EP 0 935 985 A1

Europdéisches Patentamt

(19) 0> European Patent Office

Office européen des brevets

(11) EP 0 935 985 A1

(12) EUROPEAN PATENT APPLICATION
published in accordance with Art. 158(3) EPC

(43) Date of publication:
18.08.1999 Bulletin 1999/33

(21) Application number: 97909731.8

(22) Date of filing: 04.11.1997

(51)
(86)

(87)

int. C1.5: AG3F 1/02

International application number:
PCT/JP97/04000

International publication number:
WO 98/19757 (14.05.1998 Gazette 1998/19)

(84) Designated Contracting States:
DEFRGBIT

(30) Priority: 01.11.1996 JP 29189496

(71) Applicant: Institute of SRS
Shinjuku-ku, Tokyo 162 (JP)

(72)

(74)

Inventor: KURITA, Masahiro
Bunkyo-ku, Tokyo 113 (JP)

Representative: Dealtry, Brian
Eric Potter Clarkson,

Park View House,

58 The Ropewalk
Nottingham NG1 5DD (GB)

(54) CARD FOR GAMES

(57)  An object is to provide a novel game card for a
sympathetic game or the like, which enables a plurality
of players to enjoy a psychological sympathetic game.
The card comprises: a positional specific information
entering space with a frame, a player's specific informa-
tion entering space with a frame, a digital information
entering space with a frame and an analog information
entering space with a frame, wherein the game card is
used for playing a game in which the game cards are
dealt to a plurality of players one by one; each player
enters a positional information for specifying a position
of the each player in the positional specific information
entering space, enters a player's specific information for
specifying the player in the player's specific information
entering space, enters an information selected from
among a plurality of written information predetermined
as selective information in the digital information enter-
ing space and enters an information which optionally
occurs to the player in the analog information entering
space, and then the game cards are collected; the plu-
rality of collected game cards are arranged in accord-
ance with the positional information entered in the
positional specific information entering space; and a
degree of sympathy between one digital information
entered in one game card and another digital informa-
tion entered in another game card which is arranged
around the one game card, and a degree of sympathy
between one analog information entered in one game
card and another analog information entered in another
game card which is arranged around the one game card
are estimated by giving points.
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Description

Technical Field

[0001] The present invention relates to a game card
which comprises a plurality of pieces of information
entering space with frames, such as a positional spe-
cific information entering space, a player's specific infor-
mation entering space, a digital information entering
space, an analog information entering space and the
like, and which is used for playing a game on the basis
of the information entered in the plurality of pieces of
information entering space of the card dealt to a plurality
of players.

[0002] The game card is used as a card for a sympa-
thetic game (in other words, a resonance game or a
synchronization game), for example, in which a degree
of sympathy (in other words, resonance or synchronisa-
tion) of the mutual digital information entered in the plu-
rality of pieces of digital information entering space by a
plurality of players to whom the game cards are dealt
and a degree of sympathy (or resonance) of the mutual
analog information entered in the plurality of pieces of
the analog information entering space thereby are esti-
mated by giving points.

Background of the Invention

[0003] Conventionally, there has been no game card
which comprises a plurality of pieces of information
entering space with frames, such as a positional spe-
cific information entering space, a player's specific infor-
mation entering space, a digital information entering
space, an analog information entering space and the
like, and which is used for playing a game on the basis
of the information entered in the plurality of pieces of the
information entering space of the cards dealt to a plural-
ity of players, especially, for enjoying a psychological
sympathy (or resonance) of a plurality of players, or the
like.

[0004] An object of the present invention is to provide
a novel game card which enables a plurality of players
to enjoy a game on the basis of the information entered
by the players in the plurality of pieces of information
entering space of the cards dealt to the players, for
example, a novel card for a sympathetic game (or a res-
onance game) or the like, which has not existed, and
which enables the players to enjoy a psychological sym-
pathetic game (or a psychological resonance game).

Disclosure of the Invention

[0005] In order to accomplish the above-described
object, the inventor studied about the novel game card,
such as a card for a sympathetic game, which enables
a plurality of players to enjoy a game on the basis of the
information entered by the players in the plurality of
pieces of the information entering space of the cards
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dealt to the players. As a result, the present invention
was completed.

[0006] That is, in accordance with one aspect of the
present invention, the game card comprises; a posi-
tional specific information entering space with a frame,
for entering a positional information for specifying a
player's position, a player's specific information entering
space with a frame, for entering a player's specific infor-
mation for specifying the player, a digital information
entering space with a frame in which a plurality of writ-
ten information are provided, for optionally selecting an
information from among them, and an analog informa-
tion entering space with a frame, for entering an infor-
mation which optionally occurs to the player.

[0007] In such a game card, because a positional spe-
cific information entering space with a frame, for enter-
ing a positional information for specifying a player's
position, a player's specific information entering space
with a frame, for entering a player's specific information
for specifying the player, a digital information entering
space with a frame in which a plurality of written infor-
mation are provided, for optionally selecting an informa-
tion from among them, and an analog information
entering space with a frame, for entering an information
which optionally occurs to the player, the players can
enjoy novel, interesting and various games, such as a
psychological game, which have not ever been played,
when the game cards are dealt to a plurality of players
one by one, each player enters information in the plural-
ity of pieces of information entering space of the dealt
game card and then the game cards are collected, and
the information entered in the plurality of pieces of infor-
mation entering space of the plurality of collected game
cards are compared with each other.

[0008] In accordance with another aspect of the
present invention, the game card comprises: a posi-
tional specific information entering space with a frame,
a player's specific information entering space with a
frame, a digital information entering space with a frame
and an analog information entering space with a frame,
wherein the game card is used for playing a game in
which the game cards are dealt to a plurality of players
one by one; each player enters a positional information
for specifying a position of the each player in the posi-
tional specific information entering space, enters a
player's specific information for specifying the player in
the player's specific information entering space, enters
an information selected from among a plurality of written
information predetermined as selective information in
the digital information entering space and enters an
information which optionally occurs to the player in the
analog information entering space, and then the game
cards are collected; the plurality of collected game
cards are arranged in accordance with the positional
information entered in the positional specific information
entering space; and a degree of sympathy between one
digital information entered in one game card and
another digital information entered in another game
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card which is arranged around the one game card, and
a degree of sympathy between one analog information
entered in one game card and another analog informa-
tion entered in another game card which is arranged
around the one game card are estimated by giving
points.

[0009] In such a game card, a positional specific infor-
mation entering space with a frame, a player's specific
information entering space with a frame, a digital infor-
mation entering space with a frame and an analog infor-
mation entering space with a frame are provided. Each
player can recognize the difference in a degree of sym-
pathy or the like, so that the players can enjoy a novel
and interesting psychological game which has not ever
been played, when the game card is used for playing a
game in which the game cards are dealt to a plurality of
players one by one; each player enters a positional
information for specifying a player's position in the posi-
tional specific information entering space with a frame,
enters a player's specific information for specifying the
player in the player's specific information entering space
with a frame, enters an information selected from
among a plurality of written information predetermined
as selective information in the digital information enter-
ing space with a frame and enters an information which
optionally occurs to the player in the analog information
entering space with a frame, and then the game cards
are collected; the plurality of collected game card are
arranged in accordance with the positional information
entered in the positional specific information entering
space; and a degree of sympathy between one digital
information entered in one game card and another dig-
ital information entered in another game card which is
arranged around the one game card, and a degree of
sympathy between one analog information entered in
one game card and another analog information entered
in another game card which is arranged around the one
game card are estimated by giving points.

[0010] In the positional specific information entering
space with a frame, not only the player's seat number
but also any positional specific information which can
specify a player's spatial position may be entered. In the
player's specific information entering space with a
frame, not only the player's (the game member's) name
but also any information which can specify the player,
such as a nickname, a number, an alphabet or the like,
may be entered. In the digital information entering
space with a frame, any digital information, such as a
numeral, a katakana, a hiragana, an alphabet, a mark,
a Chinese character or the like, may be entered. The
number of pieces of the digital information entering
space with frames may be one or more. In the analog
information entering space with a frame, any analog
information, such as a figure, a picture, a sentence or
the like, may be entered. The number of pieces of the
analog information entering space with frames may be
one or more.

[0011] In the game card, a trial number identifying
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information entering space with a frame, which is not
indispensable to the game card, for entering the number
of trials may be provided.

[0012] It is preferable to provide a connecting part
which is not indispensable, for connecting one game
card with another at the end of the game card. The con-
necting part preferably comprises a first protrusion hav-
ing a shape broadened toward a free end thereof, which
is formed on one of upper and lower ends of the game
card; a first recess having a shape corresponding to that
of the first protrusion, which is formed at a position cor-
responding to that of the first protrusion, on the other of
the upper and lower ends; a second protrusion having a
shape broadened toward a free end thereof, which is
formed on one of right and left ends of the game card; a
second recess having a shape corresponding to that of
the second protrusion, which is formed at a position cor-
responding to that of the second protrusion on the other
of the right and left ends thereof.

[0013] Because such a connecting part is provided at
the end portion of the game card, a lot of game cards
collected from each player can be connected like a plain
coordinate in accordance with the player's spatial posi-
tional information (e.g., seat number) and the game
sheet can be made quickly and securely so as not to
break it. As a result, each player's score or the like can
be calculated rapidly and reliably.

Brief Description of the Drawings
[0014]

FIG. 1 is a plan view of the card for a sympathetic
game.

FIG. 2 is a bottom view of the card for a sympathetic
game.

FIG. 3 is a plan view showing a state that the cards
for a sympathetic game, in which necessary items
are entered are connected to each other in accord-
ance with the player's seat number.

Best Mode of the Invention

[0015] A card for a sympathetic game (in other words,
a resonance game or a synchronisation game) accord-
ing to an embodiment of the present invention and a
sympathetic game (or a resonance game) in which the
card for a sympathetic game (or a resonance game) is
used will be explained with reference to the accompany-
ing drawings, as follows.

[0016] FIG. 1 is a plan view of the card for a sympa-
thetic game, FIG. 2 is a bottom view thereof, and FIG. 3
is a plan view showing a state that the cards for a sym-
pathetic game, in which necessary items are entered
are connected to each other in accordance with the
player's seat number.

[0017] On the front surface of the card 1 for a sympa-
thetic game, a positional specific information entering
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space 1a with frames, a player's specific information
entering space 1b with a frame, a trial number identify-
ing information entering space 1¢ with a frame, a plural-
ity of pieces of digital information entering space 2 with
frames, a plurality of pieces analog information entering
space 3 with frames and the like are provided. On the
other hand, in the rear surface of the card 1 for a sym-
pathetic game, the items to be entered in each space
corresponding to the positional specific information
entering space 1a with frames, the player's specific
information entering space 1b with a frame, the trial
number identifying information entering space 1¢c with a
frame, a plurality of pieces of the digital information
entering space 2 with frames, a plurality of pieces of the
analog information entering space 3 with frames and
the like, of the front surface thereof are entered.

[0018] Further, connecting parts 4 for connecting one
card 1 for a sympathetic game with another card 1 for a
sympathetic game are provided at the upper and lower
ends and the right and left ones of each card 1.

[0019] The positional specific information entering
space 1a comprises a plurality of pieces of space with
frames, in which an information for specifying a spatial
position, such as each player's seat number, is entered.
For example, when there is a player's seat in the fourth
row from the front and in the third line from the left, the
player enters the information "4-3" therein.

[0020] The player's specific information entering
space 1b is a space with a frame, in which an informa-
tion for specifying each player is entered. In the space
1b, the player enters, for example, his or her name as an
item to be entered, as shown in FIG. 2 (or the player
may also enter his or her nickname or the like).

[0021] The trial number information entering space 1¢
is a space with a frame, in which the number of trials of
the game is entered. In the space 1c, as a trial NO.
shown in FIG. 2, the player enters the number of trials of
the game.

[0022] The digital information entering space 2 com-
prises a plurality of pieces of space with frames, in
which a player enters an information optionally selected
from among a plurality of predetermined information. In
the embodiment, five pieces of digital information enter-
ing space 2a, 2b, 2¢, 2d and 2e are provided.

[0023] Among five pieces of space, in the first digital
information entering space 2a with a frame, for exam-
ple, as shown in FIG. 2, the player can optionally select
a numeral from among the predetermined numerals [0,
1,2 ¢+« 000 9] and then the player enters the
selected numeral.

[0024] In the second digital information entering
space 2b with a frame, for example, as shown in FIG. 2,
the player can optionally select color from among the
predetermined ten colors [red, orange, yellow, green,
blue, indigo, purple, white, black and gold], and then the
player enters the selected color.

[0025] In the third digital information entering space
2c with a frame, for example, as shown in FIG. 2, the
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player can optionally select a word from among the pre-
determined eight words [Ten (heaven), Sawa (swamp),
Hi (fire), Kaminari (thunder), Kaze (wind), Mizu (water),
Yama (mountain) and Chi (earth)], and then the player
enters the selected word.

[0026] In the fourth digital information entering space
2d with a frame, the player can freely select three Chi-
nese characters, and then the player enters the three
Chinese characters.

[0027] In the fifth digital information entering space 2e
with a frame, the player enters one message which
occurs to the player inspiredly.

[0028] The analog information entering space 3 com-
prises two pieces of space with frames, in which the
player enters optional analog information. In the embod-
iment, the first analog information entering space 3a
with a frame and the second analog information enter-
ing space 3b with a frame are provided.

[0029] Between two pieces of space, in the first ana-
log information entering space 3a with a frame, the
player enters an optional geometric analog information
(an abstract analog information) which occurs to the
player, for example, a figure or the like.

[0030] In the second analog information entering
space 3b with a frame, the player enters an optional pic-
torial analog information (a concrete information of a
free image) which occurs to the player, for example, a
picture of a scene, an animal, a plant or the like.

[0031] The connecting part 4 comprises, for example,
a protrusion 4a having a shape of broadened toward a
free end thereof which is formed on the upper end, a
recess 4b having a shape corresponding to that of the
protrusion 4a, which is formed at a position correspond-
ing to the protrusion 4a, on the lower end, two protru-
sions 4c and 4d having a shape of broadened toward a
free end thereof which are formed on the right end, and
two recesses 4e and 4f having a shape corresponding
to that of the protrusions 4¢ and 4d, which are formed at
positions corresponding to the protrusions 4c and 4d,
on the left end, respectively.

[0032] Next, an example of a sympathetic game in
which the plurality of cards 1 for a sympathetic game,
which are constituted as described above are used will
be explained.

[0033] Before playing the sympathetic game, not only
game members but also a master, a checker, an analyst
and the like are decided.

[0034] The members are participants in the sympa-
thetic game and do not require an elementary knowl-
edge or a preliminary experience about the sympathetic
game.

[0035] A role of the master is to explain the rules of the
sympathetic game to the members, to properly advise
the members on the sympathetic game in the neutral
position and to manage the game so that the members
can have a significant experience. The master calls a
start and an end of the game, and clarifies a time for
playing game.



7 EP 0 935 985 A1 8

[0036] A role of the checker is to point out the sympa-
thetic phenomenon.

[0037] A role of the analyst is to analyze and explain
the sympathetic phenomenon.

[0038] In case of necessity, the checker can also
serve as the analyst.

[0039] The place for playing the sympathetic game is,
as a whole, called "field". The whole place in which the
members are seated is called "area”. The area consists
of a group of seats having a certain arrangement.
[0040] For example, the rules and regulations of the
game are provided as follows.

1) The number of members requires two or more.
2) It is preferable that the master does not serve as
the checker or the analyst. The member cannot
serve as the master, the checker or the analyst.

3) In principle, the master, the checker and the ana-
lyst cannot intend the members to sympathize with
each other or to interfere with each other at all.

4) The master decides the arrangement in the area
in accordance with the setting situation of the field
and the number of members.

5) Generally, the shape of the whole area is called
"area shape". A typical area shape is a rectangle or
an ellipse. When the area shape is a rectangle, in
general, the members enter the information while
they face toward a certain direction. In the case of
an ellipse, it is possible to arrange the members in
two ways in which the members are seated face to
face and back to back.

6) The master decides necessary items (which are
called "game menu” or "menu”, simply) to be
entered in the card for the sympathetic game, a tim-
ing for entering the menus and how long it takes to
enter the menus, in accordance with the advocate’s
opinions.

7) In general, when the trials are played repeatedly,
it is preferable to change seats. In the case of
changing seats, it is preferable to follow a predeter-
mined rule.

8) A positive trial is a way in which each member
enters the menus so as to increase the score on the
trial as much as possible. A negative trial is a way in
which each member enters the menus so as to
decrease the score on the trial as much as possi-
ble. A neutral trial is a way in which each member
enters the menus purely so as not to consider the
score.

9) In general, it is preferable that at the start of the
game, the members play the game on the neutral
trial so as to accustom the members to it, and then
the members play the game on the positive trial or
on the negative trial, alternatively.

10) When the ranking list is made, in general, the
total score is obtained so as to add the score got on
the positive trial (or on the neutral trial, in case of
necessity) and so as to subtract the score got on
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the negative trial.

11) A bonding unit for bonding two pieces of infor-
mation which are coincident with each other or
which sympathize with each other is called "bond".
The types of bond are classified on the basis of the
menu and the spatial distance at which two pieces
of information can sympathize with each other.

12) A score is given to each member in each bond.
With relation to the score, it is standardized that 1
point is given to each member in the neighboring
sympathy (in other words, resonance or synchroni-
zation) and 0.5 point is done in the distant sympa-
thy. As arare case (a rare sympathy), it is estimated
that the checker's or the analyst's information is
coincident with a participant's. When the master
recognizes the coincidence as a rare case, the
master can give 2 points to the participant. On the
negative trial, the rule of the rare case is predeter-
mined in each game.

13) When participants are commended for playing
game, it is preferable to commend both a partici-
pant who gets the best score and one who gets the
worst score.

14) The master can order a member who is likely to
prevent the smooth process of the game to go out
of the game, or can direct the member to look at the
game from the outside.

15) The card for the sympathetic game, a table for
arranging the cards and the above-mentioned
bond, which are specially planned, set up and
designed by the advocate are used.

16) In the process of the game, the spatial area in
which the remarkable sympathetic phenomenon is
observed is called "sympathetic zone". Further, two
persons or a group, to whom the remarkable sym-
pathy occurs is called "sympathetic couple” or
"sympathetic group™.

[0041] In the sympathetic game, the game master
decides a spatial position (for example, a seat number)
of each player, and then deals the cards 1 for the sym-
pathetic game to each player one by one.

[0042] Next, the master lets each player enter a
player's spatial positional information (for example, a
seat number) in the positional specific information
entering space 1a with a frame, enter an information (for
example, a player's name) for specifying each player in
the player's specific information entering space 1b with
a frame and enter the number of trials in the trial number
identifying information entering space 1c with a frame,
of the dealt card 1 for the sympathetic game, respec-
tively.

[0043] Further, the master lets each player enter one
numeral optionally selected by each player from among
the numerals [0, 1,2, * ¢+« » « + « « 9] in the first dig-
ital information entering space 2a with a frame, enter
one color optionally selected by each player from
among ten colors [red, orange, yellow, green, blue,
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indigo, purple, white, black and gold] in the second dig-
ital information entering space 2b with a frame and
enter one word optionally selected by each player from
among the words [Ten (heaven), Sawa (swamp), Hi
(fire), Kaminari (thunder), Kaze (wind), Mizu (water),
Yama (mountain) and Chi (earth)] in the third digital
information entering space 2¢ with a frame, among sev-
eral pieces of digital information entering space 2,
respectively.

[0044] Furthermore, the master lets each player enter
the first analog information (for example, an abstract
pattern, such as a relatively simple figure, a mark or the
like) in the first analog information entering space with a
frame and enter the second analog information (for
example, a concrete pattern, such as a picture or the
like) in the second analog information entering space
with a frame, between two pieces of analog information
entering space 4, respectively.

[0045] When the above information is entered in a plu-
rality of pieces of space, the players are careful so as
not to show the information to each other.

[0046]  After the players enter the information, the
checker collects all of the player's cards 1 for the sym-
pathetic game. As shown in FIG. 2, a game sheet (also
referred to a game board) is made quickly by connecting
the collected cards 1 for the sympathetic game with
each other in accordance with the player's spatial posi-
tional information (for example, a seat number) entered
in the positional specific information entering space 1a.
[0047] Subsequently, the checker points out the sym-
pathetic phenomenon concretely, while the checker
shows the made game sheet to the game members or
the like.

[0048] The checker gives the bonded unit called
"bond" to the game sheet in accordance with the above
predetermined rules and regulations in order to esti-
mate each sympathetic phenomenon. Types of the
bonds are different in a degree of sympathy (in other
words, resonance or synchronization), and the points
are given to the game members in each bond. The total
score given to one member in the bonds is called one
member's "score”.

[0049] The analyst analyzes the sympathetic phenom-
enon pointed out by the checker and estimates it by giv-
ing points, while the analyst discusses it with all of the
members smoothly. Further, the analyst makes an effort
to naturally obtain all of the members’ approval on the
analyst's operation. Each member has a chance to
understand the conscious phenomenon more through
the process.

[0050] The above-described series of process is
called "trial". The trial can be carried out repeatedly.
[0051] There are three types of trials, which are called
"positive trial” (simply, referred to "positive™), "negative
trial” (simply, referred to "negative”) and "neutral trial”
(simply, referred to "neutral”). Three trials are defined by
the above-described rules and regulations.

[0052] Subsequently, the master estimates a degree
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of sympathy by giving points, for example, under the fol-
lowing criteria.

[0053] An example of the estimation will be explained
with reference to FIG. 2, as follows.

[0054] It will be explained how to estimate a degree of
sympathy by giving points, for example, "Yamada Taro”
of whom seat number is "3-2" (the seat position which is
in the third row from the front and in the second line from
the left). Because the negative is considered, the esti-
mation becomes complex. In this case, the estimation is
carried out without the negative.

[0055] In the case of information entered in the first
digital information entering space 2a, the sympathy
between one member and others sitting directly in front
of, directly behind, on the immediate left of and on the
immediate right of the one member, is estimated. Fur-
ther, the sympathy between the one member and others
sitting diagonally in front of the one member to the left,
diagonally in front of the one member to the right, diag-
onally behind the one member to the left and diagonally
behind the one member to the right is estimated. The
sympathy between two members who are apart from
each other is not estimated.

[0056] In "Yamada Taro™s first digital information
entering space, the numeral "7" is entered. The numeral
"7" is only sympathized with the same numeral entered
in the first digital information entering space 2a by the
member sitting on the immediate left of "Yamada Taro”,
so that "Yamada Taro" obtains "+1 point” by the sympa-
thy of the numeral entered in the first digital information
entering space 2a.

[0057] In the case of information entered in the sec-
ond digital information entering space 2b, the sympathy
between one member and others sitting directly in front
of, directly behind, on the immediate left of and on the
immediate right of the one member, is estimated. Fur-
ther, the sympathy between the one member and others
sitting diagonally in front of the one member to the left,
diagonally in front of the one member to the right, diag-
onally behind the one member to the left and diagonally
behind the one member to the right is estimated.
[0058] In "Yamada Taro™s second digital information
entering space 2b, the word "white" is entered. The
word "white" is coincident with the same word entered in
the second digital information entering space 2b by the
members sitting directly in front of, on the immediate
right of and directly behind "Yamada Taro”, so that
"Yamada Taro” obtains "+3 points” by the sympathy of
the word entered in the second digital information enter-
ing space 2b.

[0059] In the case of information entered in the third
digital information entering space 2c¢, the sympathy
between one member and others sitting directly in front
of, directly behind, on the immediate left of and on the
immediate right of the one member, is estimated. Fur-
ther, the sympathy between the one member and others
sitting diagonally in front of the one member to the left,
diagonally in front of the one member to the right, diag-
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onally behind the one member to the left and diagonally
behind the one member to the right is estimated.
[0060] In "Yamada Taro™s third digital information
entering space 2¢, the word "Ten (heaven)” is entered.
The word "Ten (heaven)” is coincident with the same
word entered in the third digital information entering
space 2¢ by the members sitting directly behind
"Yamada Taro" and sitting diagonally behind "Yamada
Taro" to the left, so that "Yamada Taro” obtains "+2
points” by the sympathy of the word entered in the third
digital information entering space 2c.

[0061] Inthe case of information entered in the fourth
digital information entering space 2d, in the case of an
example of the arrangement, the sympathy between
one member and others sitting directly in front of,
directly behind, two rows behind, on the immediate left
of, and on the immediate right of the one member, is
estimated. Further, the sympathy between the one
member and others sitting diagonally in front of the one
member to the left, diagonally in front of the one mem-
ber to the right, diagonally behind the one member to
the left, diagonally behind the one member to the right
and on the immediate left of the member sitting two
rows behind the one member, is estimated.

[0062] In "Yamada Taro™s fourth digital information
entering space 2d, the three characters "Sei (correct),
Sei (fine) and Sei (life)" are entered. The character "Sei
(correct)” is only coincident with one character "Sei (cor-
rect)” among three characters entered in the fourth dig-
ital information entering space 2d by the member sitting
on the immediate right of "Yamada Taro", so that
"Yamada Taro" obtains "+1 point” by the sympathy of the
character entered in the fourth digital information enter-
ing space 2d.

[0063] In the case of information entered in the fifth
digital information entering space 2e, in the case of an
example of the arrangement, the sympathy between
one member and others sitting directly in front of,
directly behind, two rows behind, on the immediate left
of, and on the immediate right of the one member, is
estimated. Further, the sympathy between the one
member and others sitting diagonally in front of the one
member to the left, diagonally in front of the one mem-
ber to the right, diagonally behind the one member to
the left, diagonally behind the one member to the right
and on the immediate left of the member sitting two
rows behind the one member, is estimated.

[0064] In "Yamada Taro™s fifth digital information
entering space 2e, one message "gentleness" is
entered. However, in other members’ fifth digital infor-
mation entering space 2e for estimating the sympathy,
one message to be sympathized with it is not entered,
so that "Yamada Taro" obtains "no points” by the sympa-
thy of the one message entered in the fifth digital infor-
mation entering space 2e.

[0065] In the case of information entered in the first
analog information entering space 3a, the sympathy
between one member and others sitting directly in front
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of, directly behind, on the immediate left of and on the
immediate right of the one member, is estimated. Fur-
ther, the sympathy between the one member and others
sitting diagonally in front of the one member to the left,
diagonally in front of the one member to the right, diag-
onally behind the one member to the left and diagonally
behind the one member to the right is estimated. As
sympathetic criteria, when there is a community of an
appearance, a name, a concept or the like in the whole
figure or in a part of the figure entered in the first analog
information entering space 3a, the community is judged
to sympathize with each other.

[0066] In "Yamada Taro™s first analog information
entering space 3a, "a figure showing a circle in a quad-
rilateral” is entered. A circle shown in this figure corre-
sponds with one in a part of figure entered in the first
analog information entering space 3a by the members
sitting directly in front of and on the immediate right of
"Yamada Taro", and sitting diagonally in front of
"Yamada Taro" to the left and diagonally in front of
"Yamada Taro" to the right, so that "Yamada Taro”
obtains "+4 points” by the sympathy in the first analog
information entering space 3a.

[0067] In the case of information entered in the sec-
ond analog information entering space 3b, the sympa-
thy between one member and others sitting directly in
front of, directly behind, on the immediate left of and on
the immediate right of the one member, is estimated.
Further, the sympathy between the one member and
others sitting diagonally in front of the one member to
the left, diagonally in front of the one member to the
right, diagonally behind the one member to the left and
diagonally behind the one member to the right is esti-
mated. As sympathetic criteria, when there is a commu-
nity of an appearance, a name, a concept or the like in
the whole figure or in a part of the figure entered in the
second analog information entering space 3b, the com-
munity is judged to sympathize with each other.

[0068] In "Yamada Taro™s second analog information
entering space 3b, "a picture showing a mountain, a
round sun, a road, a flower garden, a tree and a bird" is
entered. In the picture, "a picture of mountain” corre-
sponds with one entered in the second analog informa-
tion entering space 3b by the member sitting directly in
front of "Yamada Taro", "a picture of a flower garden”
corresponds with one entered in the second analog
information entering space 3b by the member sitting
directly behind "Yamada Taro", "a picture of a round
sun" corresponds with "a picture of a circle” entered in
the second analog information entering space 3b by the
member sitting on the immediate right of "Yamada
Taro", and "a picture of a tree” corresponds with one
entered in the analog information entering space 3a by
the member sitting diagonally behind "Yamada Taro™ to
the right, respectively. As a result, "Yamada Taro"
obtains "+4 points” by the sympathy in the second ana-
log information entering space 3b.

[0069] Therefore, in this trial, "Yamada Taro

S score
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obtains "15 points”.

[0070] Inthe same way, all of the members' scores are
calculated; and then the ranking list is made.

[0071] As a result of making the list, a difference in a
degree of sympathy between the members is recog-
nized.

[0072] Then, after the members change the seats, the
trial is carried out in the same way and the scores are
calculated so as to make the ranking list, again.

[0073] When the trial is carried out by dividing the
members into a plurality of groups, the total score of
each group is calculated and the ranking list of each
group is also made.

[0074] Aiter the trial is carried out several times in the
above-described way, the ranking list of each person
and that of each group are made in each ftrial.

[0075] Because of the ranking list made in the above-
described way, the difference in a degree of sympathy
(a degree of similarity or a degree of approximation) of
each member's idea between one person and another
or between one group and another is recognized. By
commending a member or a group in accordance with
the above-described rules and regulations or the like,
the novel psychological game which has not ever been
played can be enjoyed.

[0076] Inthe above example of the game, the negative
is not included. However, when the negative is included,
the game becomes more interesting.

[0077] An estimation of a degree of sympathy is not
limited to the relation between the above-described seat
positions or to the above-described way to give points,
and any estimation may be decided in the game regula-
tion.

[0078] In the positional specific information entering
space 1a with a frame, not only the player's seat number
but also any positional specific information which can
specify a player's spatial position may be entered. In the
player's specific information entering space 1b with a
frame, not only the player's (game member's) name but
also any information which can specify the player, such
as a nickname, a number, an alphabet or the like, may
be entered. In the digital information entering space 2
with a frame, any digital information, such as a numeral,
a katakana, a hiragana, an alphabet, a mark, a Chinese
character or the like, may be entered. The number of
pieces of digital information entering space 2 with a
frame may be one or more. In the analog information
entering space 3 with a frame, any analog information,
such as a figure, a picture, a sentence or the like, may
be entered. The number of pieces of analog information
entering space 3 with a frame may be one or more.
[0079] Further, the game regulations are not limited to
the above-described rules and regulations. If the game
regulations have a content in which a difference in a
degree of sympathy of each player can be measured,
any modification thereof may be made.
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Industrial Applicability

[0080] According to the present invention, in a card for
a sympathetic game, a positional specific information
entering space with a frame, a player's specific informa-
tion entering space with a frame, a digital information
entering space with a frame and an analog information
entering space with a frame are provided. Each player
can recognize the difference in a degree of sympathy or
the like, so that the players can enjoy a novel and inter-
esting psychological game which has not ever been
played, when the game card is used for playing a game
in which the game cards are dealt to a plurality of play-
ers one by one; each player enters a positional informa-
tion for specifying a player's position in the positional
specific information entering space, enters a player's
specific information for specifying the player in the
player's specific information entering space, enters an
information selected from among a plurality of pieces of
written information predetermined as selective informa-
tion in the digital information entering space and enters
an information which optionally occurs to the player in
the analog information entering space, and then the
game cards are collected; the plurality of collected
game cards are arranged in accordance with the posi-
tional information entered in the positional specific infor-
mation entering space with a frame; and a degree of
sympathy between the digital information entered in one
game card and another digital information entered in
another game card which is arranged around the one
game card, and a degree of sympathy between the ana-
log information entered in one game card and another
analog information entered in another game card which
is arranged around the one game card are estimated by
giving points.

Claims
1. A game card comprising;

a positional specific information entering space
with a frame, for entering a positional informa-
tion for specifying a player's position,

a player's specific information entering space
with a frame, for entering a player's specific
information for specifying the player,

a digital information entering space with a
frame in which a plurality of written information
are provided, for optionally selecting an infor-
mation from among them, and

an analog information entering space with a
frame, for entering an information which option-
ally occurs to the player.

2. Agame card as claimed in claim 1, further compris-
ing a trial number identifying information entering
space with a frame, for entering an identifying infor-
mation about the number of trials.
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A game card as claimed in claim 1, wherein a con-
necting part for connecting one game card with
another is provided at an end of the game card.

A game card as claimed in claim 3: wherein the
connecting part comprises a first protrusion having
a shape broadened toward a free end thereof,
which is formed on one of upper and lower ends of
the game card; a first recess having a shape corre-
sponding to that of the first protrusion, which is
formed at a position corresponding to that of the
first protrusion, on the other of the upper-and lower
ends; a second protrusion having a shape broad-
ened toward a free end thereof, which is formed on
one of right and left ends of the game card; a sec-
ond recess having a shape corresponding to that of
the second protrusion, which is formed at a position
corresponding to that of the second protrusion on
the other of the right and left ends thereof.

A game card comprising:

a positional specific information entering space
with a frame, a player's specific information
entering space with a frame, a digital informa-
tion entering space with a frame and an analog
information entering space with a frame,
wherein the game card is used for playing a
game in which the game cards are dealt to a
plurality of players one by one;

each player enters a positional information for
specifying a position of the each player in the
positional specific information entering space,
enters a player's specific information for speci-
fying the player in the player's specific informa-
tion entering space, enters an information
selected from among a plurality of written infor-
mation predetermined as selective information
in the digital information entering space and
enters an information which optionally occurs
to the player in the analog information entering
space, and then the game cards are collected;
the plurality of collected game cards are
arranged in accordance with the positional
information entered in the positional specific
information entering space; and

a degree of sympathy between one digital infor-
mation entered in one game card and another
digital information entered in another game
card which is arranged around the one game
card, and a degree of sympathy between one
analog information entered in one game card
and another analog information entered in
another game card which is arranged around
the one game card are estimated by giving
points.

6. A game card as claimed in claim 5, further compris-
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7.

ing a trial number identifying information entering
space with a frame, for entering an identifying infor-
mation about the number of trials.

A game card as claimed in claim 5, wherein a con-
necting part for connecting one game card with
another is provided at an end of the game card.

A game card as claimed in claim 5: wherein the
connecting part comprises a first protrusion having
a shape broadened toward a free end thereof,
which is formed on one of upper and lower ends of
the game card; a first recess having a shape corre-
sponding to that of the first protrusion, which is
formed at a position corresponding to that of the
first protrusion, on the other of the upper and lower
ends; a second protrusion having a shape broad-
ened toward a free end thereof, which is formed on
one of right and left ends of the game card; a sec-
ond recess having a shape corresponding to that of
the second protrusion, which is formed at a position
corresponding to that of the second protrusion on
the other of the right and left ends thereof.



EP 0 935 985 A1

&)

— N

—~

4a(4

la

A

de(d)” ™

2d7 N

41(4

2

2

-

4b(4)

10



4c(4)

4d(4)

EP 0 935 985 A1

FIG.2

— NAME NO
RED ORANGE, TEN, SAWAHI,
01234 | [XELLONSREEN) | KAMINARI,
56789 PURPLE, WHITE KAZEMIZU,
BLACK, GOLD YAMA, CHI

THREE CHINESE
CHARACTERS

ONE MESSAGE

de(4)

FIGURE

FREE IMAGE

41(4)

11




[ZHI OB XA [3]

EP 0 935 985 A1

[2H2] [ATTX R [§]

FIG.3 510

28] X LAF (3]

[_5 | [fECLON [CHT |

[T ] [WHITH [CHT]

|2 | [GREEN] [MIZU|

V- K-4H [SLEEPY]

Bt-&-2 | EEL |

-0 B [FP e 1d

v

/P@QQ/ |
T

191

©

0 P
& " o
&l 7 s
{ A
O -

g4

b

BHI AT 3]

3HZ 3]

33 OE XA

(7 ] [GOLD] [YANA]

L7 | WHITE [TEN]

{8 ] [WHITE [MIZU]

L.£- A-# DIFFTCULT)

\LE - - 4| GENTLENESS

.0 1| | LOVE |

A

SRR g""’ o |
A XROE 3] A2 CEOS B E30EAe 0]
| 3] \GOLD] | TEN ] \ 2 ] [WH|TEI I TEI\ﬂ | 1] IPURPLE] { CHI ]
IA-m9-)1] [SYMPATHY| | [7E- Rl 2| [ﬁm wex-gi5-12] [COOLER]

\/

5

SR

z? PETr k.
1T T ~§3§?§%.§?{
M CEX A 3] (51 XEe ]

[ 7 ] (GREEN] (YAMA]

|0 |[GOLD] [KAZE]

=- k- ] [ONE-PTECH

224485 | KIND |

nyi¥
I
A6
e — 297549~ vidis =4 A
T~ .' e
ke T] WAt

12

!




EP 0 935 985 A1

INTERNATIONAL SEARCH REPORT International application No.
PCT/IP97/04000

A.  CLASSIFICATION OF SUBJECT MATTER
Int.CI° A63F1/02

According to International Patent Classification (IPC) or to both national classification and IPC

B. FIELDS SEARCHED

Minimum documentation searched (classification system followed by classification symbols)

Int.CI* A63F1/02

Documentation searched other than minimum documentation to the extent that such documents are included in the fields searched
Jitsuyo Shinan Koho 1922 - 1996 Toroku Jitsuyo Shinan Koho 1994 - 1998
Kokai Jitsuyo Shinan Koho 1971 - 1998 Jitsuyo Shinan Toroku Koho 1996 - 1998

Electronic data base consulted during the international search (name of data base and, where practicable, search terms used)

C. DOCUMENTS CONSIDERED TO BE RELEVANT

Category* Citation of document, with indication, where appropriate, of the relevant passages Relevant to claim No.

A JP, 7-213679, A (Takara Co., Ltd.), 1-8
August 15, 1995 (15. 08. 95),
Full text ; Figs. 1 to 5 (Family: none)

A JP, 6-71009, A (Kiyomi Numamoto), 1-8
March 15, 1994 (15. 03. 94),
Full text ; Figs. 110 11 (Family: none)

A Microfilm of the specification and drawings annexed to the request of 1-8
Japanese Utility Model Application No. 32568/1985
(Laid-open No. 148384/1986) (K.K. Yuni Dezain),
September 12, 1986 (12. 09. 86),

Full text ; Figs. 1to4 (Family: none)

D Further documents are listed in the continuation of Box C. D See patent family annex.
T

* Special categories of cited documents: later d published after the international filing date or priority
“A”  document defining the general state of the art which is not date and not in conflict with the application but cited to understand
considered to be of particular reievance the principle or theory underlying the invention
“E" earlier document but published on or after the international filingdate “X”  document of particular rel 3 the claimed i ion cannot be
“L"  document which may throw doubts on priority claims) or which is considered novel or cannot be considered to involve an inventive step
cited to establish the publication date of another citation or other when the document is taken alone
special reason (as specified) “Y*  document of particular rel 5 the claimed in ion cannot be
“0"  document referring to an oral disclosure, use, exhibition or other considered to involve an i ive step when the document is
means combined with one or more other such documents, such combination
“P*  document published prior to the international filing date but later than being obvious to a person skilled in the art
the priority date claimed “‘&” document member of the same patent family
Date of the actual completion of the international search Date of mailing of the international search report
January 26, 1998 (26. 01. 98) February 3, 1998 (03. 02. 98)
Name and mailing address of the ISA/ Authorized officer

Japanese Patent Office

Facsimile No. Telephone No.

Form PCT/ISA/210 (second sheet) (July 1992)

13




	bibliography
	description
	claims
	drawings
	search report

