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(57)  An electronically interactive game apparatus
with fanciful characters (1), each having a predetermined
level of virtual power associated therewith for generating
a virtual power recognizable as a multiplier of the one
detected in the character (1). The apparatus comprises
a base (5) having at least one socket (10, 11) with elec-
trical connections (12, 13) designed to be connected to
corresponding mating connections (6, 7) on the character
and having such a shape as to allow coupling with at
least one mating shape on the character, a power source
(19), at least one circuit (14) for detecting the level of
virtual power associated with the character (1) connected
to the base socket, a device (18, 20) for generating in-
formation about the detected level of virtual power, a cir-
cuit (21) for the player to generate a virtual power, and
a device (18, 20) for producing information about the vir-
tual power generated by the player, said circuits and de-
vices being powered by said power source (19). The vir-
tual power associated with the character (1) and said
virtual power generated by the player are represented
by respective voltage drops detected in the respective
circuits powered by said power source (19). The virtual
power associated with a character (1) is given by the
voltage drop caused by an electric resistor (R) having a
predetermined fixed value for each character (1) whereas
said virtual power generated by the player is given by the
voltage drop caused by the bioelectric impedance of the
player.
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Description

[0001] The present invention relates to an electroni-
cally interactive game apparatus with fanciful characters,
each having a predetermined level of virtual power as-
sociated therewith.

[0002] Theinvention also relates to a type of character
including electric or electronic means for interaction with
the apparatus.

[0003] Various types of fanciful toy characters are
known to be used in the field of children games, possibly
representing powerful warriors each having a different
virtual power, typically assigned according to the appear-
ance and name of the character.

[0004] The object of the present invention is to provide
an interactive game apparatus having characters as
mentioned above, which allows detection of the virtual
power and recognition of a character and allows the play-
er to generate a virtual power that can be recognized as
a multiplier of the power of his/her own character.
[0005] These and other objects, as better explained
hereafter, are fulfilled by an apparatus as defined in claim
1.

[0006] The characteristics and advantages of the
present invention will appear more clearly from the fol-
lowing detailed description of one practical embodiment,
which is illustrated without limitation in the annexed draw-
ings, in which:

- Figure 1 is a schematic perspective view of the ap-
paratus with an interactive character fitted therein;

- Figure 2is a schematic perspective and partially sec-
tional view of a character designed to interact with
the apparatus;

- Figure 3 is a side perspective view of the base of the
apparatus of Figure 1;

- Figure 4 is a partially perspective top view of the
base of Figure 3;

- Figure 5 shows a diagram of the electric circuits of
the apparatus;

- Figure 6 shows the diagram of the electric circuit that
is used for each character to allow interaction thereof
with the base of the apparatus.

[0007] Referring to the above figures, numeral 1 des-
ignates a fanciful character, such as a warrior, having a
special virtual power that can be also recognized through
the name and appearance of the character.

[0008] Numeral 2 generally designates the apparatus
of the invention, which comprises a hollow body of frus-
toconical circular shape, with the larger surface 4 acting
as a standing base and the smaller surface 5 acting as
a base for character recognition, as better explained
hereafter.

[0009] As particularly shown in Figure 2, the character
1, which is one of a set of various characters of identical
or different types, has pairs of electrical connectors 6 and
7 at the ends of the legs, i.e. the right and left legs re-
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spectively. Preferably, these connectors are located in
special recesses 8 and 9 at the ends of the respective
legs to prevent them from protruding out of the character
figure.

[0010] Furthermore, these recesses 8 and 9 conven-
tionally have a contour, having no special designation in
the drawings, that creates a form fit with mating sockets
10 and 11 on the base surface 5 of the apparatus 2, as
shown in Figure 4.

[0011] As shown in this example, the sockets 10 and
11 include respective pairs of female connectors 12 and
13 for electrical connection with the pairs of connectors
6 and 7 on the character 1.

[0012] According to the invention, the virtual power of
each character, such as the one designated in the draw-
ings by numeral 1, is given by the voltage drop caused
by an electrical resistor R having a predetermined fixed
value for each character, which is mounted to each char-
acter 1 and is connected to one of said pairs of connectors
6 and 7, through which the character is connected to the
pairs of connectors 12, 13 held by the sockets 10, 11 of
the base 5.

[0013] The resistor R has a particular value for each
type of character 1 and its connection to the pair of con-
nectors 6 or 7 only depends on the range of resistor val-
ues. Those within a certain range of values, i.e. not ex-
ceeding a certain value of the virtual power of characters,
will be connected to one pair of connectors, those within
a different range of values will be connected to the other
pair of connectors.

[0014] The above arrangementis only intended to sim-
plify the operation of the microprocessor that controls the
apparatus, as will be more apparent hereinafter.

[0015] Figure 6 shows the diagram of the resistor R
mounted to a character with its pair of connectors 6 or 7
in an engagement relationship with the corresponding
pair of female connectors on one of the sockets 10 or 11.
[0016] Particularly referring to the embodiment as
shown in Figure 5, the electric circuit that controls the
operation of the game apparatus of the invention is a
circuit generally designated by numeral 14, for recogni-
tion of the character and detection of the virtual power
associated therewith. Such circuit, including the lines 15,
16 and 17 connects the pairs of the female connectors
of the sockets 10 and 11 to a microprocessor, generally
designated by numeral 18 in Figure 5.

[0017] The microprocessor 18 is powered by a power
source which, in this example, is a battery 19 held within
the cavity of the frustoconical body 3 underlying the base
5 but may alternatively consist of a low voltage supply
conventionally provided outside the apparatus 2.
[0018] Once a particular character 1 is fitted onto the
sockets 10, 11, its virtual power is detected by the circuit
14 based on the voltage drop across the resistor R mount-
ed to the character 1.

[0019] Then, the microprocessor 18 sends informa-
tion, preferably a sound message, through loudspeakers
20 mounted to the body 3 of the base 5.
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[0020] This message may include information con-
cerning not only the power level of the character 1 but
also the fancy name or type of the character.

[0021] Still referring to Figure 5, the game apparatus
of the invention comprises a circuit, generally designated
by numeral 21, for allowing the player, namely a child, to
generate a virtual power.

[0022] The circuit 21 is also powered by the power
source 19 and consists of a device for detecting the bio-
electricimpedance of the player and determining the volt-
age drop in the circuit caused by such bioelectric imped-
ance created from time to time by the player. In brief,
what is detected is the voltage drop caused by a variable-
value resistor.

[0023] Such circuit 21 has a pair of electrically conduc-
tive connections 22 and 23 accessible to the player and
connectable to two distinct locations of his/her body.
[0024] The connections 22 and 23 are part of a con-
ventional bioelectric impedance detection circuit which
includes a pair of transistors 24, 25 and the resistor 26.
[0025] In practice, in the preferred embodiment as
shown in Figure 1, the connections 22 and 23 are plate-
like electrically conductive elements, to be placed on the
body 3 of the base 5. Connection with the player occurs
when the latter touches such connections with the ends
of at least one finger of each hand. Thus, the impedance
of his/her body becomes part of the circuit 21 and the
voltage drop caused by the instantaneous impedance
value is detected and deemed to be representative of a
corresponding virtual power.

[0026] Itwill be understood thatthe higher the pressure
exerted by the player’s fingers on the connection ele-
ments 22 and 23, the greater the contact surface with
the body and the lower the bioelectric impedance intro-
duced in the circuit, and hence the lower the resulting
voltage drop.

[0027] This means that the relation between the volt-
age drop caused by the bioelectricimpedance of the play-
er and the level of virtual power generated by the player
is inversely proportional.

[0028] The microprocessor 18 will detect this level and
send sound message information concerning the level
of virtual power that has been achieved through the loud-
speakers 20 as well as visual information.

[0029] Inthe preferred embodimentas shownin Figure
1, the latter information is given through an array of light
emitting sources 27 (a, b, ..., n), namely ten LEDs, to
provide an easily identifiable value scale. The light emit-
ting sources can possibly emit colored light.

[0030] The higher the level of virtual power achieved
by the player the greater the number of light-emitting
sources 27 (a, b, ... n) that are turned on.

[0031] The messages sent through the loudspeakers
20 to indicate the level of virtual power that has been
generated by the player also include a message that ac-
counts for the level that has been achieved as a multiplier
of the virtual power of the character 1 associated with
the base 5 of the apparatus at that time.
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[0032] As far as construction is concerned, the base 5
of the apparatus may have the appearance of a fanciful
landscape, designated by 5a.

[0033] It will be appreciated from the above that the
invention is susceptible of various embodiments, possi-
bly differing from those described and illustrated herein,
without departure from the inventive scope, as defined
by the annexed claims.

Claims

1. An electronically interactive game apparatus with
fanciful characters (1), each having a predetermined
level of virtual power associated therewith for gen-
erating a virtual power recognizable as a multiplier
of the one detected in the character (1), character-
ized in that it comprises a base (5) having at least
one socket (10, 11) with electrical connections (12,
13) designed to be connected to corresponding mat-
ing connections (6, 7) on the character and having
such a shape as to allow coupling with at least one
mating shape on the character, a power source (19),
at least one circuit (14) for detecting the level of vir-
tual power associated with the character (1) connect-
ed to the base socket, a device (18, 20) for generat-
ing information about the detected level of virtual
power, a circuit (21) for the player to generate a vir-
tual power, and a device (18, 27 a, b, ... n) for pro-
ducinginformation about the virtual power generated
by the player, said circuits and devices being pow-
ered by said power source (19).

2. A game apparatus as claimed in claim 1, character-
ized in that said virtual power associated with a
character (1) and said virtual power generated by
the player are represented by respective voltage
drops detected in the respective circuits (14, 21)
powered by said power source (19).

3. A game apparatus as claimed in claims 1 and 2,
characterized in that said virtual power associated
with a character (1) is constituted by the voltage drop
caused by an electric resistor (R) having a predeter-
mined fixed value for each character, which is fitted
on each character and can be connected to said de-
tection circuit (14) through said electrical connec-
tions (6, 7) on the character (1) and said electrical
connections (12, 13) in the socket (10, 11) of the
base (5).

4. A game apparatus as claimed in claims 1 and 2,
characterized in that said virtual power generated
by the player is constituted by the voltage drop
caused by a player-driven variable-value resistor in-
troduced in the corresponding generator circuit (21).

5. A game apparatus as claimed in claims 1 to 3, char-
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acterized in that said virtual power generated by
the player is constituted by the voltage drop caused
by the bioelectric impedance of the player, the rele-
vant generator circuit (21) having at least one pair
of electrically conductive connections (22, 23) ac-
cessible to the player and connectable to two distinct
locations of his/her body.

A game apparatus as claimed in claim 5, character-
ized in that said pair of connections (22, 23) are
electrically conductive plate-like elements, placed on
the body (3) of said base (5) and said distinct loca-
tions of the body of the player are the ends of at least
one finger of each hand.

A game apparatus as claimed in any one of claims
1 to 6, characterized in that the information con-
cerning the level of virtual power detected in the char-
acter connected to the base and that concerning the
level of virtual power generated by the player are in
sound form.

A game apparatus as claimed in claim 7, character-
ized in that said information in sound form includes
messages sent through loudspeakers (20).

A game apparatus as claimed in any one of claims
1to 8, characterized in that said device for produc-
ing information concerning the level of virtual power
generated by the player comprises a plurality of light-
emitting elements (27 a, b, ..., n) the number of ele-
ments to be turned on being proportional to the level
of virtual power that has been generated and detect-
ed.

A game apparatus as claimed in claim 9, character-
ized in that said light-emitting elements (27a, b, ...
n) are placed on the body (3) of said base (5) in arow.

A game apparatus as claimed in any one of claims
1 to 10, characterized in that said power source
comprises a battery (19) held within said hollow body
(3) of said base (5).

A game apparatus as claimed in any one of claims
1 to 11, characterized in that said electric circuits
are integrated in a microprocessor (18) installed in
said hollow body (3) of said base (5).

A game apparatus as claimed in any one of claims
1 to 12, characterized in that said base (5) com-
prises a frustoconical circular hollow body with a cav-
ity interposed between the larger standing surface
(4) and the opposite smaller surface (5), said cavity
containing the circuits and the operating and func-
tional components of the apparatus, whereas said
smaller surface (5) is equipped with said connections
(10, 11) to said character (1).
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14.

15.

A game apparatus as claimed in claim 13, charac-
terized in that said smaller surface (5) of the frus-
toconical hollow body (3) has a configuration (5a)
representing a fancy landscape.

A fanciful character (1) adapted for electronic inter-
action with the apparatus as claimed in any one of
claims 1 to 14, characterized in that it comprises
an electric resistor (R) mounted thereon, having a
predetermined fixed value related to the virtual pow-
er associated with the character, at least one pair of
electrical connectors (6, 7) for connecting said resis-
tor to a voltage drop detecting circuit (14) placed on
said apparatus, as well as at least one area (8, 9)
adapted to create a form fit with at least one of the
sockets (10, 11) of the apparatus.
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