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Description

FIELD OF THE INVENTION

[0001] The present invention relates to a game device
for home or business use, more particularly to game ap-
paratus, game displaying method, game score evaluat-
ing method and a recording media recorded with a game
program thereby making it possible to more attract op-
erator's (hereinafter may be referred to as "player") in-
terest in a game.

BACKGROUND OF THE INVENTION

[0002] There have so far been proposed a wide vari-
ety of game devices for home use for men and women
regardless of their age to amuse themselves by playing
with. The game devices for business use, the other type
of typical games, have been played by a lot of game
lovers who are willing to check their skill level of playing
the game or seeking recent trends in games.
[0003] The game devices of this type each generally
comprises input means including a button and a joystick
for inputting data based on the manipulation by an op-
erator, a storage media, such as a ROM, in which a
game program is stored, displaying means such as a
CRT for displaying an image, sound output means for
outputting sound and control means for controlling the
device by way of executing the game program, forming
an image and sound on the basis of the data inputted
via the input means and controlling the displaying
means to display the image and the sound output means
to output the sound. The game program serves as a cen-
tral role for the game device constructed as above de-
scribed. There have been developed and provided a
wide variety of game programs (hereinlater simply re-
ferred to as games as well) in order to meet the require-
ments of a wide variety of players including beginners
to high skilled players of any age group.
[0004] The most interesting thing for the players is the
final game result, i. e., the records shown as scores or
the like. Excitement and a refreshing feelings during the
game play are also attractive for the players. Drastic
changes of the situation in the game during the play give
the excitement and the refreshing feelings to the play-
ers. An example of showing the drastic change of the
situation in a game so-called "a puzzle game" is de-
scribed hereinlater.
[0005] There has been introduced a puzzle game of
displaying an object at an upper part of set area in a
display image wherein the object successively appears
at a predetermined intervals and each falls down to a
lower part, making a player move the object right and
left and rotate to be arranged at a bottom part of the set
area. In this puzzle game, the objects arranged at the
bottom of the set area are programmed to be deleted at
once in a predetermined situation, for example, when
two objects in a same form are arranged at the bottom

of the set area adjacent to each other, both of the objects
are deleted at once. The players compete for the num-
bers of the deleted objects. This kind of games are sim-
ple in rule and easy to operate, therefore being popular
among wide range of generation for a long time, despite
these are not remarkably outstanding. There has been
proposed a same kind of game having two windows in
a display image at a same time and enabling two players
to compete against each other. In this competing type
puzzle game, the players are able to display obstacles
at the window of the competitor, wherein the obstacles
are not deleted in the usual predetermined situation, so
that the players can enjoy fighting feelings.
[0006] Players can feel the drastic change in this kind
of puzzle game when a big block including many of the
objects is deleted. In some of this kind of games, the
block is not simply deleted, but deleted with a big sound
as if many balloons split at once. Therefore the players
can get refreshing feelings and excitement visually and
auditory. Furthermore, this kind of drastic change in the
game can cause excitement among the bystanders
watching the game play.
[0007] However, the players playing the conventional
above described games can recognize the drastic
change in the game in an ongoing image only once at
real time. In this game, the players cannot see the dras-
tic change in the game again to recall the excitement.
Furthermore, the bystanders who cannot grasp the sit-
uation of the game nor the operation of the game cannot
enjoy the excitement occurring from the drastic change
in the game. The players, sometimes, themselves get
more excited by feeling the excitement occurred among
the bystanders who are watching the game play. This
kind of multiplier effect cannot be expected if the by-
standers are not excited enough. Conventionally, there
has been provided as well a kind of games which com-
prises a storage media and can store certain images of
the game during the play into the storage media. In this
type of the game, the stored images are shown on the
screen as replay images for a while by interrupting the
game during the play. This kind of games encounter a
drawback described hereinlater. In order to display the
replay images, the game play is interrupted.
[0008] One of this kind of games is described e.g. in
EP-A-0 715 869, according to which a replay mode is
entered following a replay request from the player; in
this replay mode, a stored portion of a played game is
displayed, whereby the replay can selectably be dis-
played either from a different perspective, or in slow-,
fast-, or reverse-motion.

SUMMARY OF THE INVENTION

[0009] The object of the invention is to avoid interrupt-
ing the flow of a game being played for showing a replay.
This object is reached by the game systems and the
game display methods set out in the appended claims.
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BRIEF DESCRIPTION OF THE DRAWINGS

[0010] The present invention and many of the advan-
tages thereof will be better understood from the follow-
ing detailed description when considered in connection
with the accompanying drawings, wherein:

FIG. 1 is a block diagram showing a preferred em-
bodiment of a game apparatus according to the
present invention;
FIG. 2 is a diagram showing the details of the game
apparatus shown in FIG. 1;
FIG. 3 is a diagram showing the details of the game
apparatus shown in FIG. 1 which follows the details
shown in FIG. 2;
FIG. 4 is a diagram showing the details of the game
apparatus shown in FIG. 1 which follows the details
shown in FIG. 3;
FIG. 5 is a diagram showing an example of the win-
dow displayed on the monitor shown in FIG. 1;
FIG. 6 is a main flowchart showing the overall flow
of a program executed by the game apparatus
shown in FIG. 1;
FIG. 7 is a flowchart showing the flow of the game
loop shown in FIG. 6;
FIG. 8 is a flowchart showing the flow of the game
playing event shown in FIG. 7;
FIG. 9 is a flowchart showing the flow of the game
process shown in FIG. 8;
FIG. 10 is a flowchart showing the flow of the replay
watching process in the game watching event
shown in FIG. 7;
FIG. 11 is a flowchart showing the flow of the replay
process watched by the game replaying event
shown in FIG. 10;
FIG. 12 is a diagram showing images displayed in
the window during processing the replay process
shown in FIG. 11;
FIG. 13 is a diagram showing the images displayed
in the window following the images shown in FIG.
12;
FIG. 14 is a diagram showing the images displayed
in the window following the images shown in FIG.
13;
FIG. 15 is a diagram showing the images displayed
in the window when the game program executed by
the game apparatus shown in FIG. 1 includes a
fighting game;
FIG. 16 is a flowchart showing the flow of the grade
approving process in the game watching event
shown in FIG. 7;
FIG. 17 is a diagram showing a example of the dis-
play form when the grade approved by the process-
es shown in FIG. 16;
FIG. 18 is a flowchart showing the flow of the game
directing event shown in FIG. 7; and
FIG. 19 is a flowchart showing the flow of the rec-
ognition disturbing process in the game watching

event shown in FIG. 7.

DESCRIPTION OF THE PREFERRED
EMBODIMENTS

[0011] Referring now to the drawings, a preferred em-
bodiment of the game apparatus according to the
present invention will be explained hereinafter. FIG 1 is
a block diagram showing the present embodiment of the
game apparatus.
[0012] As shown in FIG. 1, the game apparatus com-
prises a main control unit 10 for controlling the whole
game apparatus, a display control unit 12 for controlling
game screen to be displayed and a sound control unit
14 for producing a sound.
[0013] The main control unit 10 comprises an SCU
(System Control Unit) 100, a main CPU 102, RAM 104,
ROM 106 and a sub CPU 108, all of which are connect-
ed with each other through a bus 110.
[0014] The SCU 100 is connected to a game ROM 16,
in which a game program is stored, through a bus 112
and also connected to the display control unit 12 and
the sound control unit 14 through a bus 114. The SCU
100 is designed to control the main CPU 102, VDPs
(Video Display Processors) 120 and 130, a DSP (Digital
Signal Processor) 140 and a CPU 142 to input and out-
put data from and to each other by way of the buses
110, 112 and 114.
[0015] The main CPU 102 has a computing function
similar to that of the DSP and is designed to execute the
game program stored in the game ROM 16 at high
speed.
[0016] The RAM 104 serves as a work area for the
main CPU 102 and temporarily keeps the game pro-
gram or data indicative of a object (including an object
(a block as will be described later) described in this
specification).
[0017] The ROM 106 has various programs, such as
an initial program for performing the initialization, and
data common to a large variety of games, stored therein.
[0018] The sub CPU 108 is connected to a control
panel 20 through a connector 18. The control panel 20
is provided with a joystick or various buttons (not shown)
handled by the player. The sub CPU 108 is referred to
as "SMPC (System Manager & Peripheral Control)" and
capable of accepting instruction data from the control
panel 20 and passing the instruction data to the main
CPU 102 in response to the request from the main CPU
102.
[0019] The main CPU 102 is operated to process an
image in response to the instruction data received from
the sub CPU 108. For instance, the main CPU 102 is
operated to process the image which is displayed on the
game screen and represents an object to be rotationally
shifted or moved. The manner of processing the image
will be described in detail latter.
[0020] The display control unit 12 is provided with a
first VDP 120 for drawing an image for an object or a
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background and a second VDP 130 for drawing a scroll
image for a scroll background. The second VDP 130 is
further designed to decide the order to display the im-
ages in accordance with a priority, synthesize data on
the image and data on the scroll image to form an syn-
thetic image, and clip the image. The display control unit
12 is also provided with a VRAM 122, frame buffers 124
and 126, a VRAM 132 and a memory 134. The VRAM
122 and the frame buffers 124 and 126 are connected
to the first VDP 120, while the VRAM 132 and the mem-
ory 134 are connected to the second VDP 130. The first
VDP 120 and the second VDP 130 are connected to
each other through the bus 114.
[0021] The first VDP 120 has a system register 120a
built-in. The drawing data indicative of the object are
transferred to the first VDP 120 by way of the main CPU
102 and written onto the VRAM 122. The drawing data
written onto the VRAM 122 are then drawn into the
frame buffers 124 or 126 for drawing the image. The
frame data drawn into the frame buffers 124 or 126 are
transferred to the second VDP 130 when the frame data
are displayed on the screen. The frame buffers 124 and
126 are alternately used for between drawing the image
and displaying the image on the screen for every frame.
[0022] On the other hand, there are provided informa-
tion concerning the control of image drawing is trans-
ferred from the main CPU 102 to the system register
120a of the first VDP 120 through the SCU 100 and then
drawn in the system register 120a of the first VDP 120.
The first VDP 120 is operated to control the image draw-
ing and the image display according to these information
registered in the system register 120a.
[0023] The second VDP 130 has a register 130a and
a color RAM 130b built-in. The image data are regis-
tered in the VRAM 132 and the color RAM 130b by the
main CPU 102 by way of the SCU 100. The information
concerning the control of image display are also regis-
tered in the register 130a by the main CPU 102 via the
SCU 100. The data registered in the VRAM 132 are read
out in accordance with the control information registered
in the register 130a of the second VDP 130 to obtain an
image data for representing the background, which is
contrasted with the object, to be displayed on the scroll
screen. The image data on each scroll screen and the
image data transferred from the first VDP 120 are syn-
thesized into data on the final display image according
to the priority. The priority is decided in accordance with
the control information registered into the register 130a.
The second VDP 130 is operated to read out color data
which are defined base on the display image data and
registered into the color RAM 130b. The color data thus
read out form into a display color data. The display color
data are stored into the memory 134.
[0024] The display color data thus stored into the
memory 134 are outputted to an encoder 26. The en-
coder 26 is designed to produce a video signal with an
additional signal, such as a synchronization signal, and
output the video signal to a monitor 28. The monitor 28

displays the game screen thereon.
[0025] The sound control unit 14 is provided with a
DSP 140 for synthesizing the sounds through the man-
ner of a PCM system or a FM system and a CPU 142
for controlling the DSP 140. The sound data synthesized
by the DSP 140 are converted into a sound signal by a
D/A converter 22 to be outputted from a speaker 24.
[0026] It will be explained hereinafter in detail how this
embodiment of the game apparatus performs a puzzle
game.
[0027] As shown in FIG. 2(a), there is prepared a win-
dow capable of displaying a plurality of blocks, which
are arranged in a matrix including 7 columns and 12
rows, in the game. Furthermore, there is prepared a set
of three blocks arranged lengthways to be displayed in
the window. The set of three blocks falls from the top of
the window in sequence. In this embodiment, each of
the elements displayed on the window is referred to as
"a block", while the set of three blocks, which falls from
the top of the window, is referred to as "a block set" here-
inafter. The blocks may be sorted into several kinds of
groups. Each of the three blocks in a block set may be
respective rotationally shifted in the arrangement of the
block set in response to the instruction given by the play-
er as shown in FIG. 2(b). The block set may be moved
sideways in response to the instruction given by the
player as shown in FIG. 2(c) while falling the block set.
Finally, the blocks may be moved toward a desired po-
sition as shown in FIG. 3(a).
[0028] In this case, the block set, if desired, may be
dropped rapidly by the player. When more than three of
blocks, which are the same kinds of blocks, are ar-
ranged lengthways, sideways or slantwise, these blocks
thus arranged are deleted from the window as shown in
FIG. 3(b). When the blocks are deleted to form into a
blank area in the window, the blocks positioned at the
upper location than the location of the blank area come
down as shown in FIG. 3(c). When the blocks are newly
arranged resulting from deleting and then falling the
blocks, there are caused a series of more than three
blocks which are linked together. As shown in FIG. 4(a),
the linked blocks are also deleted to form into a blank
area. Furthermore, the blocks positioned at upper loca-
tion than the location of the blank area are dropped into
the blank area as shown in FIG. 4(b).
[0029] The aforementioned processes of reconstruct-
ing the arrangement of the blocks and deleting the
blocks are repeated until there is no block linked to form
into a series of more than three blocks. In this embodi-
ment, the process of deleting the blocks caused one
time is referred to as "a link" in the following description.
When the process of deleting the blocks is repeated
twice, these repeated operations are referred to as "two
links". When the process of deleting the blocks is repeat-
ed three times, these repeated operations are referred
to as "three links". When there is not link at all or when
the links are terminated, the next block set is displayed
and then falls as shown in FIG. 4(c). Moreover, there is
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another kind of block which is referred to as a "special
block" in this embodiment. This special block has an es-
pecial function in which the special block falls and is
touch on the block in the window, thereby making it pos-
sible to delete any blocks each having the same kinds
as that of the block touched by the special block. The
number of columns, on which the blocks are possible to
be arranged and displayed in the above described win-
dow, may be preferably more than 7, more preferably
an odd number. When the number of the columns are
the odd number, the block set preferably starts to fall
from the top at a center of the window.
[0030] The present embodiment of the game appara-
tus can be played by two players simultaneously. As
shown in FIG. 5, the game apparatus has two windows,
each of which is described above, opened in and dis-
played on the screen of the monitor 28. During the
game, the image indicated in each window corresponds
to a real-time image as defined in the present invention.
[0031] The operation of the game apparatus accord-
ing to the present invention will be explained hereinlater.
[0032] FIG. 6 is a flowchart showing the overall flows
of controlling the present game apparatus. As shown in
FIG. 6, when the power of the game apparatus is turned
on in the step s1, the hardware of the game apparatus
is initialized in the step s2. The system of the game ap-
paratus is also initialized in the following step s3. When
there is no error until the system initializing step is per-
formed, there are provided a title and so forth to be dis-
played in the step s4. Thereafter the explanation of the
manner of operating the game is displayed in the step
s6. Furthermore, a record of the other players who pre-
viously played the game and a rank of the players get-
ting a high score are displayed in the step s8. Next, the
demonstration screen is displayed in the step s10. After
displaying the demonstration screen for a predeter-
mined time, this step goes back to the step s4 in which
the title is displayed. The start instruction is inputted
through the control panel 20 by the player in the steps
4 through 10, thereby going to a game loop (s12).
[0033] The process of the game loop in the step s12
in FIG. 6 will be explained hereinafter with reference to
FIG. 7 of the drawings. There are some events de-
scribed below which are watched throughout the game
loop until the game is over. The process shown in FIG.
7 is composed so as to be performed at a predetermined
cycle corresponding to a drawing cycle (1/60 seconds)
of the process of drawing the image into the frame buff-
ers 124 or 126.
[0034] The game loop comprises the steps as shown
in FIG. 7. When the control enters into the game loop,
the initialization process is performed in the step 20, as
shown in FIG. 7. Then, the step 20 successively goes
to the step s21 of processing a game playing event, the
step s22 of processing a game watching event and the
step s23 of processing a game directing event which will
be described hereinafter. Thereafter the judgment is
made upon whether the game playing event is entirely

terminated or not in the step s24. When the event is en-
tirely terminated, this step goes back to the advertise-
ment loop (s25). When the event is incompletely termi-
nated, this step goes back to the step s21 of processing
the game playing event.
[0035] Referring now to FIG. 8 of the drawings, the
processes of the game playing event in the step s21
shown in FIG. 7 will be explained hereinlater. The game
playing event serves as a main process of this game
and is watched throughout the game loop until the game
is over. The process shown in FIG. 8 is also composed
so as to be performed at a predetermined cycle corre-
sponding to the drawing cycle.
[0036] The process of game playing event comprises
the steps as shown in FIG. 8. When the control is passed
from the game loop to the process of the game playing
event, the initialization for staring the game is performed
in the step s31, as shown in FIG. 8. Then, necessary
items to play the game are selected in the step s32. In
the following the step s33, the judgement is made upon
whether the game is over or not. When the judgment is
made upon that the game is over, the game over proc-
ess is performed in the step s34 and then the game play-
ing event is terminated in the step s35. When the judg-
ment is made upon that the game is not over, the step
proceeds to the step s36 in which predetermined vari-
ous parameters are set and then goes to a game proc-
ess in the step s37. The game process is terminated to
go to an analyzing process in the step s38 in which var-
ious game scores are obtained by calculating a ranking
or classes each representative of a skillful grade of the
game. The analyzing process is terminated to go back
to the process of judging whether the game is over or
not in the step s33.
[0037] Referring to FIG. 9 of the drawings, the game
process of the step s37 will be explained hereinlater.
FIG. 9 shows the overall flows of process of controlling
the game when the player is playing the game.
[0038] The game process comprises the steps as
shown in FIG. 9. In the step P1, various initializations
are performed, a level is selected and predetermined
attendant events are performed at the start in the game
process. In the step P2, the judgement is made upon
whether the game is over or not. When the judgement
is made upon that the game is over, the game over proc-
ess is performed in the step P10. As a result, the game
is terminated. When the judgement is made upon that
the game is not over, predetermined parameters are set
in the step P3. In the following step P4, a block set is
displayed in the window. In the step P5, predetermined
instructions are accepted so that the player can input
the predetermined instructions to operate the displayed
block set to rotationally shift and move if necessary. At
this time, the instructions inputted by the player are
stored as information for use of process of replaying the
game as described below. While the block set is rota-
tionally shifted or moved in accordance with the instruc-
tions inputted by the player and displayed, this block set
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is falling and then stacked onto the blocks in the window
in the step P6. In the following step P7, the judgment is
made upon whether there is a block to be deleted or not.
When the judgement is made upon that there is no block
to be deleted, this step goes back to the step P2 of judg-
ing whether the game is over. When the judgement is
made upon that there are some blocks to be deleted,
the blocks are deleted in the step P8. This operation of
deleting the blocks means that, but in detail will be ex-
plained hereinlater, the same kinds of blocks are linked
together on an unbroken line, thereby making these
linked blocks to be deleted from the window. When the
blocks are deleted, a predetermined animated cartoon,
for instance, in which the deleted blocks are indicated
being rotated in a flash, may be inserted into the screen.
Alternatively, this animated cartoon may be canceled in
response to the player's instruction for falling the block
set at high speed. This operation of falling the block at
high speed are performed by operating a control lever,
a control button or direction keys, with which the control
panel 20 are provided, so that the block set can be
moved downward in the screen of the monitor. After the
blocks are deleted, the blank area corresponding to an
area occupied by the deleted blocks is plugged by the
other blocks in the step P9. Then this step goes back to
the step P7 in which the judgement is made upon wheth-
er there is a block to be deleted or not.
[0039] The process of game watching event which are
watched in the game loop until the game is over will be
explained hereinlater. The game watching event com-
prises three events consisting of a replay watching proc-
ess, a grade approving process and a recognition dis-
turbing process. The grades described below mean the
classes each representing the level of the player's skill
in playing the game.
[0040] Referring to FIG. 10 of the drawings, the replay
watching process will be explained hereinlater. The
processes shown in FIG. 10 are also composed in ac-
cordance with the drawing duration.
[0041] When the control is passed to the process of
game watching event from the game loop, the initializa-
tion process is performed in the step s41, as shown in
FIG. 10. Then the step s41 proceeds to the step s42 in
which the judgement is made upon the game is over or
not. When the judgment is made upon that the game is
over, the game watching event is terminated at the step
s43. When the judgment is made upon that the game is
not over, the judgment is made upon whether the replay
process is proceeding or not in the step s44.
[0042] When the judgment is made upon that the re-
play process is proceeding, the step s44 goes back to
the step s42 of the game over judging process. When
the judgment is made upon that the replay process is
not proceeding, the step s44 goes to the step s45 in
which the judgment is made upon whether the watching
just restarts or not. When the watching just restarts, the
step s44 goes to the step s48 of process of obtaining
information during the game. When the watching does

not just restart, the step s44 goes to the step s46 in
which predetermined parameters for watching is initial-
ized again. In the following step s47, the game informa-
tion is obtained. Then the step s47 goes to the step s48
of process of obtaining information during the game.
[0043] There are various kinds of game information in
the step s47, which will be described below. The game
information includes color and condition of the blocks
each arranged on each grid in the window, color and
condition of the falling block set, color of the block set
which falls subsequently, position of the falling block set,
the arrangement pattern of the blocks in the falling block
set, the degree of difficulty, a level, the number of the
blocks which have been deleted until this time, flags and
counters for the game and so forth.
[0044] The information on the game in the step s48 in
processing the game may include information on in-
structions given by the player, a condition of the game
play event described below, the number of blocks which
are deleted and linked resulting from one instruction,
and a flag indicating that the blocks are deleted by a
special block as well as the aforementioned information.
[0045] In the next step s49, the replay condition,
which is used for judging whether the instruction is worth
replaying the game or not, is compared with the player's
instruction. In the step s50, the judgment is made upon
whether the instruction is worth replaying the game or
not.
[0046] When the judgement is made upon that the in-
struction is worth replaying the game, the data for re-
playing the game are stored in a determined recording
media for the last 10 seconds in the step s51. In the step
52, the flag which indicates that the replay condition is
fulfilled is set. The step 52 goes back to the step s42 of
process of judging the game over. When the judgement
is made upon that the instruction is worthless replaying,
the judgment is made upon whether the flag which indi-
cates that the replay condition is fulfilled is set or not in
the step s53. When the flag is not set, the step s53 goes
back to the step s42 of process of judging the game over.
When the flag is set, the step s53 goes to the step s54
in which the instruction is compared with the replay start
condition.
[0047] The replay approval condition in the step s49
means that, for instance, there are caused more than
three links by placing a block set at one try, or the
number of blocks which is deleted by placing the block
set at one try attains a predetermined level. Alternative-
ly, the game program stored into the game ROM 16
shown in FIG. 1 may be the other games such as a fight-
ing game, a car racing game or a baseball playing game.
In this case, the replay approval condition may be de-
scribed hereinlater.
[0048] In the car racing game, the condition may be
assumed that the car is bumped against the wall or that
the car jumps more than a predetermined distance. In
the fighting game, the condition may be assumed that
there is taken a specified technique, that there is a
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knockout or that there are taken sequential techniques.
In the baseball playing game, the condition may be as-
sumed of hitting a home run or causing a close play.
[0049] The data for replaying the game in the step s51
mean information on the aforementioned game and in-
formation during the game. The replay start condition
described in the step s54 means, for instance, that the
replay condition approval flag is set, that the player is
"at leisure" i.e., the player can pay attention to some-
thing in consideration for the number of blocks existing
in the window or the speed at which the blocks falls, or
that there is no block to be deleted even if the falling
blocks would be placed at anywhere.
[0050] In the step s55, the judgement is made upon
whether the game should be replayed or not. When the
judgment is made upon that the game should not be re-
played, the step s55 goes back to the step s42 of game
over judging process. When the judgment is made upon
that the game should be replayed, the replay start in-
struction is issued and the replay condition fulfilled flag
is reset in the step s56. Thereafter, the step s56 goes
back to the step s 42 of game over judging process.
[0051] The replaying process which is watched by the
above replay watching process is shown in FIG. 11. FIG.
11 shows overall flows of replaying process from begin-
ning to end.
[0052] In FIG. 11, the replaying process comprises
the step Q1 of setting an initialization parameter for re-
playing, the step Q2 of arranging blocks in the initial con-
dition, the steps Q3, Q4, Q5, Q6 and Q7 which are the
same as the steps P3, P5, P7, P8 and P9 in FIG. 9, re-
spectively, the step Q10 of judging whether the replay-
ing process is terminated or not, the step Q8 of termi-
nating the replaying process and the step Q9 of closing
the events which is, for instance, caused by the instruc-
tion to start game. Throughout the steps Q2 to Q8 of the
replaying process, the interrupt is checked at each step
at all time. When the interrupt occurs, each of the steps
proceeds to the step Q9. When the judgement is made
upon that the replaying process is terminated in the step
Q10, the step 10 proceeds to the step Q8.
[0053] It is understood from the flows described
above that the replaying process shown in FIG. 11 com-
prises the same steps as the block deleting step of game
process shown in FIG. 9 and the other steps as follows.
The interrupt is checked at all time. When the interrupt
is caused, the replaying process is immediately inter-
rupted to go to the aforementioned game process.
[0054] The above replaying process will be exempli-
fied in concrete screens hereinlater. As shown in FIG.
12, there are two windows W1 and W2 to be displayed
on the screen of the monitor 28 during the game. The
player watches the window W1 to play the game, but
dose not watch the window W2 in which the demonstra-
tion is displayed. There is darker brightness in the dem-
onstration screen in the window W2 compared with the
brightness in the screen displayed in the window W1 to
play the game. When the player operates the special

blocks, which are represented by the characters "@" in
the window W1 shown in FIG. 12, to cause seven links
sequentially, the demonstration screen displayed in the
window W2 as shown in FIG. 12 is interrupted. Then,
another screen, in which the blocks arranged in the win-
dow W1 before causing the links is displayed, is dis-
played in the window W2 as shown in FIG. 13(a). In the
window W2, the replaying game screen which repre-
sents the blocks arranged in the window W1 before
causing these links is displayed as shown in FIG. 13(b).
At this time, the brightness of the window W2 becomes
the same as that of the screen for playing the game
which is brighter than the screen for displaying the dem-
onstration. Furthermore, the replaying game screen is
reproduced in company with characters "REPLAY" as
shown in FIGS. 13(c), 14(a)-(c).
[0055] At this time, the number of links displayed as
shown in FIG. 14(b) is incremented as advancing the
linking which is reproduced. The sound which repre-
sents the blocks is exploded is further outputted. Finally,
the message of blessing, for example, "EXCELLENT!"
or "WONDERFUL!", is displayed as shown in FIG. 14
(c). The replaying of the links is completed thereby mak-
ing the brightness of the background dark and display-
ing the demonstration screen as shown in FIG. 14(d). In
the aforementioned description, while the replaying
game image is displayed in the window W2, the sound
representing that the blocks is exploded is outputted.
The sound may be the same as that utilized for the win-
dow W1 during the game. The sound may be emphati-
cally outputted as the particular sound (representing
blocks is exploded) has a volume to be turned up. The
sound may be, but not limited to, relevant to the replay
image, the other sounds, for instance, a fanfare for urg-
ing one to attract.
[0056] When there are caused larger number of links
during displaying the relaying game screen, the replay-
ing game screen is interrupted. The larger number of
links are taken precedence to be reproduced. When an
image, which is newly judged to be worth replaying, is
displayed in the window W1 the during displaying the
replaying game screen, the new image is stored for re-
playing. Then the stored image may be displayed, when
the player has some time to spare for playing the game,
for example, the number of blocks in each column is five
stages or less, or the speed of falling the block set is a
predetermined level or below.
[0057] There are provided with various kinds of sound
or display information to be appended to the display im-
age in the window W2 in the above replaying. The game
program is stored in the game ROM 16 of the game ap-
paratus shown in FIG. 1. It will be described hereinafter
that the game program may be exemplified by the fight-
ing game. As shown in FIG. 15, it may be thought that
the explanation of the offence actions repeatedly taken
by the player with such as letters or an image displayed
in replaying screen or with a sound. Furthermore, the
replaying image may be subdivided into smaller parts to
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regulate speed of displaying, reversely reproduced, dis-
played by alternating an angle from the viewer point to
the visual field, or repeatedly reproduced.
[0058] It is described above, but not limited to, that
the replaying image is displayed on one of two screens
of the monitor 28 without overlapping each other. The
replaying image may be displayed on the window which
is opened in the screen on which the playing game is
displayed. In this case, the game screen may have a
window which serves as a screen for displaying infor-
mation unrelated to the game, such as an advertisement
screen displayed in the background. The replaying im-
age may be displayed on this window. Moreover, al-
though there is shown one monitor 28 in FIG. 1, there
may be provided another monitor for a second player.
The replaying image may be displayed on this monitor.
Alternatively, there may be provided a second monitor
not for the second player but only for the use of replaying
to reproduce the replaying image. Furthermore, there
may be provided a system comprising a plurality of the
game apparatuses shown in FIG. 1 which are linked with
each other through a network so as to make it possible
for a plurality of players to play a match against each
other. In this case, the replaying image may be dis-
played on the monitor of the game apparatus which is
not in use.
[0059] The grade approving process shown in FIG. 16
will be explained below. The process shown in FIG. 16
is also composed so as to be performed at a predeter-
mined cycle corresponding to the above drawing cycle.
[0060] The game watching event comprises the steps
as shown in FIG. 16 and is watched throughout the
game loop until the game is over. In the step s61, the
initialization is performed. In the step s62, the judgment
is made upon whether the game in the watched game
playing event is over or not. When the game is over, the
parameter value is adjusted so as to approve the grade
in the step s63. In the following step s64, there are dis-
played, as shown in FIG. 17, the grade (class) approved
on the basis of the values of a plurality of parameters
and a radar chart showing player's evaluation of playing
the game. Thereafter, the game watching event is ter-
minated in the step s65. When the judgment is made in
the step s62 that the game is not over, the condition of
the game in the game playing event is found in the step
s66. In the following step s67, the comparison of the
condition with a predetermined recalculating condition
of a grade approving parameter value is made.
[0061] In this embodiment, the grade approving pa-
rameter value above described in the step s67 repre-
sents five items including intelligence, endeavor, cour-
age, skill and luck as show in FIG. 17. The manner of
getting high level in the evaluation of the intelligence is
assumed by way of example to be some cases includ-
ing: a first case where more than four blocks can be de-
leted by one instruction; a second case where more than
two links are caused by one instruction; a third case
where there is no block to be deleted at all but are

caused more than one block group within reachable of
deleting the blocks. The manner of getting high level in
the evaluation of the endeavor is assumed to be a case,
for example, where the blocks are deleted as many as
possible. The manner of getting high level in the evalu-
ation of the courage is assumed to be a case, for exam-
ple, where the block set is dropped at high speed. The
manner of getting high level in the evaluation of the skill
is assumed by way of example to be some cases includ-
ing a first case where the special block is taken into piec-
es; and a second case where the special block is let
alone be dropped without rotationally shifting or moving
the block set sideways. The manner of getting high level
in the evaluation of the skill is assumed by way of ex-
ample to be some cases including a first case where the
links are caused as many as possible; and a second
case where all of blocks are deleted in the window.
[0062] It is thought that the manner of evaluating the
above intelligence and courage is assumed that the con-
ventional manner of evaluating the game on the basis
of only the results is added to the new manner of eval-
uating the instruction given by the player or the control
itself. In this embodiment, it is thought that the instruc-
tion given by the player itself is evaluated but apart from
the variation of the game situation incidentally caused
by the instruction. Such as instruction is assumed to be
the above high speed dropping the block set. Moreover,
when the game situation is invariable except for the var-
iation directly caused by the instruction given by the op-
erator during the game, it is thought that the instruction
is directly evaluated. This case is assumed to be a case
where the block group is caused within reachable of de-
leting the blocks as described above. Furthermore, the
first instruction followed by the second instruction se-
quentially inputted by the operator during the game.
When the variation in a game situation is larger than a
minimum variation in the game situation which can be
caused by the first instruction before the second instruc-
tion is inputted, the first instruction is directly evaluated.
This case is assumed to be a case where a plurality of
links are caused by one instruction for the arrangement
of the block set.
[0063] In the step s68, the judgment is made upon
whether the grade approving parameter value should be
recalculated or not. The judgment is made upon that the
grade approving parameter value is unnecessary to be
recalculated, thereby going back to the step s62 of judg-
ing the game over. When the judgment is made upon
that the grade approving parameter value should be re-
calculated, the information on the condition of the game
playing event is acquired in the step s69. In the following
step s70, the precious consideration result is loaded in
the step s70. The previous consideration result is com-
pared with the game condition in the step s71. In the
following step s72, the game condition is compared with
the condition of approving the grade in the step s72. The
game condition is not satisfied with the condition, there-
by going back to the step s62. When the condition is
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met, the grade approving parameter value is recalculat-
ed in the step s73. In the following the step s74, the
present game condition is considered on the basis of
the arrangement of the jewels after deleting the blocks
and causing the links and the information on the flowing
falling blocks so as to estimate an ideal landing of the
block at the next time. Then the consideration result is
saved in the step s75. The control is returned back to
the step s62.
[0064] The consideration in the steps s70, s71, s74
and s75 will be explained hereinlater. In the present
game, this consideration is achieved by acquiring those
variable as described below for 21 patterns, i.e., 3 pat-
terns of the arrangement of the block in the block set
and 7 patterns of the arrangement at which the block
set is positioned on the bottom in the window, 3 37=21.
In all of these cases, the variable includes the number
of deleted blocks, the number of links, the index of the
effective ways of positioning the block (e.g., creating the
arrangement for waiting, positioning the same blocks in
color, or creating the origin to the link), the height of each
of the columns (in relation to the inspection of the trick
such as a especial block), the number of the blocks for
every color, and the number of whole of the blocks (in
relation to the inspection of the way of positioning the
special block). It is the consideration that on the basis
of these variations, the rank of the appropriate way of
arranging the blocks is determined in concerning to the
above 21 patterns of the arrangement. Therefore, the
judgement is made upon whether the number of the
blocks which has been deleted or formed into the links
approaches the number of the blocks which can be de-
leted or form into the links resulting from positioning the
ideal landing point of the block as near as possible.
[0065] Here, "ideal landing point of the block" is an
ideal point which is determined in the consideration rou-
tine which is executed by the CPU to determine (when
the CPU consideration routine in which the player plays
with the CPU). "Ideal" point means that the player can
be arrange the falling block by rotating (the arrangement
is changed) or moving, so that most of the blocks can
be deleted at this point, or most of the links can be
caused at this point. The CPU, in the step s74 shown in
FIG. 16, examines the relationships between the color
of the blocks previously piled up and the color of the
blocks which will fall at next time. Accordingly, the CPU
judges whether the point is "ideal" or not according to
the above 21 patterns of the arrangement (alternatively,
21321=441 patterns, or containing the following recon-
struction of the arrangement).
[0066] There are some situations, which can satisfy
the grade approving condition in the step s72, for in-
stance, in the first case where a total number of the de-
leted blocks exceeds a predetermined level, in the sec-
ond case where the player can arrange the block set at
a most appropriate position, in the third case where the
player uses a trick for playing the game, and in the fourth
case where the player can rapidly fall the block set. The

grade approving the condition may be evaluated on the
basis of the individual or comprehensive situations.
[0067] The consideration routine is thus performed by
the CPU to analyze the present situation on the basis of
the judgment made upon what will be caused by the in-
struction given by the player. This results in the fact that
it is possible to real-timely judge the quality of the in-
struction given by the player and real-timely score in ac-
cordance with the game situation.
[0068] Referring to FIG. 18 of the drawings, the game
directing event in the step s23 shown in FIG. 7 will be
explained hereinlater. The process shown in FIG. 18 is
also composed so as to be performed at a predeter-
mined cycle corresponding to the above drawing cycle.
[0069] The game directing event comprises the steps
as shown in FIG. 18 and is watched throughout the
game loop until the game is over. In the step s81, the
initialization is performed. In the step s82, the judgment
is made upon whether the game in the watched game
playing event is over or not. When the judgment is made
upon that the game is over, the game directing event is
terminated in the step s83. When the judgment is made
upon that the game is not over, the judgment is further
made upon whether the replaying process is performed
or not in the step s84. When the judgment is made upon
that the process of replaying the game is preformed, the
process of replaying the game continues in the step s85.
Then this step goes back to the step s82. When the judg-
ment is made upon that the process of replaying the
game is not performed, the step s84 leads to the step
s86 in which the judgment is made upon whether the
replay start instruction is issued or not. When the judg-
ment is made in the step s86 that the replay start instruc-
tion is issued, the data for replaying the game are loaded
in the step s87. Then this step goes back to the step
s82. When the judgment is made in the step s86 that
the replay start instruction is not issued, the general
process of directing the game is performed in the step
s88. Then this step goes back to the step s82.
[0070] The game apparatus shown in FIG. 1 may be
used by two players at the same time to competed with
each other. It will be explained hereinlater how the play-
ers can disturb his or her partner player to play the
game. The timing of this process is regarded as the
same timing as that of the replaying process. This
means that the game playing event includes the partner
disturbing process.
[0071] Referring to FIG. 19 of the drawings, the part-
ner disturbing process will be explained hereinlater. The
process shown in FIG. 19 is also composed so as to be
performed at a predetermined cycle corresponding to
the above drawing cycle.
[0072] The game monitoring event comprises the
steps as shown in FIG. 19 and is watched throughout
the game loop until the game is over. In the step s91,
the initialization is performed. In the following step s92,
the judgment is made upon whether the game in the
watched game playing event is over or not. When the
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judgment in the step s92 is that the game is over, the
game monitoring event is terminated in the step s98.
When the judgment in the step s92 is that the game is
not over, the judgment is made upon whether the partner
is playing the game or not in the step s93. When the
judgment in the step s93 is that the partner is not playing
the game, this step goes back to the game over judging
process in the step s92. When the judgment in the step
s93 is that the partner is playing the game, the step s93
leads to the step s94 in which the information on the
game is acquired in processing the game. In the follow-
ing the step s95, the information is compared with a rec-
ognition disturbance condition. When the information
fails to satisfy the recognition disturbance condition, this
step goes back to the game over process in the step
s92. When the information satisfies the recognition dis-
turbance condition, an image capable of making the
partner's recognition less is displayed on the screen in
the step s97. This step goes back to the game over proc-
ess in the step s92.
[0073] The recognition disturbance condition in the
step s95 may be made that, for instance, there are
caused more than four links by only one instruction, the
special block can be operated, and the stacked blocks
are formed into the V-shaped form by deleting the
blocks.
[0074] There are some situations, which can make
the partner's recognition less as described above in the
step s97, for instance, in which part of the window of the
competitor is masked, the color of the background of the
image for the competitor is changed, the brightness of
the background of the image for the competitor is
changed, the image which is displayed on the player's
screen is stored and redisplayed on the screen of the
competitor as the background, the block which is dis-
played in the image on the screen of the competitor and
operated by the competitor is transformed, or the color
of the block which is displayed in the image on the
screen of the competitor and operated by the competitor
is changed.
[0075] The embodiment thus described above can
bring about effects (a) to (y) as described below.

(a) The image, which is decided to be reproduced,
is being drawn as a reproduced image, while or at
the same time that a real-time image is being drawn,
thereby making it possible to reproduce and display
a scene, for example, such as a high exciting scene
or a noteworthy scene, during the game, as well as
to display a real-time image in proceeding the game
by actually displaying the drawing information on its
screen. This embodiment allows not only an oper-
ator but also an audience assembled around the
game apparatus to be excited and refreshed by the
reproduced image, therefore, the operator can be
excited and refreshed moreover, without interrupt-
ing the game. As a result, the game surpass itself
in exciting and refreshing the operator. The repro-

duced image can bring about such a felling as ex-
citement or refreshment, thereby causing a gallery's
wish to play the game. The game, therefore, be-
comes more attractive.
(b) The reproduced image is displayed in the win-
dow opened on the real-time image, so that the op-
erator can play the game while checking the repro-
duced image at ease.
(c) The embodiment comprises two display units,
on one of which the real-time image is displayed,
and on the other of which the reproduced image is
displayed. This results in the fact that the unused
display device is used effectively for displaying the
reproduced image, in the case where the game is
played by a plurality of operators to which the dis-
play devices are allocated respectively.
(d) The append information relevant to the repro-
duced image is displayed while the reproduced im-
age is displayed, so that, for instance, it is possible
to display the information including an action or
score of the game to be displayed in the reproduced
image. It is, therefore, possible to exactly notify the
operator and the gallery of the information indicated
in the reproduced image.
(e) When there is changes of a game situation dis-
played in the real-time image which exceeds a pre-
determined level, the image corresponding to the
real-time image is reproduced. This results in the
fact that it is possible to select only images particu-
larly having a strong feeling of exciting or refreshing
or being noteworthy to be reproduced and watched
by the operator and the gallery.
(f) The decision is made in response to the instruc-
tion inputted by the operator to reproduce the im-
age, therefore, the image required by the operator
is reproduced. For instance, it is possible to repro-
duce an image which is desired by the operator to
be shown to the gallery by selecting the image.
(g) The sound relevant to the reproduced image can
be outputted at the same time that the reproduced
image is displayed. For instance, the same sound
as the sound which is outputted when the repro-
duced image is represented as a real-time image,
may be outputted in displaying the reproduced im-
age. Alternatively, particular part of the sound may
be more emphasized so as to be distinct from the
sound in displaying the real-time image. This results
in the fact that it is possible to allow the operator or
the gallery to be excited or refreshed moreover by
the sound.
(h) When the decision is made that a faculty of the
competitor should be impaired, an image for weak-
ening the understanding of the competitor is pro-
duced so as to be displayed on the screen. It is
therefore difficult for the competitor to recognize the
object in the image but it is possible for the compet-
itor to maintain the situation same as the situation
when the game still has not been obstructed, so that
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the competitor can continue to play the game. This
means that it is possible to disturb the competitor
without interrupting the competitor's feeling of du-
rability in the game. This also means that the game
situation may be recovered to the situation same as
that when the game is not disturbed according to
the control by the competitor, because of the fact
that the understanding of the competitor is merely
weaken. Consequently, the ordinal attraction of the
game can be brought into full extraction.
(i) The understanding of the competitor may be dis-
turbed by masking part of the image for the compet-
itor, therefore, the competitor can estimate the
masked part of the image only by recalling the com-
petitor's memory. Consequently, it is possible to
cause damage to the competitor due to the memory
of the competitor.
(j) The understanding of the competitor may be dis-
turbed by changing the color of the background of
the image for the competitor, therefore, it is possible
to cause damage to the competitor due to the ability
of judgement of the objects when the color of the
background of the image is changed.
(k) The understanding of the competitor may be dis-
turbed by changing the patterns of the background
of the image for the competitor, therefore, it is pos-
sible to cause damage to the competitor due to the
ability of judgement of the objects when the patterns
of the background of the image is changed.
(1) The understanding of the competitor may be dis-
turbed by changing the brightness of the back-
ground of the image for the competitor, therefore, it
is possible to cause damage to the competitor due
to the ability of judgement of the objects when the
brightness of the background of the image is
changed.
(m) The understanding of the competitor may be
disturbed by reproducing the image stored in the
storing means for the background of the image for
the competitor, the background including objects
which are similar to the objects to be controlled by
the competitor, therefore, the competitor should dis-
tinguish his own objects from the objects in the
background. Consequently, it is possible to cause
damage to the competitor due to the faculty to dis-
tinguish his own objects from the objects in the
background.
(n) The image having an object in the screen of the
competitor is transformed so as to weaken the com-
petitor's understanding. Therefore, it is possible to
cause damage to the competitor due to the faculty
to judge the transformed objects.
(o) The image having an object in the screen of the
competitor is changed in color so as to weaken the
competitor's understanding. Therefore, it is possi-
ble to cause damage to the competitor due to the
faculty to judge the object changed in color.
(p) The game apparatus is adaptable to a puzzle

game in which the player is required to instantane-
ously recognize types and arrangement of the ob-
jects. The competitor is disturbed but has no feeling
of durability in his game. This point of view leads to
the fact that the present invention become more ef-
fectiveness.
(q) On the basis of the instruction procedure formed
with a series of instructions which is estimated so
as to be appropriate to situation in a virtual space,
the evaluation of the operator's control is made.
Therefore, by using the way of consideration made
by the CPU in which it is possible to assume and
judge a future situation, the result operated by the
player can be evaluated. As a result, the quality of
the player's control is judged in accordance with the
game situation, so that the score can be real-timely
obtained.
(r) The evaluation of the instructions themselves
given by the operator can be made regardless of a
variation of a game situation incidentally caused by
the instructions. For example in the puzzle game,
the high speed falling of the object is directly eval-
uated, thereby making it possible to perform uncon-
ventional manner of evaluating the control. Conse-
quently, the items for selecting the instructions
which can improve the game score can increase.
(s) When a game situation is invariable except the
variation directly caused by the instruction given by
the operator, the instructions themselves can be
evaluated. For example in the puzzle game, the in-
struction for creating the block group within reach-
able of deleting the blocks is directly evaluated,
thereby making it possible to perform unconven-
tional manner of evaluating the control. Conse-
quently, the items for selecting the instructions
which can improve the game score can increase.
(t) When there is the variation in a game situation
is larger than a minimum variation in the game sit-
uation which can be caused by the first instruction
before the second instruction is inputted, the first
instruction itself can be evaluated. For example in
the puzzle game, a plurality of links are caused by
one instruction for positioning the block set is direct-
ly evaluated, thereby making it possible to perform
unconventional manner of evaluating the control.
Consequently, the items for selecting the instruc-
tions which can improve the game score can in-
crease.
(u) The predetermined classes each representing a
skillful grade of operators can classify the skillful
grades of the operator into one of said classes and
represent the result of the evaluation as said clas-
sified class. Therefore, the rank is determined in ac-
cordance with the way of controlling during the
game rather than the result of the game. Moreover,
the skillful grade of the game can be cleared with
no influence of the luck.
(v) The result of the evaluation is represented by a
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radar chart having a plurality of elements of the
chart corresponding to the evaluating parameters.
Therefore, it is possible to indicate the balance of
each skillful grade of the game into which is classi-
fied by the evaluating parameters.
(w) The game apparatus is operated to disappear
the display of the object which satisfy a predeter-
mined condition, when a plurality of the objects
which are arranged in series lengthways or slant-
wise and adjacent to each other by an instruction
given by an operator so as to satisfy a predeter-
mined condition. In the game apparatus, the
number of columns on which the objects can be ar-
ranged in the storing are more than seven. This re-
sults in the fact that the links can be easily caused
in comparison with those in the conventional game
in which the number of columns is six or less. Fur-
thermore, the degree of difficulty can be reduced.
Moreover, the number of displays of the objects
which are colorfully drawn in general is increased,
thereby making the game more attractive.
(x) The game apparatus is operated to disappear
the display of the objects which are arranged when
a plurality of the objects having the same color
which are arranged in series lengthways or slant-
wise and adjacent to each other by an instruction
given by an operator. In the game apparatus, the
number of columns on which the objects can be ar-
ranged in the storing are more than seven. This re-
sults in the fact that the links can be easily caused
in comparison with those in the conventional game
in which the number of columns is six or less. Fur-
thermore, the degree of difficulty can be reduced.
Moreover, the number of displays of the objects
which are colorfully drawn in general is increased,
thereby making the game more attractive.
(y) The number of columns on which the objects can
be arranged in the storing area is an odd number.
For example, the start point from which the block
starts falling can be determined at just a center of
the display area. Therefore, the player can control
the block to be moved in evenly sideways. Moreo-
ver, the game becomes over at the time that the ob-
jects are piled up to the top of the row in the column.
In this game, the object is appeared from the center
of the window, so that it is easy for the operator to
observe the column or to control the object.

Claims

1. A game system having at least one display (28) hav-
ing a display screen, an input controller (20), and a
device (10) executing a game program, said device
(10) comprising:

a controller (12) for displaying the progress of
a game as a real time image on a first window

(W1) of said display screen, in response to in-
formation input through said input controller
(20);
storage means for storing data (51) for replay-
ing a predetermined scene of said real time im-
age, as data related to a replay image;
judging means for judging (49, 50) whether a
game situation during the progress of said
game satisfying a predetermined condition for
achieving a replay has occurred; and
a replay controller for displaying said replay im-
age on a second display window (W2) that ap-
pears on said display screen, in accordance
with the judgment result (50) of said judging
means; said replay image being not coexten-
sive with said real time image;

wherein a part of or the entire said real time
image and said replay image are simultaneously
displayed.

2. A game system according to claim 1, wherein said
second display window (W2) appears on part of
said first display window (W1).

3. A game system according to claim 1, wherein said
second display window (W2) appears on an area of
said display screen that does not overlap with said
first display window (W1).

4. A game system according to any preceding claim,
wherein said storage means stores said data relat-
ed to a replay image and information relevant to
said replay image in correspondence with each oth-
er.

5. A game system according to any preceding claim,
wherein said game situation satisfying said prede-
termined condition for achieving a replay, includes
a case where an action, which exceeds a predeter-
mined level in relation to a game that is represented
by said real time image, is executed.

6. A game system according to any preceding claim,
wherein said situation satisfying said predeter-
mined condition for achieving a replay includes a
case where a predetermined instruction is input
through said input controller (20).

7. A game system according to any preceding claim,
further comprising means (14) for producing a
sound to be output in a synchronized manner with
said replay image displayed on said display (28).

8. A game system according to any preceding claim,
wherein said replay image is displayed in a status
that is different to that of said real time image in
terms of at least one of the replay speed or direction,
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or viewpoint angle.

9. A game display method, comprising the steps of:

displaying the progress of a game as a real time
image in a first window (W1) on the display
screen of a display (28) in response to informa-
tion input through an input controller (20);
storing data (51) for replaying a predetermined
scene of said real time image, as data related
to a replay image;
judging (49, 50) whether a game situation dur-
ing the progress of said game satisfying a pre-
determined condition for a achieving a replay
has occurred; and

displaying said replay image on a second display
window (W2) that appears on said display screen,
in accordance with said judgment result (50), said
replay image being not coextensive with said real
time image;

wherein a part of or the entire said real time
image and said replay image window are displayed
simultaneously.

10. A game display method according to claim 9,
wherein said replay second display window (W2)
appears on a part of said first display window (W1).

11. A game display method according to claim 9,
wherein said second display window (W2) does not
overlap with said first display window (W1).

12. A game display method according to any one of
claims 9 to 11, wherein said displaying step displays
information that is relevant to said replay image on
said replay display window simultaneously with said
replay image.

13. A game display method according to any one of
claims 9 to 12, wherein said situation satisfying said
predetermined game condition for achieving a re-
play, includes a case where an action, which ex-
ceeds a predetermined level in relation to a game
represented by said real time image, is executed.

14. A game display method according to any one of
claims 9 to 13, wherein said situation satisfying said
predetermined condition for achieving a replay in-
cludes a case that a predetermined instruction is in-
put through said input controller (20).

15. A game display method according to any one of
claims 9 to 14, further comprising a step of produc-
ing a sound in a synchronized manner with said re-
play image.

16. A game display method according to any one of

claims 9 to 15, wherein said replay image is dis-
played in a status that is different to that of said real
time image in terms of at least one of the replay
speed or direction, or viewpoint angle.

17. A game system having at least a first display device
(28) and a second display device, an input controller
(20), and a device (10) executing a game program,
said device (10) comprising:

a controller (12) for displaying the progress of
a game as a real time image on said first display
device (28), in response to information input
through said input controller (20);
storage means for storing (51) data for replay-
ing a predetermined scene of said real time im-
age, as data related to a replay image;
judging means for judging (49, 50) whether a
game situation during the progress of said
game satisfying a predetermined condition for
achieving a replay has occurred; and
a replay controller for displaying said replay im-
age on a replay display window (W2) that ap-
pears on said second display device, in accord-
ance with the judgment result (50) of said judg-
ing means;

wherein a part of or the entire said real time
image and said replay image are simultaneously
displayed on two different display devices.

18. A game display method, comprising the steps of:

displaying the progress of a game as a real time
image on a first display device (28) in response
to information input through an input controller
(20);
storing data (51) for replaying a predetermined
scene of said real time image, as data related
to a replay image;
judging (49, 50) whether a game situation dur-
ing the progress of said game satisfying a pre-
determined condition in the progress of said
game for achieving a replay has occurred; and
displaying said replay image on a replay display
window (W2) that appears on a second display
device different than said first display device
(28), in accordance with said judgment result
(50);

wherein a part of or the entire said real time
image and said replay image are displayed simul-
taneously on two different display devices.

Patentansprüche

1. Ein Spielsystem, das mindestens eine Anzeige (28)
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mit einem Anzeigebildschirm, eine Eingabesteuer-
einheit (20) und eine Vorrichtung (10), welche ein
Spielprogramm ausführt, aufweist, wobei die Vor-
richtung (10) Folgendes beinhaltet:

eine Steuereinheit (12) zum Anzeigen des Fort-
schreitens eines Spiels als Echtzeitbild auf ei-
nem ersten Fenster (F1) des Anzeigebild-
schirms als Reaktion auf Informationen, die
durch die Eingabesteuereinheit (20) eingege-
ben werden;

Speicherungsmittel zum Speichern von Daten
(51) zur Wiedergabe einer vorbestimmten Sze-
ne des Echtzeitbildes als einem Wiedergabe-
bild zugehörige Daten;

Beurteilungsmittel zum Beurteilen (49, 50), ob
während des Fortschreitens des Spiels eine
Spielsituation aufgetreten ist, die eine vorbe-
stimmte Bedingung zum Erzielen einer Wieder-
gabe erfüllt; und

eine Wiedergabesteuereinheit zum Anzeigen
des Wiedergabebildes auf einem zweiten An-
zeigefenster (F2), das auf dem Anzeigebild-
schirm erscheint, gemäß dem Beurteilungser-
gebnis (50) der Beurteilungsmittel; wobei das
Wiedergabebild mit dem Echtzeitbild nicht flä-
chengleich ist;

wobei ein Teil des Echtzeitbildes oder das ganze
Echtzeitbild und das Wiedergabebild gleichzeitig
angezeigt werden.

2. Spielsystem gemäß Anspruch 1, wobei das zweite
Anzeigefenster (F2) auf einem Teil des ersten An-
zeigefensters (F1) erscheint.

3. Spielsystem gemäß Anspruch 1, wobei das zweite
Anzeigefenster (F2) auf einem Bereich des Anzei-
gebildschirms, der sich nicht mit dem ersten Anzei-
gefenster (F1) überschneidet, erscheint.

4. Spielsystem gemäß einem der vorhergehenden
Ansprüche, wobei das Speicherungsmittel die ei-
nem Wiedergabebild zugehörigen Daten und für
das Wiedergabebild relevante Informationen in
Übereinstimmung miteinander speichert.

5. Spielsystem gemäß einem der vorhergehenden
Ansprüche, wobei die Spielsituation, die die vorbe-
stimmte Bedingung zum Erzielen einer Wiedergabe
erfüllt, einen Fall einschließt, in dem eine Aktion
ausgeführt wird, die ein vorbestimmtes Niveau in
Beziehung auf ein Spiel, das durch das Echtzeitbild
dargestellt wird, übersteigt.

6. Spielsystem gemäß einem der vorhergehenden
Ansprüche, wobei die Situation, die die vorbe-
stimmte Bedingung zum Erzielen einer Wiedergabe
erfüllt, einen Fall einschließt, in dem eine vorbe-
stimmte Anweisung durch die Eingabesteuereinheit
(20) eingegeben wird.

7. Spielsystem gemäß einem der vorhergehenden
Ansprüche, das ferner Mittel (14) zum Produzieren
eines Tons beinhaltet, der auf eine synchronisierte
Weise mit dem Wiedergabebild, das auf der Anzei-
ge (28) angezeigt wird, ausgegeben werden soll.

8. Spielsystem gemäß einem der vorhergehenden
Ansprüche, wobei das Wiedergabebild in einem
Status angezeigt wird, der sich von dem des Echt-
zeitbildes in Hinsicht auf mindestens entweder die
Wiedergabegeschwindigkeit oder -richtung oder
den Winkel des Standpunkts unterscheidet.

9. Ein Spielanzeigeverfahren, das die folgenden
Schritte beinhaltet:

Anzeigen des Fortschreitens eines Spiels als
Echtzeitbild in einem ersten Fenster (F1) auf
dem Anzeigebildschirm einer Anzeige (28) als
Reaktion auf Informationen, die durch eine Ein-
gabesteuereinheit (20) eingegeben werden;

Speichern von Daten (51) zur Wiedergabe ei-
ner vorbestimmten Szene des Echtzeitbildes
als einem Wiedergabebild zugehörige Daten;

Beurteilen (49, 50), ob während des Fortschrei-
tens des Spiels eine Spielsituation aufgetreten
ist, die eine vorbestimmte Bedingung zum Er-
zielen einer Wiedergabe erfüllt; und

Anzeigen des Wiedergabebildes auf einem
zweiten Anzeigefenster (F2), das auf dem An-
zeigebildschirm erscheint, gemäß dem Beur-
teilungsergebnis (50), wobei das Wiedergabe-
bild mit dem Echtzeitbild nicht flächengleich ist;

wobei ein Teil des Echtzeitbildes oder das ganze
Echtzeitbild und das Wiedergabebildfenster gleich-
zeitig angezeigt werden.

10. Spielanzeigeverfahren gemäß Anspruch 9, wobei
das zweite Wiedergabeanzeigefenster (F2) auf ei-
nem Teil des ersten Anzeigefensters (F1) erscheint.

11. Spielanzeigeverfahren gemäß Anspruch 9, wobei
sich das zweite Anzeigefenster (F2) nicht mit dem
ersten Anzeigefenster (F1) überschneidet.

12. Spielanzeigeverfahren gemäß einem der Ansprü-
che 9 bis 11, wobei der Anzeigeschritt Informatio-
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nen anzeigt, die für das Wiedergabebild auf dem
Wiedergabeanzeigefenster gleichzeitig mit dem
Wiedergabebild relevant sind.

13. Spielanzeigeverfahren gemäß einem der Ansprü-
che 9 bis 12, wobei die Situation, die die vorbe-
stimmte Spielbedingung zum Erzielen einer Wie-
dergabe erfüllt, einen Fall einschließt, in dem eine
Aktion ausgeführt wird, die ein vorbestimmtes Ni-
veau in Beziehung auf ein Spiel, das durch das
Echtzeitbild dargestellt wird, übersteigt.

14. Spielanzeigeverfahren gemäß einem der Ansprü-
che 9 bis 13, wobei die Situation, die die vorbe-
stimmte Bedingung zum Erzielen einer Wiedergabe
erfüllt, einen Fall einschließt, dass eine vorbe-
stimmte Anweisung durch die Eingabesteuereinheit
(20) eingegeben wird.

15. Spielanzeigeverfahren gemäß einem der Ansprü-
che 9 bis 14, das ferner einen Schritt des Produzie-
rens eines Tons auf eine synchronisierte Weise mit
dem Wiedergabebild beinhaltet.

16. Spielanzeigeverfahren gemäß einem der Ansprü-
che 9 bis 15, wobei das Wiedergabebild in einem
Status angezeigt wird, der sich von dem des Echt-
zeitbildes in Hinsicht auf mindestens entweder die
Wiedergabegeschwindigkeit oder -richtung oder
den Winkel des Standpunkts unterscheidet.

17. Ein Spielsystem, das mindestens eine erste Anzei-
gevorrichtung (28) und eine zweite Anzeigevorrich-
tung, eine Eingabesteuereinheit (20) und eine Vor-
richtung (10), welche ein Spielprogramm ausführt,
aufweist, wobei die Vorrichtung (10) Folgendes be-
inhaltet:

eine Steuereinheit (12) zum Anzeigen des Fort-
schreitens eines Spiels als Echtzeitbild auf der
ersten Anzeigevorrichtung (28) als Reaktion
auf Informationen, die durch die Eingabesteu-
ereinheit (20) eingegeben werden;

Speicherungsmittel zum Speichern (51) von
Daten zur Wiedergabe einer vorbestimmten
Szene des Echtzeitbildes als einem Wiederga-
bebild zugehörige Daten;

Beurteilungsmittel zum Beurteilen (49, 50), ob
während des Fortschreitens des Spiels eine
Spielsituation aufgetreten ist, die eine vorbe-
stimmte Bedingung zum Erzielen einer Wieder-
gabe erfüllt; und

eine Wiedergabesteuereinheit zum Anzeigen
des Wiedergabebildes auf einem Wiedergabe-
anzeigefenster (F2), das auf der zweiten Anzei-

gevorrichtung erscheint, gemäß dem Beurtei-
lungsergebnis (50) der Beurteilungsmittel;

wobei ein Teil des Echtzeitbildes oder das ganze
Echtzeitbild und das Wiedergabebild gleichzeitig
auf zwei unterschiedlichen Anzeigevorrichtungen
angezeigt werden.

18. Ein Spielanzeigeverfahren, das die folgenden
Schritte beinhaltet:

Anzeigen des Fortschreitens eines Spiels als
Echtzeitbild auf einer ersten Anzeigevorrich-
tung (28) als Reaktion auf Informationen, die
durch eine Eingabesteuereinheit (20) eingege-
ben werden;

Speichern von Daten (51) zur Wiedergabe ei-
ner vorbestimmten Szene des Echtzeitbildes
als einem Wiedergabebild zugehörige Daten;

Beurteilen (49, 50), ob während des Fortschrei-
tens des Spiels eine Spielsituation aufgetreten
ist, die eine vorbestimmte Bedingung in dem
Fortschreiten des Spiels zum Erzielen einer
Wiedergabe erfüllt; und

Anzeigen des Wiedergabebildes auf einem
Wiedergabeanzeigefenster (F2), das auf einer
zweiten Anzeigevorrichtung, die sich von der
ersten Anzeigevorrichtung (28) unterscheidet,
erscheint, gemäß dem Beurteilungsergebnis
(50);

wobei ein Teil des Echtzeitbildes oder das ganze
Echtzeitbild und das Wiedergabebild gleichzeitig
auf zwei unterschiedlichen Anzeigevorrichtungen
angezeigt werden.

Revendications

1. Un système de jeu ayant au moins un afficheur (28)
ayant un écran d'affichage, un contrôleur d'entrée
(20), et un dispositif (10) exécutant un programme
de jeu, ledit dispositif (10) comportant :

un contrôleur (12) destiné à afficher l'avance-
ment d'un jeu sous la forme d'une image en
temps réel sur une première fenêtre (W1) dudit
écran d'affichage, en réponse à des informa-
tions entrées par l'intermédiaire dudit contrô-
leur d'entrée (20) ;

un moyen de stockage destiné à stocker des
données (51) destinées à repasser une scène
prédéterminée de ladite image en temps réel,
sous forme de données liées à une image de
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repassage ;

un moyen de jugement destiné à juger (49, 50)
si une situation de jeu durant de déroulement
dudit jeu satisfaisant une condition prédétermi-
née pour réaliser un repassage s'est produite ;
et

un contrôleur de repassage destiné à afficher
ladite image de repassage sur une deuxième
fenêtre d'affichage (W2) qui apparaît sur ledit
écran d'affichage, conformément au résultat du
jugement (50) dudit moyen de jugement ; ladite
image de repassage n'étant pas coextensive à
ladite image en temps réel ;

dans lequel une partie ou l'intégralité de ladite ima-
ge en temps réel et de ladite image de repassage
sont affichées simultanément.

2. Un système de jeu selon la revendication 1, dans
lequel ladite deuxième fenêtre d'affichage (W2) ap-
paraît sur une partie de ladite première fenêtre d'af-
fichage (W1).

3. Un système de jeu selon la revendication 1, dans
lequel ladite deuxième fenêtre d'affichage (W2) ap-
paraît sur une zone dudit écran d'affichage qui ne
chevauche pas ladite première fenêtre d'affichage
(W1).

4. Un système de jeu selon n'importe quelle revendi-
cation précédente, dans lequel ledit moyen de stoc-
kage stocke lesdites données liées à une image de
repassage ainsi que des informations concernant
ladite image de repassage en correspondance les
unes avec les autres.

5. Un système de jeu selon n'importe quelle revendi-
cation précédente, dans lequel ladite situation de
jeu satisfaisant ladite condition prédéterminée pour
réaliser un repassage, comprend un cas où une ac-
tion, laquelle excède un niveau prédéterminé en
rapport à un jeu qui est représenté par ladite image
en temps réel, est exécutée.

6. Un système de jeu selon n'importe quelle revendi-
cation précédente,
dans lequel ladite situation satisfaisant ladite con-
dition prédéterminée pour réaliser un repassage
comprend un cas où une instruction prédéterminée
est entrée par l'intermédiaire dudit contrôleur d'en-
trée (20).

7. Un système de jeu selon n'importe quelle revendi-
cation précédente, comportant en outre un moyen
(14) destiné à produire un son devant être sorti
d'une manière synchronisée avec ladite image de

repassage affichée sur ledit afficheur (28).

8. Un système de jeu selon n'importe quelle revendi-
cation précédente, dans lequel ladite image de re-
passage est affichée dans un statut qui est différent
de celui de ladite image en temps réel sur le plan
d'au moins une chose parmi la vitesse ou la direc-
tion de repassage, ou l'angle de point de vue.

9. Un procédé d'affichage de jeu, comportant les éta-
pes de :

afficher l'avancement d'un jeu sous la forme
d'une image en temps réel dans une première
fenêtre (W1) sur l'écran d'affichage d'un affi-
cheur (28) en réponse à des informations en-
trées par l'intermédiaire d'un contrôleur d'en-
trée (20) ;

stocker des données (51) destinées à repasser
une scène prédéterminée de ladite image en
temps réel, sous forme de données liées à une
image de repassage ;

juger (49, 50) si une situation de jeu durant le
déroulement dudit jeu satisfaisant une condi-
tion prédéterminée pour réaliser un repassage
s'est produite ; et

afficher ladite image de repassage sur une
deuxième fenêtre d'affichage (W2) qui apparaît
sur ledit écran d'affichage, conformément audit
résultat de jugement (50), ladite image de re-
passage n'étant pas coextensive à ladite image
en temps réel ;

dans lequel une partie ou l'intégralité de ladite ima-
ge en temps réel et de ladite image de repassage
sont affichées simultanément.

10. Un procédé d'affichage de jeu selon la revendica-
tion 9, dans lequel ladite deuxième fenêtre d'affi-
chage de repassage (W2) apparaît sur une partie
de ladite première fenêtre d'affichage (W1).

11. Un procédé d'affichage de jeu selon la revendica-
tion 9, dans lequel ladite deuxième fenêtre d'affi-
chage (W2) ne chevauche pas ladite première fe-
nêtre d'affichage (W1).

12. Un procédé d'affichage de jeu selon une quelcon-
que des revendications 9 à 11, dans lequel ladite
étape d'affichage affiche des informations qui con-
cernent ladite image de repassage sur ladite fenê-
tre d'affichage de repassage simultanément avec
ladite image de repassage.

13. Un procédé d'affichage de jeu selon une quelcon-
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que des revendications 9 à 12, dans lequel ladite
situation satisfaisant ladite condition de jeu prédé-
terminée pour réaliser un repassage, comprend un
cas où une action, laquelle excède un niveau pré-
déterminé relativement à un jeu représenté par la-
dite image en temps réel, est exécutée.

14. Un procédé d'affichage de jeu selon une quelcon-
que des revendications 9 à 13, dans lequel ladite
situation satisfaisant ladite condition prédéterminée
pour réaliser un repassage comprend un cas où une
instruction prédéterminée est entrée par l'intermé-
diaire dudit contrôleur d'entrée (20).

15. Un procédé d'affichage de jeu selon une quelcon-
que des revendications 9 à 14, comportant en outre
une étape de production d'un son d'une manière
synchronisée avec ladite image de repassage.

16. Un procédé d'affichage de jeu selon une quelcon-
que des revendications 9 à 15, dans lequel ladite
image de repassage est affichée dans un statut qui
est différent de celui de ladite image en temps réel
sur le plan d'au moins une chose parmi la vitesse
ou la direction de repassage, ou l'angle de point de
vue.

17. Un système de jeu ayant au moins un premier dis-
positif d'affichage (28) et un deuxième dispositif
d'affichage, un contrôleur d'entrée (20), et un dis-
positif (10) exécutant un programme de jeu, ledit
dispositif (10) comportant :

un contrôleur (12) destiné à afficher l'avance-
ment d'un jeu sous la forme d'une image en
temps réel sur ledit premier dispositif d'afficha-
ge (28), en réponse à des informations entrées
par l'intermédiaire dudit contrôleur d'entrée
(20) ;

un moyen de stockage destiné à stocker (51)
des données destinées à repasser une scène
prédéterminée de ladite image en temps réel,
sous forme de données liées à une image de
repassage ;

un moyen de jugement destiné à juger (49, 50)
si une situation de jeu durant de déroulement
dudit jeu satisfaisant une condition prédétermi-
née pour réaliser un repassage s'est produite ;
et

un contrôleur de repassage destiné à afficher
ladite image de repassage sur une fenêtre d'af-
fichage de repassage (W2) qui apparaît sur le-
dit deuxième dispositif d'affichage, conformé-
ment au résultat du jugement (50) dudit moyen
de jugement ;

dans lequel une partie ou l'intégralité de ladite ima-
ge en temps réel et de ladite image de repassage
sont affichées simultanément sur deux dispositifs
d'affichage différents.

18. Un procédé d'affichage de jeu, comportant les éta-
pes de :

afficher l'avancement d'un jeu sous la forme
d'une image en temps réel sur un premier dis-
positif d'affichage (28) en réponse à des infor-
mations entrées par l'intermédiaire d'un contrô-
leur d'entrée (20) ;

stocker des données (51) destinées à repasser
une scène prédéterminée de ladite image en
temps réel, sous forme de données liées à une
image de repassage ;

juger (49, 50) si une situation de jeu durant de
déroulement dudit jeu satisfaisant une condi-
tion prédéterminée dans le déroulement dudit
jeu pour réaliser un repassage s'est produite ;
et

afficher ladite image de repassage sur une fe-
nêtre d'affichage de repassage (W2) qui appa-
raît sur un deuxième dispositif d'affichage dif-
férent dudit premier dispositif d'affichage (28),
conformément audit résultat de jugement (50) ;

dans lequel une partie ou l'intégralité de ladite ima-
ge en temps réel et de ladite image de repassage
sont affichées simultanément sur deux dispositifs
d'affichage différents.
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