast Giceeeh WOFRAMIAN
data for giving an op-

display monitor 6. FIG. 16B shows the third control pad BS

that emits continuous or flickering light in step S13. FIG.

16C shows the explanation of the function of the third con-

10 trol pad B5 that emits continuous or flickering light on the
display screen 6a in the remark area 6b in step S14.

Thereafter, the CPU 82 outputs the ID and continuous or
flickering light information of the third control pad B5 to
the manual control input device 2 in step S15. Then, con-

15 trol goes to the operation sequence shown in FIG. 14, in
which the microcomputer 22 enables the corresponding third
control pad 61 of the manual control input device 2 to emit
continuous or flickering light for a predetermined period of
time.

20 In step S13 shown in FIG. 12, after the control members
Bl where "i” = 1 are displayed on the display screen 6a as
shown in FIG. 16A, one (e.g., b51) of the control members
b51, b52, b53, b54 (see FIG. 17A) may be controlled to emit
continuous or flickering light as shown in FIG. 17B, and the

25 explanation of the control member b51 may be displayed in
the remark area 6b as shown in FIG. 17C. The display of the

continuous or flickering light emission and the explanation

is then repeated with respect to the remaining control mem-



25 eration_gui dance to explain the functions of the control
menber s of thg%rr@m%yo control input device 2 while causing PCT/ff89/04094

control nenbers to emt continuous or fld4 cdring |ight on t he 'di spl ay
nonitor 6, and al so to cause the correspond- WO 00/ 06270

PCT/ JP99/ 04084rs b52, b53, b54. This display modelQs particuld¥ly @R ol
nmenbers to emt continuous or flickering |ight on the manual control

i nput devi cefgctdvet Berek)iopeoddaitRel pads whishalcom@iSald e iiafaltie, gane
pl ayer. The control system 81 controls the novenment of a dis-

5 played chedtebermbmbedsonet. ge, ptagr giratd cdattadl ¢ad m® @rd the sedOM
and commands entered fromthe manual control input de- vi ce 2.

The control systeshBiocopra ses a CPU (Central Process- ing Unit)
82, a peripheral device controller 83 for effect- 10 ing interrupt

controlsand contrpiginggdineektFaBEYan6€8es guidandePPNoddd figrander, a

mai n menory 84 conprising a random access nenory (RAM,-and a

read-only mereryif&fhh 8pe¥RitéBn guidance for the manual control input
device 2. According to the guidance process illustrated in
FIG. 18, only control members are displayed on the display
screen 6a, and the user or game player is allowed@ to select

10 a desired one of the displayed control members. When a dis-
played control member is selected by the game player, its
explanation is displayed in the remark area 6b. A drive
signal for emitting continuous or flickering light may be
sept to the manual control input device 2 at any desired

15 time to enable the selected control member to emit continu-
ous or flickering light in synchronism with the display of
the explanation.

The guidance process illustrated in FIG. 18 may be car-
ried out according to an operation sequence shown in FIG.

20 19. In the operation sequence shown in FIG. 19, comménds
shown in FIG. 20 are displayed on the display screen 6a of
the display monitor 6. If one of the displayed commands is
selected by the game player in step S31, then control pro-
ceeds to step 32 in which data corresponding to the selected

25 command is read from a data table shown in FIG. 21. The
data table shown in FIG. 21 contains the commands and con-
trol member types and their sequences in association with

the commands. The data table is read together with the game



stores various prograns such as an operating systemfor nman- agi ng
t he graphic ggﬁjpeqoé’g?"ﬂg system 86, the sound generating 15  syB¢E#AFW04094
etc. At least the gane program can be exeat ed in the main nmenory
84. The CPU 82 executes the operating system stored in the ROM 85 to

control the grég@agRTtaPRIe main memditiy (RAM)i 835 €pt thet ¥idasdgarEPrases
a 32-bit RI SC CPU, for exanple. Operation details of the U82 wil

be de- 20 chsekilaed | ater on. When the video gane machine 4
is turned on, the CPU 82 executes the operating systemstored in the

ROM 85 to start’ In steqiig®) idiridipdHanhd CcoRbesat hBdpsyst 8Me8@4 sty -
S

sound gen- erating system 91, etc. Wien the operating systemisS exe-

25 cut ed, efhenCRY B2 i dHitd 2 dAesed e Vi sleonsaneiaPPaLat 453844 sequel
its entirety for confirmng its operation, and thereafter controls

the optscal €hg3190RMY | nndduLXAC WL e APRE! 1ight, afdl kBB BLIGABA
such as the video gane, recorded in the op- WO 00/ 06270
PCT/ JP99/ 0408@4mmand is displayed in the remark aredlsb. If a complex
control action such as to successively press control members
is required, then the number of times that each of the con-
trol members is to be pressed may also be displayed as shown
10 in FIG. 22B. If control members are required to be pressed
simultaneously, those control members which are required to
be pressed simultaneously may be displayed as shown in FIG.
22C.
In step S34, the CPU 82 outputs the ID and continuous
15 or flickering light information of the control members to
the manual control input device 2. A specific example of
the ID and continuous or flickering light information out-
putted from the CPU 82 is shown in FIG. 23.
In step S35, the CPU 82 decides whether other control
20 members need to emit continuous or flickering light on the
display screen 6a and also on the manual control input de-
vice 2. If other control members need to emit continuous or
flickering light, then control returns to step S33. If no
other control members need to emit continuous or flickering
25 light, then the operation sequence shown in FIG. 19 comes to
an end.
With the video game apparatus 1 according to the pre-

sent invention, as described above, the game program is ex-



tical disk. Ayd&saP! i cation programis executed, the CPU Pciuﬁgmﬁw4
controls the graphic generating system 86, the sound gen- . erating

system 91, etc. dependi ng on i nstructions etf ef ed fromthe gane

pl ayer for thereby controlling the display of 5 i mges and the
gener ati on ofPhatnedsbuntotandlyothe usercssmanual buphidlsda helstale s aeee-
is in progress, the CPU 82 enabl es the manual control input device 2
to emit contiblons givehi gketthe game pilagelri §it ciom tmslldtiingn tihe caomttmious
or flickering light em i ssion of a gane character or object

di spl ayed on mé¢mbers- tolemitpcaptApnpusr of. flickering lifhd gmapiiiec dis-
generating system 86 conprises a geonetry transfer engine (GIE) 87
for perforn rneglavosdraanc6ar andf elso on thenmanwad moatotdiednpuocessiiay a
graphi c processing unit (GPU) 88 for plotting i mage data accordi ng

to commenhds f2eom 15 the CPU 82, a frane buffer 89 for storing i nage data
pl otted by the GPU 88, and an i mage decoder 90 for decodi'ng i mage
dat a conpressed andilthoudbdcbytamnoprhfgonel embpdfioemtsucif the preseret

di screte cosine transform The GIE 87 has a parallel arithnetic
mechani sm f oripeentig@Q haver beag ahpwor ahit gdestrdbedhmst ide teddr,atiitorshould
arallel to '

P be understood that wvarious changes and modifications may be

made therein without departing from the scope of the append-

10 ed claims.



each other, a ' erf orm coordi nate transformations and |.i ght
source cal cul gﬁgo?]dsb@nd cal culating matri xes or vec- torECE‘c’P§’%P9g‘h

speed in response to a request fromthe €P3L - 82. Specifically, the
GTE 87 can cal cul ate the coordinates 25 of a maximumof 1.5 mllion

pol ygons per second for a flat shedamgsprocess to plot one
triangul ar pol ygon with one color, for exanple. Wth the GIE 87, the
vi deo gane machi ne 4 is able to reduce the burden on the CPU 82 and
perform _ WO 00/ 06270 _

PCT/ JP99/ 04094 1. An entertainment system comprigihg: ‘hi gh- speed
coordi nate cal cul ati ons. According to an inage plotting command

fromthe CPU 82, a manuatiheo@iocd8 iﬁgﬁtts @We/ qon) KHodt hﬁu’&éﬁf’n? Ncbherbianme
buf fer 89. The GPU 88 is capable of plotting a nmaxinum of 360 5
t housangl pol ygeManBe! &8§@Nthanual control Mt &K fielv BP9 CANPLLSES-2

dual -port RAM and is capabl e of simultaneously storing +nage data
plotted by t of con®iPY18fenibeirdrge data transferred fromthe nmain nenory
84, and reading i mage data for display. The frane buffer 89 has

a display monitor (6) for displaying an image of said
manual control input device (2); and

control means responsive to emission of continuous or

10 flickering light from one or more of the control members in

the displayed image of said manual control input device (2),
for energizing corresponding one or more of the control mem-
bers of said manual control input device (2) to emit con-
tinuous or flickering light in synchronism with said emis-

15 sion of continuous or flickering light.

2. An entertainment system according to claim 1, where-
in said control means comprises means for controlling said
display monitor (6) to display, in addition of the image of

20 said manual control input device (2), an operation guidance
for said one or more of the control members which emit con-

tinuous or flickering light.

3. An entertainment system according to claim 1, where-
25 in said one or more of the control members which emit con-
tinuous or flickering light are selected by a user via said

manual control input device (2).

N ) 0



10 a storage capacity of 1 Miytes, for exanple, and is handled - as
a 16-bit nmatr MO MHE7Lp of a horizontal row of 1024 pi x- PET/EP9219d0%
vertical colum of 512 pixels. - 37he frame buffer 89 has a
di splay area for storing im age data to be outputted as video

output data, a coleor ArOQlterhS ¥t A)e dePiddo S1OLhNg ALl
which will be rne erreed tlél by t%‘?@u 88 \/\%eﬁ?% 1p‘fots a pol ygon or

the | e g BBl i ML BT I il LK ecc?m.@oifl&& s#ba

jected to coordinate transformations when a po ygon 'S p

mapped onto aleslmgoameﬂl%txectéay ttch%lgapliééﬁ %&S SES Jodfde apg.the

texture area are dynamcally varied as vari ed.

The CPU 88 | 8ofapahl mefbocl Y Bidlmid U] Yeikdied Iy the usddloshading
7
u a

process, a Goura ng process for deter- ing colors in a

pol ygonsby' e&a& an'a%t %&sglptra ed%n sea&r ngiqgéﬂéoff g

vertices of e po ure nmappi ng pr of mapp

t ext dat t
exture da aaﬁﬁoéﬁgb'l@.&g cont&%q WS ANt & R0 a0 ot NEnyg

Gour aud shadi n ocess or the texture nmappin cess,
can cal - manual control input device (2) and corresponding control

members of said manual contrcl input device (2) to emit con-
tinuous or flickering light in synchronism with each other.
10

5. An entertainment system according to claim 1, where-
in said control means comprises means for controlling said
display monitor (6) to display an operation sequence to ex-
ecute programs as an operation guidance based on a selection

15 made by a user, and enabling control members in the display-
ed image of said manual control input device (2) and corre-
sponding control members of said manual control input device
(2) to emit continuous or flickering light in synchronism
with each other according to said operation segquence.

20

6. An entertainment system comprising:

a manual control input device (2) for entering control
commands, said manual control input device having a plural-
ity of control members;

25 a display monitor (6) for displaying a game image;

a video game machine (4) for generating an image of a

game character to be displayed on said display monitor (6)

in response to control commands entered by said manual con-

* [ L M S *



WO 00/ 06270  wo 00/06270 PCT/ JP99/ 04094 pCT/IP99/04094
- 22 - cul ate the coordi nates of a ggxLmum of 500 thousand pol ygons
per second. The i mage decoder 90 is controlled by the CPU 82 to

de- ' d tiJ] vi ng. l.mage _stored_in the 5
rrgi n nemrycggjgl;ggggtto%%tihg Z[e odgé’d pl(}rr?aégége# %&t‘h hefq° game: ][rermré 84.
The i dat . [ 90 i s transferred to
the frane buffer Holgyorde Nasid. (G R85 Pl ' dn cmeratlafTulandtng
f [ | d t . 10 The. sound generating system
Qircggpirgggpgog%éﬁdf%oél %p%gl%%es?sﬁ NG eurnaﬁi?léﬂl $OrQefidt tfigap dic
ds, d ef- fects, .et.c. b n co nds. fromthe CPU 82,
sound |~ "Rgfitter 46 oAy Nn A NI PERTORRS Py §31daRanal
oDt SPREERBL I VRS S Y SR G5 e aprrng
differentiallfgy%. and function for reproducing 16-bit sound data which
has been !

processing means (82) for executing said operation
guidance program stored in said memory medium (84) based on
control commands entered by said manual control input device

10 (2).

7. An entertainment system according to claim 6, where-

in said processing means (82) comprises means for producing

a control signal to enable said control members of said man-

15 uai control input device (2) to emit continuous or flicker-

ing light.

8. An entertainment system according to claim 6,
further comprising a recording medium (96) storing said op-
20 eration guidance program, wherein said memory medium (84)
reads said operation guidance program from said recording

medium (96) and stores the read operation guidance program.

9. An entertainment system according to claim 6,
25 further comprising communication means (41) for communicat-
ing with a source, wherein said memory medium (84) reads
said operation guidance program via said communication means

(41) and stores the read 6peration guidance program.

O L



encoded as 4- Qi | fferential sound data by ADPCM a repro- ' i
function for rweép?ogdé%ll ng the waveformdata stored in 20 thepggﬂﬁg}b“&g

buffer 93 to generate sound effects, etc. ,34nd a modul ati ng function
for nodul ating and reproduci ng the wave- formdata stored in the
sound buffer 93. 10. An enterppipmeR&seySiRbt feeordimg doumdajandrati ng
system 91 can be used as a sanpling sound source which generates
music 25 VWRkeuads, sgddnaempr¥cmediumc (84ds & oaest lve DRDGaTaDY Matatem -
stored in the sound buffer 93 according to commands fromthe CPU 82.
The optical #bingofaidl Fentyslcpapbesss tanespti sgntinuous or FIMEBKI/IIGR70
PCT/ JP99/ 04094 - 23 - di sk drive
96 for reprobdu@rhgspavgnaielivdandt dispdeydag en operatimm gutidzmicedifske
such as a CO-ROM or the like, a decoder 97 for decodi ng prograns and
data that ar&trbeasteth@i cangnodr members whiche eree emiid iogd eqrEGOuatted
thereto, and a buffer 98 for 5 tenporarily storing data read fromthe
optical diskexrfyeckering light on said display monitor (6).

11. An entertainment system according to claim 6,
wherein said memory medium (84) stores a program for dis-
10 playing only said control members on said display monitor
(6) and displaying an operation guidance for at least one of
the control members which is selected by a user on said dis-

play monitor (6).

15 12. An entertainment system according to claim 6,
wherein said memory medium (84) stores a program for dis-
playing, on said display monitor (6), an operation sequence
for contrecl members to execute one, selected by a user, of a

plurality of commands displayed on said display monitor (6).

20
13. A supply medium for supplying an operation guidance
program and data for responding to emission of continuous or
flickering light from one or more of control members in an
image of a manual control input device (2) which is display-
25 ed by a display monitor (6), for energizing corresponding

one or more of the control members of said manual control
input device (2) to emit continuous or flickering light in

synchronism with said emission of continuous or flickering

* o L M S *



so as to allow.t ta fromthe optical disk to be read at a _high
speed. An auxWI()l@%g@PU 99 is connected to the de- coderP@TT’.JP”/O‘“’%4

Sound data recorded on the optical disk wd®h is read 10 by the optical
di sk drive 96 includes PCM data converted from anal og sound signal s,
i n addi ti on Tghte ADPCM dat a. The ADPCM data, which is
recorded as 4-bit differential data of 16-bit digital data, is
decoded by the decoder 97, supplied to the SPU 92, converted thereby
into anal og data, 15 and applied to drive the speaker 94.

The PCM data, whith.ia sappilgesedduntabicordigigt alo ddtzim 13, whéBe ligcoged
by the decoder 97 and then applied to drive the speaker 96.

The optical shekatfiomeglfidanadsprbgrpmognamliesr sgiivd @ispdy mdmEt@pe(a)i on
gui dance based on visual sensations fromthe CD-ROM which is a

speci fi® exatrpl @ioplake suppbdimedhumfathe image oF EHAIH trfard el MESSERSL

I nvention. The decoder 97 then de- codes the programthus read by
the optical ithpktdiéevec86(2), an operatlipnogtiddaneedifgy ajaid e esatmere
gui dance on the dis- 25 play nonitor 6 and enable the control nenbers
of the manuadf the control members which emit continuous or flickering

light.

10 15. A supply medium according to claim 13, wherein said
one or more of the control members which emit continuous or
flickering light are selected by a user via said manual con-

trol input device (2)}.

15 16. A supply medium according to claim 15, wherein said
" operation guidance program enables said display monitor (6)
to display an operation sequence for control members to ex-
ecute one, selected by the user, of a plurality of commands
displayed on said display monitor (6), and enabling control
20 members in the displayed image of said manual control input
device (2) and corresponding control members of said manual
control input device (2) to emit continuous or flickering

light in synchronism with each other.

25 17. A supply medium according to claim 13, wherein said
operation guidance program enables said display monitor (6)
to display an operation sequence for executing a program as

an operation guidance based on a selection made by a user,

R



control input device 2 to emt continuous or flickering li'ght in
relation to tWOM0HFPayed operation guidance, it is nec ®ETEPHI/949p4
the video gane machine 4 to run an oper ati3en - WO 00/:06270

PCT/ JP99/ 04094 - 24 - gui dance

program and a‘iﬁiaenéﬁ‘lé‘gdééh@foiomémgé‘ﬁ@ Pﬁoﬁfxémﬂgglayed imdgka ﬁ said
The operation guidance programw || be described bel ow.

operati on gWHACE B6REFSDM iﬁpth'cché'&'fée' 2} hsneaaerﬁégpondﬁng Bbaroand
execut ed when sel ected by the user or game player. hé gane program

may be 5Udeéﬁ%éf§"@§“sQP&'ﬁaﬁuglsgoﬁﬂfgl input. EEVQCEIRE§NE8re é tho%UtEd

froma network. In the follow ng description, it is assune at the

gane programirgud®ftor £1ickéfoiya EK$A'Q&Hcﬁ?@nibﬂegigﬁngagﬁcQ%B%r
10 An operation sequence of the video gane apparatus 1

be desg i be%é&lﬁiﬂ@t@of@éf&e@ﬁ@ré&ﬂ Geddence. In step SI, the

CPU 82 of the video gane nachine feads the game program fromthe
CD-ROM stores the ganme pro- graminto the main nmenory (RAM 84, and
execut es the gane

18. A supply medium for supplying an operation guidance
program and data for a manual control input device (2) for
use in a video game performed by a video game machihe (4) by

10 displaying a game character on a display monitor (6) in re-
sponse to control commands entered by the manual control in-
put device (2), said operation guidance program comprising a
program for displaying an operation guidance on said display
monitor (6) and enabling control members of said manual con-

15 trol input device (2) to emit continuous or flickering light

in relation to said operation guidance.

19. A supply medium according to claim 18, wherein said
operation guidance program includes a routine for enabling
20 said control members to emit continuous or flickering light
sequentially and displaying an operation guidance for at
least the control members which are emitting continuous or

flickering light on said display monitor (6).

25 20. A supply medium according to claim 18, wherein said
operation guidance program includes a routine for displaying
only said control members on said display monitor (6) and

displaying an operation guidance for at least one of the

RN R 0



15 progr amwooo}oﬁzm The CPU 82 displays an inmage asking tger9sdRacs
pl ayer to select (1) the executionn§% a video gane or (2) an .

operation gui dance on the display noditor 6 in step S2.

Then, the CPU 82 deci des whether the execution of a 20 video gane is
sel ected or FOnLGPLsiRgnmzrs yhi¢helexeerlefbad by a ugpraoni seddysisplay
sel ected, then control goes to step $4, _ and the CPU 82 executes the
vi deo gane. MondH®RxE&Lti on of a video gane is not selected, then
control goes to step S5, then control goes to step S5. 25

In step S5, the CPU 82 deci des whet her an operation gui dance is
selected or not. If an operation guidance is sel ected, then control
goes to step S6, &ld thes@rplpomegium accordimgsteohelapmr a8i. owhguiedancaid f
an operation guidance is WO 00/ 06270

PCT/ JP99/ 0409peration guidance program includes a psogram for ddssplay-
sel ected, then control goes back to step S2. The execution of
t he operati oAngui danczaidt d¢isplsap menitor (6), an operation sequence for

control members to execute one, selected by a user, of a

plurality of commands displayed on said display monitor (6).

N A



be described in detai
oper ation guivi@8¥8627¢ fi ni shed, control
the CPU 82 pronpts the ganme player to re-

gui dance once nore or finish the opera-1/19
operation sequence shown in FIG

execution of the ¢
successi on of stej
di spl ays an overal
i nput device 2 on
noni tor 6,

control nenbers of
denoted by Bl, thg
B3, the third conf
B6. Therefore,
control 20 i npu
step S12, the CPU
13B, the CPU 82 c(

below wth reference to FIG 12. Af- © ter ‘the
proceeds to 5 st epPSTIPH/4AIch
peat the operation-
tion gui dance. Then, the
11 i s ended. The
pper at i on _gui dance in step S6 com 10 prises a
bs shofm| (1 FI G 12.1 VIDEO GAME APPARAHISp S11, the CPU 82
| i mage (e.g., a plan view) of the naﬁual control
a drspray screen ba (see FIG 1) gF’t e di splay
as shopr—Tm FrG—13A—1I5 Ml G 13A, the
t hel spcond control pad 60 are|cpllectively
> sellection switch 70 by B2, the ptart switch 69 by
rol pap 61 by B5, and the fourfh|control pad 62 by
t he control nmenbers and the sw tgheb o% t-he manual
It delvice 2 are generally denoted by 08 In
82 sletp "i" of Bi to 1. Then, as shown in FIG
sntrof s{ the di splayed contro
5
4

A




menbers Bl V\/nw&%d}dﬁ'ém: 1 toemt continuous or flickering S’i%J”i‘"gJ}t’o“gﬁ

the display screen 6a of the display nonitor 6 in 25 step S __
In step S14, the CPU 82 displays the exgléﬁ ation of the function of .
the control nmenbers Bl that emt contin or flickering Iight on
the display screen 6a in a remark area WO 00/ 06270
PCT/ JP99/ 04094  r---r==-==m--m-oosossmssssooooosoooooosooos R o T . 67 -85 ---
shown in Fl Gz &3C. In step S15, the CPU 82 outputs the ID and
continuous ZkE, or flickering light information of the control nembers Bl
to t hed @ahual control input device 2. 5 Then, the !
m croconput e” #2, of the manual control input devi ce 2 executes an |
operation se&fU‘en_:ce shown in FIG 14. As shown in FIG 14, if the ID
and continuous or flickering ~  light information of the control J!
menbers Bl are inputfed fromthe video[gane machiné 4 i n step S271,
then control goes 10 to step S22 in whigh|the m croconputer- 22 reads
the ID and continuous or flickering light information of the control
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menber s Bl. In step S23, the m croconputer 22 supplies a drive

si g- nalo domeetee control nenbers Bl represented by the | PdoIren040945
able the control nmenbers Bl to emit continuous or flickering -l'i ght.
Specifically, in FIG 2, the m crocompuArg 22 sup- plies the drive
signal to corresponding ones of the |ight- emtting elenments
202[err], 202[err], ... 202[err] of the switches 20[err], 20[err],
20[err] via the anplifiers 201[err], 201[err], ... 201[err]. 20
In step S24, the control menbers Bl emt continuous or flickering
light for a predetermned period of tinme. In FIG 15, the control
menbers of the manual control input de- vice 2 which correspond to
the control nmenbers Bl di spl ayed on the display screen 6a are shown
as emtting continuous or 25 flickering |ight. Referring
back to FIG 12, the processing fromstep S13 is repeated until "i"
reaches a predeterm ned nunber n in steps S16, S17. If ™" =nin
step S16, then the operation ' WO 00/ 06270

PCT/ JP99/ 04094

FIG. 3




- 27 - : ui dance shown in FIG 12 is ended. | mages t hat
are di spl ayedW8ho%%6270i spl ay screen 6a in t he processi ngP§FERA%08eH
S13 after "i" =5 in step S17 are /;Qfmm_in FI GS. 16A t hrough "16C.

5 FI G 16A shows an overall inagé*dk t he manual control i nput
device 2 di splayed on the display screen 6a of the di spl ay nonitor
6. FIG 16B shows the third control pad B5 that emts continuous or
flickering light in step S13. FIG 16C shows the explanation of the
function of the third con- 10 trol pad B5 that emits continuous or
flickering light on the di splay screen 6a in the remark area 6b in
step S14. Thereafter, the CPU 82 outputs the ID and conti nuous
or flickering light information of the third control pad B5 to

t he manual control input device 2 in step S15. Then, con- 15 trol goes
to the operation sequence shown in FIG 14, in whi ch the

m croconputer 22 enables the corresponding third control- pad 61 of
t he manual control input device 2 to emt continuous or flickering
light for a predeterm ned period of tinme.

FlG. 4
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20 In step S13 shown in FIG 12, after the control nenbers

Bl where "i" woloaszodi spl ayed on the display screen 6a as PCT/IPh904094 N
FIG 16A, one (e.g., b51) of the control nenbers b51, b52, b53, b54
(see FIG. 17A) may be controlled to erfif19 continuous or flickering
light as shown in FIG 17B, and the 25 explanation of the control nenber
b51 may be displayed in the remark area 6b as shown in FIG 17C. The
di splay of the continuous or flickering |ight em ssion and the

expl anati on is then repeated with respect to the remai ning control
mem - WD 00/ 06270

PCT/ JP99/ 04094 101 160 28 - bers b52,
b53, b54. This display node is parti - fective for those
control pads which conprifs¢ G ﬁfurali control nenbers, e.g.

the first control pad 59 and the sec- ond control pad 60. 5

FIG 18 illustrates another guidance p for per- formng an
operation gui dance for the nmanual control input device 2. According
to the guidance process illustrated in FIG 18, only control nenbers

are displayed on the display

FIG. 6
FIG. 7
110 103

{ §

106 104
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» 108a 107 1086 105

FIG. 8
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screen 6a, éanMGwr or ganme player is allowed to select 1OPCT/§PQ%§1)§4Ed
one of the displayed control nenbers. Wen a dis- pl ayed contro

menber is selected by the ganme player, %t expl anation is displayed
in the remark area 6b. A drive s'éﬁgl f or emtting continuous or
flickering Iight may be sent to the manual control input device 2 at
any desired 15 time to enable the selected control nenber to emt

conti nu- ous or flickering light in synchronismw th the display of
t he expl anati on, The gui dance process illustrated in FIG 18
may be car- ried out according to an operatlon sequence shown in FIG
20 19. In the operation sequence sho 19, conmands shown
in FIG 20 are displayed on the display/sogeerg t he di spl ay
nonitor 6. If one of the displayed cony '?”" sel ected by the gane
pl ayer in step S31, then control pro- ' {8 step 32 in which data
corresponding to the selected 25 rom a data table shown
in FIG 21. The i N\ QNt ai ns the commands
and con- trol & U

the commands. The data table is read together vmtIEEEE;‘.ane




WO 00/ 06270 PCT/ JP99/ 04094

- 29 - PPN nto the main menory (RAM 84 of the vi ded’cg}'él?éwf’@“
chine 4. In step S33, corrg ndi ng control nenbers are

di spl ay- ed on the display scre 1h as shown in FIG 22A and
sequen- 5 tially emt continuous or flickering light, and the sel ected
command is displayed in the remark area 6b. |f a conpl ex contro
action such as to successively press control nenbers i's required,

t hen the nunmber of tinmes that each of the con- trol nmenbers is to be
pressed may al so be di splayed as shown 10 in FIG 22B. |If control
menbers are required to be pressed si mul t aneousl y, those control
menbers which are required to be pressed simnultaneously may be

di spl ayed as shown in FIG 22C. In step S34, the CPU 82
outputs the ID and continuous 15 ofF fGick€ring light information of the
control nenbers to the manual control input device 2. A-specific

exanpl e of 4 VIDEO GAME MACHINE

|80 BUS
: 87 i
| etE | 1 eu T -—o VIDEO OUTPUT
' { i
oy 8 BS |
i [ _cPu_ |+ [FRAME BUFFER | |
{ r |
5 82 83 (! 80 |
; DEVICE Ll IMAGE ! GENERATING
} 84 |t mmm e <
- e T B e s T 7
| MAIN ] r~~91 SOUND
! T SPU )
! MEMORY 1. | ; GENERAT ING
| 85 i|i 82 | 93 o4 |  STOTEM
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X CAUXIOIARY || }
81 CONTROL |1 CPU |
SYSTEM || 99 il » L~.- 95 OPTICAL
: DECODER :_O E DISK
4 E 70 OPTICAL DIS E ol
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the 1D and coglq g or flickering light information out-
fromthe CPU gj?(lfbéh%s@uovm in FIG 23. In step S35, t%%Tl%%g%“

deci des whet her other control 20 nmenfgreg need to emt continuous or
flickering light on the di splay screen 6a and al so on the nmanual
control input de- vice 2. If other control menbers need to emt

conti nuous or flickering light, then control returns to step S33. If
no ot her control nenbers need to emt continuous or flickering 25

i ght, then the operation sequence shown in FIG 19 cones to an end.
Wth the video gane apparatus 1 according to the pre- sent invention,
as descri bed above, the gane programis ex- WO 00/ 06270

PCT/ JP99/ 04094 FIG.11 - 30 - pl ai ned by
not only the user's manual but al so visual sensa- tions given to the
gane player by controlling the control menbers to emt continuous or
flickering |ight on thedis- pI screen 6a and al so on the nmanua
control input device éfﬁ 2 START <jy

READ GAME PROGRAM  [~S1

DISPLAY IMAGE FOR SELECTING :
1. EXECUTION OF VIDEC GAME ~ 52
OR 2. OPERATION GUIDANGCE

S3

IS

1. EXECUTION OF VIDEO

GAME SELECTED
?

YES

s4
!

EXECUTE VIDEO GAME

S5

1S

2. OPERATION GUIDANCE

SELECTED
?

YES

EXECUTE OPERATION GUIDANCE ~— S8

S7

IS

OPERATION GUIDANCE TO

BE FINISHED
?

YES

(: END j)




Al t hough certain preferred enbodi nents of the present i nvénti on have

been shown arMOd&8&79bed in detail, it should be under sPEHIPIH4P94
vari ous changes and nodifications nay be . made therein wthout
departing fromthe scope of the append-g/h% ed cl ains. WO
00/ 06270 PCT/ JP99/ 04094

- 31 - CLAI V5 1. An
entertai nment system conpri sing: a manual control input device
(2) for entering control 5 commands, said manual control input device
havi ng a plural - ity of contr@|@npes; a displ ay
monitor (6) for displaying an i mage of sdid manual control i nput
device (2); and control neans responsive to em ssion of
continuous or 10 flickering light fromone or nore of the control
menbers in t he eisplayﬁ@ imx%?of said manual control input device
(2), ;

DISPLAY MANUAL CONTROL INPUT | 3511
DEVICE ON DISPLAY MONITOR

i =1 812

HAVE CONTROL MEMBERS Bi

(i = 1) EMIT CONTINUOUS OR | _g13

FLICKERING LIGHT ON DISPLAY
MON | TOR

DISPLAY EXPLANATION OF CONTROL

MEMBERS Bi EMITTING CONTINUOUS | _g14

OR FLICKERING LIGHT ON DISPLAY
MON I TOR

OUTPUT 1D AND CONTINUOUS OR

FLICKERING LIGHT INFORMATION OF | 515

CONTROL MEMBERS Bi TO MANUAL
CONTROL |NPUT DEVICE

S16
YES

i = n (FINISHED)
?

{=1+1 L _S17

<: ouT i)




for energi zi ig sRssaRSPONdi ng
sai d manual control 1nput de
flickering light in synchron
flickering |ight.
claim1, where-
controlling said di sp,
i mge of 20

for said one or Eglr@ gl‘fighewlle

or flickering light.

claiml1l, where- 25 i n sai
con- ti nuous or flicke
manual control input device

PCT/ JP99/ 04094
entertai nnent system accordi

FIG. 13B

FI1G. 13C

in said cossyBd

one or nore of the control nmem
vice (2) to emt con- '

ismwth sppdiem s- 15

PCT/IP9dARIOSs Of

ti nuous or .
sion of continuous or

2. An entertainment systemaccording to

cont r ol

for
-+ on of the

bn,_, gui dance
cont r ol ~BYi nuous
temacg¢ording to
d one o merhers{uks ch emt
ring lig ser via said
(2).
B7 4. An
ng to ¢

~6b

EXPLANATION OF CONTROL MEMBERS
EMITTING CONTINUOUS OR
FLICKERING LIGHT




in said contrgl ns conprises neans for controlling said i '
Wosdi PrabbIfesY

nonitor (6) t 73y an operation sequence for contr ol

execut e one, selected by the user, of q1/15 plurality of conmands -

di spl ayed on said display nonitor (6), and enabling control nmenbers
in the displayed i nage of said manual control input device (2) and
correspondi ng contr ol menbers of said manual control input device
(2) to emit con- ti nuous or flickering light in synchronismwth
each other. 10 5. An entertai nnent system according to claim
1, where- ~ in said control nmeans conprises neans for controlling said
display nonitor (6) to display an operation sequence to ex- ecute
prograns as an operation gui dance based on a selection 15 made by a
user, and enabling control nmenbers in the display- ed i mage of said
manual control input device (2) and chﬂda,']4. spondi ng control nenbers
of said manual control input device (2) to emt continuous or
flickering light in synchronism wi th each other according to said
operation sequence. 20 6. An entertai nment system conpri sing:

(st )

ARE 1D AND

CONTINUOUS OR FLICKERING LIGHT

INFORMATION INPUTTED
?

S21

YES

READ ID AND CONTINUOUS OR
FLICKERING LIGHT | _s22
INFORMATION FOR CONTROL MEMBERS
: Bi

SUPPLY DRIVE SIGNAL TO EMIT

CONTINUOUS OR FLICKERING | g3

LIGHT TO CORRESPONDING CONTROL
MEMBERS Bi

HAVE CORRESPONDING GONTROL
MEMBERS Bi EMIT | _s04
CONTINUOUS OR FLICKERING LIGHT
FOR GIVEN PERIOD OF TIME

|




a manual control 1input device (2) for entering control commands,

sai d manual cWRt%®@827Pnput devi ce having a plural - ity of PCHHRIOMHH094
menbers; 25 a display nonitor 46) for. displaying a gane inuage;

a video gane machine (4) for generating gmlgrrage of a ganme character
to be displayed on said display nonitor (6) in response to control
commands ent ered bl sai %mnu;rl con- WO 00/ 06270

PCT/ JP99/ 04094 .19 1 VIDEO GAME APPARATUS trol input
device (2) to proceed with a video gane; a_menory_ngdi um (84)
for storing an operatign guidance program for displpying an

oper ati on gui dance} on gaifd display nonttor (6) and gnabling said
control nenbers of| sai d ranual L controlf idput device [2) to enit
continuous or flickering 2\ 2nd, [{0 ‘ Cessi ng neans
(82) for executing|saidq dperatio o ESHRYTS stored in said
menory nedi um (84)} based [on i (! :

by sai d manual
control input devife __//h a

EXPLANATION OF CONTROL MEMBERS
EMITTING CONTINUOUS OR

FLICKERING LIGHT
5
/4/




7. An entertai nnent system according t&%@é,@&

10 (2). WO 00/

wher e- I'n Sogz|78 processi ng neans (82) conprises neans for producing
a control signal to enable said control ers of said man- 15 ual
control input device (2) to emt continuous or flicker- ing light.

8. An entertainment system accordi pg g0 cl aigp 6, g3  pipugiiher conprising

a recording nedium (96) storing said @p- 20\ erafli on_guidance program
wherein said ne [ (84) hce
program from sa%ﬁﬁﬂﬁﬁg medfumy - B1
operati on gui dance program / [ em
according to claim®6, 25 flurt her A 5 {41) for
comuni cat - ing with a |source, 8 r eads
sai d operation gui dance progrfam vi. (41) and
stores the read operation guildampyé
}
B5 B4 B6

FIG. 16B
FIG. 16C _B1
= A
.i. D O ~—T~6a
- (\ = X
BS

THIS 1S A STICK FOR VARYING
THE WALKING SPEED OF THE | 4,
CHARACTER




WO 00/ 06270 WO 00/06270 PCT/ JP99/ 04094’CT/JP99/04094

- 34 - 10. An entertai nnent system according to claim

wherein said nenory nmedi um (84) stores {amigogram for en- abllng sai d
control nmenbers to emt continuous or flickering i ght sequentially
and di spl ayi ng an operation gui dance for 5 at | east the control
menbers which are em tting qontinuous or flickering Iight]on said

di spl ay nDnltorffb 1L7 11. An entertainment system agcording to
cl aim 6, wherei n sai d menory nmedi um (32 for dis-
10 pl aying only said contriol nmenbers on s3gl« < (6)
and di spl ayi ng an operation |gui dance for g ;. contr ol
nmenbers which is selected by a user,sg i (6).
15 12. An entertainient system ag wherein

display nonitor (6), an operlati on sequence trol nAepbers to

said nmenory nedium (84) stories a progran1f6r pl ayi ngf on said
B3 con
execute one, selected by a yser, of a

~— |~6b
FIG. 17B
55 T
~—"T~6b
FIG. 17C |

51 T
&

THIS IS A BUTTON FOR CAUSING
THE CHARACTER TO JUMP ~—

~6b




plurality of di spl ayed on said display nonitor (6). ' ‘
13. A supply ﬁggﬂﬁ or supplying an operation guidance %%Péﬁ?%%ﬁgh

data for responding to em ssion of contf s or flickering iight
fromone or nore of control nenbers in a i mge of a manual contr ol
i nput device (2) which is display- 25 ed by a display nonitor (6), for

d

ener gi zi ng correspondi ng one or nore of the control nenbers of said
manual control i nput device (2) to emt continuous or flickering
light in ~synchronismw th said em ssion of continuous or flickering
WO 00/ 06270 PCT/ JP99/ 04094
- 35 - l'ight. 14. A supply nmedium according to claim
13, wherein said oper ati on gui dance program enabl es said di spl ay
nmoni tor (6) 5 to display, in addition of the inmage of said manual
control i nput device (2), an operation guidance for said one or nore
FIG. 18
B8 B9 6a B10 B11
\ | 5 \ |
B2
| 5 2 @i
| b52
@ &\ B
£ £ O t-b54
B5 B6 <::>/,\\_’/b53

6b

|
(




of the control nenbers which emt continuous or flickering Iight.
10 15YO0RV862B| v nedi um according to clai m 13, wherei n FGTYFI04094
one or nore of the control nenbers mhiq%4qgit,continuous or ' .
flickering light are selected by a user “vi'a said nmanual con- trol

i nput device (2). 15 16. A supply nedium according to claim 15,
wherein said oper ati on gui dance program enabl es said di splay nonitor
(6) to di splay an operation sequence for control nenbers to ex-
ecute one, selected by the user, of a plurality of commands

di spl ayed on said display nonitor (6), and enabling control 20 menber s
in the displayed i nage of said nmanual control input device (2) and
correspondi ng control nenbers of saiﬂrq?EUﬁl control input device
(2) to emt continuous or flickering . 9ight in synchronismwth each

ot her. 25 17. A supply ing to claim 13, wherein
sai d operation gui dance prfogram epabl es s@aid display nonitor (6)

IS COMMAND SELECTED ?

~ 532

READ CORRESPONDING DATA

4

HAVE IMAGE OF CORRESPONDING
CONTROL MEMBER EMIT LIGHT ON ~ 533
DISPLAY MONITOR

OUTPUT D AND CONT!INUQUS OR

FLICKERING LIGHT INFORMATION OF | s34

CONTROL MEMBER TO MANUAL
CONTROL INPUT DEVICE

S35

: DO OTHER

CONTROL MEMBERS NEED TO EMIT
CONTINUOUS OR FLICKERING
LIGHT ?

(o)




to di splay aqgggﬁka%bon sequence for executing a program as PCT/IP89%04094
I . . WO

operation gui dance based on a sel ection nmade by a user,
00/ 06270 17719 - PCIT/ JP99/ 04094
- 36 - and enabl es control nenbers in the displayed i mage of said
manual control input device (2) and correspondi ng contr ol menber s of
sai d manual control input device (2) to emt con- ti nuous or
flickering light in synchronismwth each ot her 5 according to said
operati on sequence. 18. A supply nediumfor supplying an
operati on gui dance program and data for a manual control input
device (2) for use in a video gane perfornmed by a video gane nachi ne
(4) by 10 di spl aying a ganme character on a display nonitor (6) in re-
sponse to control commands entered bnyhﬁggéxzal control in- put
device (2), said operation guidance p o& nprising a program f or
di spl ayi ng an operation gui dagee—omr——sard—drspiay noni tor- (6) and
enabling control nenbers of sai do NBOTHalEGSOdUMP

o RIGHT LEG JUMP

~—+}—06a
o LEFT LEG JUMP
o RIGHT-HANDED THROW
FI1G. 21
BOTH LEGS
JUMP B8, B10, b51 .
RIGHT LEG
JUMP B10, b51




15 trol 'nRMB

relation to salg operatlon gui dance.
according to claim 18, wherein said
includes a routine for enabling 20
continuous or flickering |ight

operati on gui dance for at

| east the control

g€ (2) to enmt continuous or flickering |i @k/ypog/md094 i N

19. A supply. nedi.um
1851 operation gui dance program
Said control nenbers to emt
sequentially and displaying an
menbers which are

emtting continugQ r flickering light on said display nonitor (6).
25 20. Af'lsjf,lﬁal QZAdi ym acco g to claim18, wherein saifd
operation gui dance programincl udes outine for displaying only
said control members on said |display jponitor (6) and dlspla%ing an
operation gui dance for at |egst one t he WO 00/ 06270 | °3
PCT/ JP99/ 04094 @ - 37 - contrpl nenbers
which is selected by a user dn said e¢ pl ay nmonitor (6).
F1G. 22B © x1
b ~——T~b6a
ORY.
. b
© x1
FIG. 22C
O® T




21. A supply nedium according to claim18, wherein said 5 oger’ati on
on

&P ay

gui dance prod?9P#? udes a program for display- i ng,
nonitor (6), an operation sequence for control nenbers to execute one,
sel ected by a user, of a pl urali t)ﬂ%Tgcommnds di spl ayed on said

di splay nonitor (6).
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FIG. 23
(1) B8— LIGHT EMISSION

@ B10— LIGHT EMISSION

@ b51— LIGHT EMISSION
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