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(54) Character input equipment and methods
(57)  Character input control equipment enables a
decrease of moving distance of a cursor between key
positions, and also enables efficient key input. The char-
acter input control equipment includes a character input
display field display controller for displaying a plurality of
character input display fields (DEF etc.) in a display
part, a cursor movement controller for specifying one
character input display field (e.g. DEF) out of the plural-
ity of character input display fields displayed in the dis-

FIG. 4B

play part by moving the cursor, and an input character
selector for selecting one character (D or E or F) out of
a plurality of characters corresponding to the one char-
acter input display field (e.g. DEF) specified by the cur-
sor movement controller when a plurality of characters
(D and E and F) correspond to each one of the plurality
of character input display fields (e.g. DEF).
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Description

[0001] The present invention relates to character
input control equipment methods More particularly, the
present invention relates to character input control
equipment and methods for inputting characters which
are displayed on a display screen by using "soft" keys.
[0002] Fig. 6 shows an example of an array of a plu-
rality of keys (hereafter called character input display
field) which is displayed on a display in direct input
mode for conventional character input control.

[0003] All alphabetical characters (A - Z) are
arranged. Also a key to select lower case characters
(small key) and an alphanumeric switching key (Ch/N)
and other keys are also arranged. Using such key
arrays, a player of a game machine inputs the name of
a player, nickname of the operation target character of a
match game, and other data according to the type of
game.

[0004] When "DREAM" is input, for example, the
cursor is moved to a plurality of key positions corre-
sponding to "D", "R", "E", "A" and "M" so as to be posi-
tioned at a predetermined position, and the enter key is
instructed to complete the input of "DREAM".

[0005] In recent game machines, on the other hand,
program control enabling a match game with an oppo-
nent at a remote location or to enable conversations
(chat) based on characters via communication lines is
becoming possible.

[0006] In such a case, it is necessary for both play-
ers to input predetermined information prior to the start
of the match game in order to communicate with the
remote equipment. In the case of a chat via communica-
tion lines, characters must be input corresponding to the
conversation.

[0007] Therefore when the above mentioned key
array shown in Fig. 6 is used, the distance of cursor
movement from a key position to be input to the next key
position is large. For example, in order to input "A" after
inputting "P", it is necessary to move the character cur-
sor from the character "P" position to the character "A"
position by passing 13 character positions.

[0008] However, in the case of a match game or
chat via communication lines, quick character input is
desirable to minimize an unnecessary increase in con-
nect charges.

[0009] With the foregoing in view, it is an object of
the present invention to provide a character input con-
trol equipment and method which enables efficient key
input while decreasing the moving distance of the cur-
sor between key positions.

[0010] According to a first aspect of the present
invention there is provided character input control
equipment according to the present invention including
character input display field display control means for
displaying a plurality of character input display fields in a
display part, cursor movement control means for speci-
fying one character input display field out of the plurality
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of character input display fields displayed in the above
display part by moving a cursor, and input character
select means where a plurality of characters correspond
to each one of the above plurality of character input dis-
play fields, and one character is selected out of the plu-
rality of characters corresponding to one character input
display field specified by the cursor movement control
means.

[0011] A development thereof is characterized in
that the movement of the cursor by the above cursor
movement means and the selection of one character by
the above input character select means are controlled
according to control by an operator.

[0012] A second aspect of the present invention is
characterized in that a character input control equip-
ment comprises character input display field display
control means for displaying a plurality of character
input display fields in a display part, cursor movement
means for specifying one character input display field
out of the plurality of character input display fields dis-
played in the display part by moving a cursor according
to control by an operator, and input character conver-
sion means, where a first code and a plurality of second
codes belonging to the first code correspond to each
one of the above plurality of character input display
fields, the first code and one second code out of the plu-
rality of second codes belonging to the first code corre-
sponding to one character input display field specified
by the cursor movement means are selected, and the
combination of the above specified first code and the
selected code of the second codes is converted to a
corresponding character.

[0013] A development of the second aspect is char-
acterized in that the movement of the cursor by the cur-
sor movement means and the selection of the above
one second code are controlled according to control by
an operator.

[0014] The plurality of character input display fields
displayed in the above display part may be arranged
such that one reference character input display field
comes to the center, and the cursor is moved by the cur-
sor movement means from the position of this one refer-
ence character input display field.

[0015] Preferably, the above cursor movement
means controls so as to return the cursor to the position
of the above reference character input display field
when the cursor movement from the position of the
above one reference character input display field ends.
[0016] Further, the character type change means
for changing the character type corresponding to the
above plurality of character input display fields may be
included.

[0017] Further aspects of the present invention are
defined by the character input control method of
attached claim 9, the game machine of attached claim
11, and the recording medium of attached claim 12.
[0018] Characteristics and developments of the
present invention will be clarified by embodiments, of
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the present invention, which will be explained with refer-
ence to the accompanying drawings wherein:

Fig. 1 is a block diagram depicting a configuration of
an embodiment of a video game machine which the
present invention is applied to;

Fig. 2 is a drawing depicting a rough configuration
of an embodiment of an input pad 3;

Fig. 3 is an operation flow to explain an input oper-
ation of an embodiment of a game machine which
the character input control equipment of the present
invention is applied to;

Figs. 4A and 4B are drawings depicting an example
of the input key array in alphabet input mode;

Fig. 5 is a drawing depicting an example of the input
key array in numeric input mode; and

Fig. 6 is an example of the key array to be displayed
on the display in direct input mode which is used for
the conventional character input control method.

[0019] Fig. 1 is a block diagram depicting a configu-
ration of an embodiment of a video game machine
which the character input control equipment of the
present invention is applied to. In Fig. 1, the game
machine main unit 1 has a CPU 10, a ROM 11 where
the game program to be executed by the CPU 10 is
stored, a RAM 12 to store data for operation and a video
RAM 13 where one frame of image data to be displayed
on the display 2 is stored.

[0020] The game machine main unit 1 also has an
interface 14 to be connected to an input pad 3. Alphabet
input to be controlled by the present invention is exe-
cuted by the input pad 3 to be connected to the game
machine main unit 1.

[0021] The program to implement the functions of
the character input control equipment of the present
invention is, for example, included in the game program
to be stored in the ROM 11.

[0022] Fig. 2 is a drawing depicting a rough config-
uration of an embodiment of the input pad 3. The shape
of the input pad 3 varies, but has a cursor movement
control switch 30 to instruct the movement and direction
of the cursor, a character type select switch 31L, a char-
acter input display field group select switch 31R, and a
character select or code element select switch 32 as the
character input control equipment of the present
embodiment.

[0023] In the following embodiment, the cursor
movement function and select function are imple-
mented by the CPU 10 which processes the switch sig-
nals output by each switch pressing operation, using the
game program stored in the ROM 11 in the character
input control equipment of the present embodiment.
[0024] Therefore in the following description, the
present embodiment is described primarily in terms of
each switch operation and display change on the dis-
play 2 based on the switch operation, assuming that
CPU 10 executes processing based on the switch sig-
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nals which are output by each switch pressing opera-
tion.

[0025] The cursor movement control switch 30 con-
trols the movement of the cursor vertically or horizon-
tally. The character type select switch 31L switches the
input character type, that is, alphabetic characters and
numeric characters, each time it is pressed.

[0026] The character input display field group select
switch 31R, on the other hand, is used to select the
character input display field group, as described later,
and the alphabetic character select or code element
select switch 32 is used to select one alphabetic charac-
ter of a plurality of alphabetic character groups belong-
ing to a same character input display field position.
[0027] Fig. 3 is an operation flow chart depicting the
alphabetic character input in a game machine to which
the character input control equipment of the present
invention is applied. When the game machine starts
(Step S1), input mode select processing (Step S2) is
executed.

[0028] In other words, the input mode select screen
is displayed on the screen of the display, which is not
illustrated. The player can now select an input mode
from direct input mode (Step S3), simple character input
mode (Step S4) and code input mode (Step S5).
[0029] In the direct input mode (Step S3), the con-
ventional input method described in Fig. 6 is used.
Therefore if the player selects the direct input mode, the
input key array shown in Fig. 6 is displayed.

[0030] In this case, the player can move the cursor
to the key position of the desired character to be input,
and can define the input by controlling the cursor move-
ment control switch 30 and the character type select
switch 31L.

[0031] When the cursor movement switch 30 is set
to non-pressed status next, the input of the alphabetic
character corresponding to the key position where the
cursor is placed is defined. Input of an alphabetic char-
acter may be defined when input is executed next, not
when the cursor movement control switch 30 is set to
non-pressed status. This is the same for the following
embodiments.

[0032] When a player selects the simple character
input mode (Step S4) in Fig. 3, the CPU 10 displays the
input key array shown in Figs. 4A and 4B as a control
part. This input key array constitutes a first character
input display field group 40 where alphabetic character
keys, which are a plurality of character input display
fields, are arranged. Outside this first character input
display field group 40, the second character input dis-
play field group 41 is arranged.

[0033] Selection of the first character input display
field group 40 and the second character input display
field group 41 are switched by pressing the character
input display field group select switch 31R shown in Fig.
2.

[0034] In the example in Figs. 4A and 4B, each key
corresponds to one alphabetic character group, which
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includes three alphabetic characters, and the alphabetic
character group "MNO" is displayed at the center of the
array as the reference character input display field
group. Also in initial status, as shown in Fig. 4A, the cur-
sor is on the character input display field group of the
alphabetic character group "MNO".

[0035] Here the character input display field 42,
belonging to the second character input display group
41 is a key to switch the input character type from alpha-
betic to numeric characters.

[0036] Now an embodiment when "F", "@", "N", "K"
and "P" are input in the character input control equip-
ment of the present embodiment in the key array shown
in Fig. 4A will be explained. In the initial status, the char-
acter input display field 42 selects the alphabetic input.
[0037] The alphabetic character "F" belongs to the
alphabetic character group "DEF". Therefore the player
selects the first character input display field group 40 by
pressing the character input display field group select
switch 31R. Then the player shifts the cursor upward by
pressing the cursor movement control switch 30. By
this, the cursor can be positioned at the character input
display field position for the alphabetic character group
"DEF".

[0038] At this time, CPU 10 displays the alphabetic
character "D" on the screen of the display 2, which is not
illustrated. Then in order to select the alphabetic char-
acter "F" out of the plurality of alphabetic characters "D",
"E" and "F" belonging to the character input display field
group "DEF", the player presses the character select or
code element select switch 32 two times in the
sequence of "D", "E" and "F". By this, the alphabetic
characters are shifted from "D" and "E" to "F" and are
displayed on the screen of the display 2.

[0039] When the alphabetic character "F" is dis-
played, the cursor movement control switch 30 is set to
non-pressed status. By this, the selection of the alpha-
bet "F" is defined and input of the corresponding char-
acter code is defined.

[0040] A characteristic of the present embodiment
here is that the CPU 10 simultaneously controls such
that the cursor is returned to the home key position of
the alphabetic characters "MNQO", which is the reference
character input display field group.

[0041] When the symbol "@" is input, the player
switches to the second character input display field
group 41 by pressing the character input display field
group select switch 31R. Then when the cursor move-
ment control switch 30 is pressed in the right direction,
the cursor is shifted to the display field position to input
symbols "* - @".

[0042] At this time the symbol "*" is displayed. "*", "-
"and "@" are the symbols belonging to the display field
to input symbols "* - 0". Therefore the player presses
the character select or code element select switch 32
twice in the group of the symbols "™ - @", to shift the dis-
play on the screen of the display 2 from "*" "-" to "@".
[0043] Then the cursor movement control switch 30
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is set to non-pressed status when the symbol "@" is dis-
played. By this, input of the symbol "@" is defined. At
the same time, the CPU 10 controls the cursor to return
to the character input display field position for the alpha-
betic character group "MNO", which is the center posi-
tion of the matrix.

[0044] When the alphabetic character "N" is input,
the cursor does not have to be moved from the refer-
ence character input display field position, since the
alphabetic character group "MNO" is the group where
the alphabetic character "N" belongs in the display sta-
tus shown in Fig. 4A.

[0045] So the player presses the character select or
code element select switch 32 once, to shift the alpha-
betic character from "M" to "N". By this, the alphabetic
character "N" is input.

[0046] To input the alphabetic character "K", the
cursor is shifted to the left by the cursor movement con-
trol switch 30 to select the character input display field
position for the alphabetic character group "JKL". Then
the character select or code element select switch 32 is
pressed to shift the alphabetic character from "J" to "K".
When the cursor movement control switch 30 is set to
non-pressed status, the cursor is returned to the char-
acter input display field position for the alphabetic char-
acter group "MNO".

[0047] To input the alphabetic character "P" next,
the cursor is shifted to the right to select the character
input display field position for the alphabetic character
group "PRS". When the cursor movement control switch
30 is set to non-pressed status, the alphabetic character
"P" is input, and the cursor is returned to the character
input display field position of the alphabetic character
group "MNO".

[0048] In this way, input of "F@NKP" is defined
(Step S6). Then the following processing is executed
according to the game program stored in the ROM 11
(Step S7).

[0049] Fig. 5 is another embodiment of the present
invention depicting a key array displayed on the display
2 when the numeric character input mode (Step S5) is
selected in Fig. 3. This numeric character input mode is
selected by pressing the character type select switch
31L in Fig. 2.

[0050] In the input key array in Fig. 5, numeric keys
are arranged as a plurality of character input display
fields in odd number columns and odd number rows,
and the numeric "5" is displayed in the character input
display field position at the center of the array. In the ini-
tial status, the cursor is on the numeric "5".

[0051] Now the operation to input "F", "@", "N", "K"
and "P" by the character input control equipment of the
present embodiment in the array of the character input
display field shown in Fig. 5 is explained. In the input
during numeric character input mode, the alphabetic
characters "A" - "Z" are represented by one of the
numeric character codes "00" - "99" respectively. There-
fore 100 types of characters can be input by 10 keys,



7 EP 1 022 649 A1 8

that is, by character input display fields.

[0052] "F", for example, of the alphabetic charac-
ters "F", "@", "N", "K" and "P", is represented by the
code "25", where the first code element is "2" and the
second code element is "5". In the same way, the sym-
bol "@" is represented by the code "02", where the first
code element is "0" and the second code element is "2",
"N" is represented by the code "52" where the first code
element is "5" and the second code element is "2", "K"
is represented by the code "42" where the first code ele-
ment is "4" and the second code element is "2", and "P"
is represented by the code "61" where the first code ele-
ment is "6" and the second code element is "1".

[0053] Therefore to input the alphabetic character
"F", the player shifts the cursor upward by the input
character display field group select switch 31R and the
cursor movement control switch 31. By this, the cursor
can be positioned at the character input display field
position for the numeric character "2".

[0054] At this time, the numeric character code
"21", which is comprised of the first code element "2"
and the second code element "1" corresponding to the
alphabetic character "D", is output from the input pad 3,
and the CPU 10 displays the alphabetic character "D"
on the screen of the display 2, which is not illustrated.
[0055] So when the player presses the character
select or code element select switch 32 twice to select
the second code element, the numeric character codes
"22" and "23" are sequentially output from the input pad
3. Corresponding to this, the CPU 10 shifts the display
on the screen of the display 2 sequentially from "D" and
"E" to "F".

[0056] When the alphabetic character "F" is dis-
played, the cursor movement control switch 30 is set to
non-pressed status. By this, the alphabetic character
"F" is defined and input. At the same time, the CPU 10
controls the cursor to return to the key position of the
numeric character "5", which is the reference character
input display field at the center position of the matrix.
[0057] When the symbol "@" is input, the cursor is
shifted to the input character display field position of the
numeric character "0" by the cursor movement control
switch 30 and the character type select switch 31L.
[0058] At this time, the numeric code "01" corre-
sponding to the symbol "@" is output, and the corre-
sponding symbol "@" is displayed. Therefore the player
presses the character select or code element select
switch 32 twice in the group of the numeric character
key "0", that is, the group where the first code element
"0" belongs, to output the numeric character codes "01"
and "02", and shifts the display of the screen of the dis-
play 2 from the symbol "*" and "-" to "@".

[0059] Then the cursor movement control switch 30
is set to non-pressed status. By this, the alphabetic
character "@" is input. At the same time, the CPU 10
controls the cursor to return to the character input dis-
play field position for the numeric character "5" at the
center position of the matrix.
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[0060] To input the alphabetic character "N" next,
the cursor does not have to be moved since the group
where the alphabetic character "N", represented by the
numeric character code "51", is the alphabetic character
group "MNO" in the display status shown in Fig. 5.
[0061] So the player presses the character select or
code element select switch 32 once to shift the numeric
character code from "51" to "52". By this, the alphabetic
character is shifted from "M" to "N" and the alphabetic
character "N" is input.

[0062] To input the alphabetic character "K", the
cursor is shifted to the left to select the alphabetic char-
acter group "JKL", represented by the numeric charac-
ter code "41". Then the numeric character code is
shifted from "41" to "42" by the character select or code
element select switch 32 to select the corresponding
alphabetic character "K". When the cursor movement
control switch 30 is set to non-pressed status, the cur-
sor is returned to the character input display field posi-
tion for the numeric character "5".

[0063] To input the next alphabetic character "P",
the cursor is shifted to the right to select the alphabetic
character group "PRS", represented by the numeric
character code "61". When the cursor movement control
switch 30 is set to non-pressed status, the alphabetic
character "P" is input, and the cursor is returned to the
reference character input display field position for the
numeric character "5".

[0064] In this way, the input of "F@NKP" is defined.
Then, the following processing is executed according to
the game program stored in the ROM 11.

[0065] In the code input mode according to the
above embodiment of Fig. 5, it is possible to control
such that only the code numeric character correspond-
ing to the first code element is displayed in the process
before selecting the second code element from the
group belonging to the first code element.

[0066] This means that if the alphabetic character
"B" is allocated to the code "12", the numeric character
"1" is displayed when the first code element "1" is
selected, and the alphabetic character "B" is displayed
when the second code element "2" is selected and
defined. At this time, an accurate character input can
easily be confirmed by changing the display colors of
the numeric character "1" and the alphabetic character
"B".

[0067] In the present example, as explained
according to the above embodiment, the cursor is
returned to the reference input character display field
position at the center of the key array when the input of
one character is defined. This makes it possible to min-
imize the cursor movement distance to input the next
character, no matter which alphabetic character is input
next.

[0068] Therefore, it becomes possible to efficiently
execute a match game and chat with remote equipment
at a distant location via communication lines.

[0069] In the description of the above embodiment,
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the input of alphabetic characters was used as an
example, but the application of the present invention is
not restricted by this. Needless to say, the present
invention can be applied to the input of characters and
symbols of other languages, such as Kaniji, Hangul and
Russian.

[0070] The present invention can also be applied to
data processing other than the execution of games, and
to a computer program, and a recording medium storing
the same, for executing aspects and developments of
the present invention.

Claims

1. A character input control equipment comprising:
character input display field display control means
for displaying a plurality of character input display
fields on a display unit;

a cursor movement controller for specifying
one character input display field out of the plu-
rality of character input display fields displayed
on said display unit by moving a cursor; and
an input character selector for selecting one
character out of a plurality of characters corre-
sponding to one character input display field
specified by said cursor movement controller
where a plurality of characters correspond to
each one of said plurality of character input dis-
play fields.

2. The character input control equipment according to
Claim 1, wherein the movement of the cursor by
said cursor movement controller and the selection
of one character by said input character selector
are controlled according to control by an operator.

3. A character input control equipment comprising:

character input display field display control
means for displaying a plurality of character
input display fields on a display part;

a cursor movement controller for specifying
one character input display field out of the plu-
rality of character input display fields displayed
on said display unit by moving a cursor accord-
ing to control by an operator; and

an input character conversion controller for
selecting, where a first code and a plurality of
second codes belonging to said first code cor-
respond to each one of said plurality of charac-
ter input display fields, said first code and one
second code out of said plurality of second
codes belonging to said first code correspond-
ing to one character input display field specified
by said cursor movement controller, and for
converting the combination of said specified
first code and said selected one of the second
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codes to a corresponding character.

The character input control equipment according to
Claim 3, wherein the movement of the cursor by
said cursor movement controller and selection of
said one second code are controlled according to
control by an operator.

The character input control equipment according to
any one of the preceding claims, wherein the plural-
ity of character input display fields displayed in said
display part are arranged such that one reference
character input display field comes to the center,
and the cursor is moved by said cursor movement
controller from the position of said one reference
character input display field.

The character input control equipment according to
any one of the preceding claims, wherein the plural-
ity of character input display fields displayed in said
display part include a first character input display
field group which is arranged such that a one refer-
ence character input display field positions at the
center and a second character input display field
group having a character input display field is
arranged outside said first character input display
field group, a display field group selector for select-
ing either said first character input display field
group or second character input display field is pro-
vided, and the cursor is moved to the first character
input display field group or second character input
display field group selected by said display field
group selector from said one reference character
input display field position using said cursor move-
ment controller.

The character input control equipment according to
Claim 5 or 6, wherein said cursor movement con-
troller controls such that said cursor returns to said
one reference character input display field position
when the cursor movement from said one reference
character input display field position ends.

The character input control equipment according to
any one of the preceding claims, further comprising
a character type change controller for changing the
character types corresponding to said plurality of
character input display fields.

Character input control method comprising steps
of:

displaying a plurality of character input display
fields with one reference character input dis-
play field at the center;

pressing a cursor movement control switch to
move the cursor to specify one character input
display field out of said plurality of character
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input display fields;

defining the input of a character corresponding

to said specified character input display field
when said cursor movement control switch is
set to non-pressed status; and 5
returning said cursor to the center of said one
reference character input display field position

at the same time.

10. The character input control method according to 70
Claim 9, wherein one character input display field
out of said plurality of character input display fields
is specified, then one character is selected by
sequentially selecting and shifting the plurality of
characters belonging to the specified one character 15
input display field by character select means.

11. A game machine comprising:

a main unit having a control part to display a 20
plurality of character input display fields on a
display with one reference character input dis-
play field at the center; and

an input controller which is connectable to said
main unit and has a cursor movement control 25
switch, a character select switch and a charac-

ter type select switch, wherein said control part
moves the cursor by pressing said cursor
movement control switch to specify one char-
acter input display field out of said plurality of 30
character input display fields, defines the input

of the character corresponding to said speci-

fied character input display field when said cur-

sor movement control switch is set to non-
pressed status, and returns and moves said 35
cursor to the center of said one reference char-
acter input display field position at the same
time.

12. A recording medium for storing a game program to 40
be executed by a video game machine, wherein
said game program displays a plurality of character
input display fields with one reference character
input display field at the center, moves a cursor
when pressing a cursor movement control switch to 45
specify one character input display field out of said
plurality of character input display fields, defines
input of a character corresponding to said specified
character input display field when said cursor
movement control switch is set to non-pressed sta- 50
tus, and returns and moves said cursor to the
center of said one reference character input display
position.

55
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