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(57) ABSTRACT 

A gaming device allows a user to scan bar codes and collect 
character data corresponding to characters and character item 
data corresponding to character items which affect attributes 
of the characters. The gaming device allows a user to cause 
simulated battles between characters. In some embodiments, 
the characters belong to one of a plurality of character groups 
which are at war with one another. In some embodiments, 
gaming devices may communicate with other gaming devices 
in order to engage in battles between characters correspond 
ing to data stored on the respective gaming devices. In some 
embodiments, each character within a group has a different 
combination of attributes, which may include strength, magic 
and technology. In some embodiments, the same bar codes 
which include character data or character item data also cor 
respond to commercial products unrelated to characters or 
character items. 
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ELECTRONIC GAMING DEVICE USING 
CODED INPUT DATA 

FIELD OF THE INVENTION 

0001. This application relates generally to electronic gam 
ing devices and is particularly directed to hand-held gaming 
devices for simulating battle between virtual creatures. 

BACKGROUND OF THE INVENTION 

0002 Games which involve battles between imaginary 
creatures have become very popular. Such games include 
“Dungeons and Dragons, in which players take on the iden 
tity of characters which inhabit a universe similar to that 
depicted in J. R. R. Tolkein's Lord of the Rings trilogy. Play 
ers may assume the identity of human or non-human charac 
ters with a variety of attributes Such as intelligence, strength, 
speed, magic, dexterity, etc. 
0003. In general, some attributes of characters will have 
advantages over certain attributes but disadvantages with 
respect to other attributes. For example, a game may give an 
advantage to strength over dexterity, to dexterity over speed 
and to speed over strength. Such a relationship is based upon 
the familiar "rock, paper, Scissors' game. In many games, an 
attribute will be assigned a number according to the level of 
the attribute. For example, a character having a strength value 
of 3 would be weaker than a character with a strength value of 
5. 
0004. In order to make the game more interesting, the 
outcome of a battle will depend to a certain extent on chance. 
For example, the outcome of a Dungeon and Dragons battle is 
determined by a character's attributes and by the roll of a die. 
If a character Survives a battle, it gains experience points 
which will increase its chances of further survival. 
0005 Commonly, games are conducted under the direc 
tion of a "dungeon master who can interpret complex rules 
and determine the outcome of battles with reference to a 
series of guide books which have been published for this 
purpose. 
0006. In recent years, similar games have been introduced 
for simulated battle in video arcades, on personal computers 
and on hand-held gaming devices. Many such games include 
characters and/or attributes similar to those of Dungeons and 
Dragons. However, in these electronic embodiments, rules 
stored in a memory take the place of guide books and a 
processor takes the place of the dungeon master. 
0007 Electronic versions of battle games are advanta 
geous in that they do not require an experienced player's 
participation and allow games to be played at a faster pace 
which is more exciting to the participants. In addition, players 
with hand-held devices or personal computers may battle 
against other players' characters by transmitting signals 
between the devices over a cable or over a network. An 
individual player may also stage battles against the processor 
(s) in the player's own device. 
0008. In some Such games, data regarding various charac 

ters may be scanned or otherwise input. For example, Japa 
nese Patent Publication No. 05-30475, entitled “Card Game 
Device.” discloses a gaming device with a bar code reader for 
scanning data from gaming cards and a memory for storing 
these data. The gaming cards are made for use with the gam 
ing device and include “character cards' for fighting, weapon 
cards, defense tool cards and other item cards for “improving 
the surviving state.” The device includes a microcomputer for 
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staging a mock battle and for making a decision as to which 
character will be the “offense side' and which will be the 
“defense side' during battle. However, the player will be 
competing against a known group of characters, the attributes 
of which are known in advance. 

SUMMARY OF THE INVENTION 

0009. According to some embodiments of the present 
invention, a gaming device includes: a scanner for scanning a 
bar code corresponding to a product identification; a proces 
sor for receiving the bar code from the Scanner, for translating 
the bar code to game data and for determining whether the 
game data are compatible game data; and a storage medium 
for storing compatible game data. The game data may include 
character data. In some embodiments, each character belongs 
to a particular group. The game data may also include item 
data for describing items used by characters in a game. 
0010. In some embodiments of the present invention, a 
gaming device includes: a simulated Scanner which emits a 
light; a pressure sensitive Switch proximate the simulated 
scanner, a random number generator which generates a code 
when activated by the pressure sensitive Switch; and a pro 
cessor for correlating the code with a feature of a game. 
0011. In other embodiments of the present invention, a 
gaming device includes: a case Small enough to be held in a 
single hand of a user; a scanner disposed on a first side of the 
case, the Scanner comprising at least one light-emitting diode 
configured to read bar codes; a controller disposed within the 
case, wherein said controller correlates read bar codes to one 
of a plurality of game data associated with a game; a storage 
device within the case for storing a set of rules for the game 
and for storing at least a portion of said plurality of game data; 
and a coupling device for coupling the gaming device with a 
second gaming device, the coupling device comprising a 
transmitter and a receiver. 
0012. In still other embodiments of the present invention, 
a gaming device includes: a scanner for scanning a product 
identification number of a Universal Product Code, the pri 
mary meaning of the product identification number being the 
identification of a commercial product; processing means for 
receiving the bar code from the Scanner, for assigning a sec 
ondary meaning to the portion of the code, the secondary 
meaning corresponding with a monster belonging to one of a 
plurality of tribes and for determining whether the monster 
belongs to a specific tribe of said plurality of tribes, the 
specific tribe associated with the gaming device; a storage 
device within the case for storing a set of rules for the game 
and for storing monster data for monsters belonging to the 
specific tribe; and a coupling device for coupling the gaming 
device with a second gaming device, the coupling device 
comprising a transmitter, a receiver, a first tab configured to fit 
into a first slot of a second gaming device and a second slot 
configured to receive a second tab of the second gaming 
device. 
0013 Some embodiments of the present invention include 
a gaming program stored in a storage medium of a gaming 
device, wherein the gaming program controls the gaming 
device to perform the steps of inputting at least a portion of a 
code, the primary meaning of the code being the identification 
of a commercial product; and assigning a secondary meaning 
to the portion of the code, the secondary meaning being a 
feature of a game. 
0014. Other embodiments of the present invention involve 
a gaming program stored in a storage medium of a gaming 
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device, wherein the gaming program controls the gaming 
device to perform the steps of scanning a product identifica 
tion number of a Universal Product Code, the primary mean 
ing of the product identification number being the identifica 
tion of a commercial product; assigning a secondary meaning 
to the portion of the code, the secondary meaning correspond 
ing with a monster belonging to one of a plurality of tribes; 
and determining whether the monster belongs to a specific 
tribe of said plurality of tribes, the specific tribe associated 
with the gaming device. 
0015 Certain embodiments of the present invention 
include a gaming program Stored in a storage medium of a 
gaming device, wherein the gaming program controls the 
gaming device to perform the steps of inputting a portion of 
a code identifying a commercial product; correlating a game 
character with the portion of the code; and staging a battle 
involving the game character according to a pre-defined set of 
game rules stored within the gaming device. 
0016 Other embodiments of the present invention involve 
a gaming method which includes the steps of using a sensor 
of a gaming device to input a portion of a code having a 
primary meaning assigned by the Uniform Code Council; 
determining a secondary meaning for the portion of the code: 
determining whether the secondary meaning corresponds to a 
compatible game feature; and storing the compatible game 
feature. 

BRIEF DESCRIPTION OF THE DRAWINGS 

0017 FIG. 1 is a flow chart which provides a high-level 
overview of various embodiments of the present invention. 
0018 FIG. 2 is a flow chart which provides an overview of 
one embodiment of a game according to the present inven 
tion. 

0019 FIG. 3 illustrates the organization of gaming char 
acters according to one embodiment of the present invention. 
0020 FIG. 4 depicts illustrative gaming characters 
according to one embodiment of the present invention. 
0021 FIG. 5 illustrates the organization of items accord 
ing to one embodiment of the present invention. 
0022 FIG. 6 is a flow chart which illustrates a process of 
acquiring characters and item data according to one embodi 
ment of the present invention. 
0023 FIG. 7 is a flow chart which illustrates a method of 
simulating a battle according to one embodiment of the 
present invention. 
0024 FIG. 8 is a perspective view of one embodiment of a 
gaming device according to the present invention. 
0025 FIG. 9 is a block diagram which illustrates a gener 
alized view of the control system of a gaming device accord 
ing to Some embodiments of the present invention. 
0026 FIG. 10 is a top view of a second embodiment of a 
gaming device according to the present invention. 
0027 FIG. 11 is an end view of the second embodiment of 
a gaming device according to the present invention. 
0028 FIG. 12 is a side view of the second embodiment of 
a gaming device according to the present invention. 
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0029 FIG. 13 illustrates the correlation between a UPC 
code for an arbitrary product, monster data and item data 
according to one embodiment of the present invention. 

DESCRIPTION OF THE SPECIFIC 
EMBODIMENTS 

I. Game Overview 

0030 Many embodiments of the present invention include 
games involving the collection of items or characters which 
are represented by a code. Some Such games involve a trea 
Sure hunt or similar games in which players attempt to collect 
items or characters featured in the game. Such items or char 
acters may be referred to herein as “game data, as “features” 
of the game or the like. Other games involve fighting between 
characters of the game. 
0031 Many of these games involve an element of surprise 
which is not found in prior art games. In some such games, a 
player will not know in advance which feature will corre 
spond with a particular code. Only after a user has input the 
code will the user know whethera desirable oran undesirable 
feature has been obtained. In some embodiments of the 
present invention, the codes are derived from bar codes or 
other codes which were created to serve a purpose which is 
entirely different from the purpose of the game. For example, 
in some games, the codes are used to identify products which 
are unrelated to the game. However, when these codes are 
input (for example, by Scanning a bar code), a user will 
receive an unknown feature of the game, which may be a 
desirable or an undesirable feature. 
0032. In some embodiments, an element of surprise will 
result from a random number generator associated with a 
gaming device. When the user activates the random number 
generator, it will generate a code which corresponds to an 
unpredictable feature. In some embodiments, the random 
number generator is activated by a control on a gaming 
device. In some such embodiments, the control is a pressure 
sensitive Switch, Such as a dip Switch, and the random number 
is activated when the Switch is engaged. In some of these 
embodiments, the switch is connected to a red light which 
appears to be a scanner and the Switch is activated when a user 
goes through the motions of scanning a code. In alternative 
embodiments, the user inputs a code and a random number 
generator correlates the input code with a feature in an unpre 
dictable way. 
0033 Some embodiments can involve various types of 
collaboration between players. For example, in some 
embodiments a code will correspond with a certain feature. 
After one player learns that the code corresponds with, for 
example, a desirable item, that player may share this infor 
mation with another player. Such information could be freely 
given or could be exchanged for other desirable information. 
In some embodiments of the game, a first player who has 
stored information regarding a character or item can share the 
information directly with a second player by transferring data 
from the first player's device to the second player's device. 
Such a data transfer could take place by directly coupling the 
devices, by a wireless system such as an infra-red wireless 
system, by linking the devices with a cable, by local or remote 
wireless data transfer, via a public or private telephone net 
work, via the Internet or other computer network, etc. 
0034. In some embodiments, players exchange informa 
tion or data for other information or data as a strategic com 
ponent of playing the game. For example, players can form 
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groups which compete against other groups. Players within a 
particular group will share all advantageous information or 
data with other members of their group. Players may also 
decide to trade information or data with members of compet 
ing groups. 
0035 Players may play some games alone or against other 
players. In the single-player modes of Some games, players 
may compete against one or more processors in a gaming 
device according to gaming programs accessible to the pro 
cessors. In other games, a single player may attempt to collect 
certain items or characters in as little time as possible. 
0036 Players may compete directly against other players 
in many games. For example, players may exchange data 
between 2 or more devices for head-to-head play. This data 
exchange may be accomplished, for example, by directly 
coupling gaming devices, by linking the devices with a cable, 
by local or remote wireless data transfer or other means. 
Some games are installed on a personal computer or other 
devices which allow players to compete against one another 
via communication over a public or private telephone net 
work, over the Internet or other computer network, etc. 

II. Playing the Games 

0037. Overview 
0038 FIG. 1 is a flow chart which illustrates a generalized 
process of playing various games according to the present 
invention. In step 105, a code is determined. In step 110, the 
code is correlated with a feature of a game. In step 115, the 
feature is used in the game. 
0039. According to some embodiments of the present 
invention, step 105 includes the reception of a code by a 
gaming device. In some embodiments, the code is received as 
a result of Scanning a bar code. In some embodiments, the 
code is received in the form of a signal from a radio frequency 
identification (“RFID) label, such as a Texas Instruments 
Smart LabelTM. In other embodiments, the code is received in 
a variety of ways, including key entry, via data transfer from 
another gaming device, and via downloading from a network, 
a personal computer, the Internet, an audio device, a video 
device and a variety of other sources. 
0040. According to some embodiments of the present 
invention, step 105 includes the step of generating a code. For 
example, in Some embodiments a random number generator 
generates a code. Such a random number generator may 
include a processor which is executing any random number 
generation program known in the art. 
0041. In some embodiments, step 110 includes the step of 
determining a previously-defined correlation between a fea 
ture of a game and a code. In some such embodiments, step 
110 includes the step of accessing a memory which includes 
correlations between game features and codes. Such correla 
tions may be stored, for example, in a “look-up table.” 
0042. In other embodiments, there is no previously-de 
fined correlation between a feature of a game and a code, and 
step 110 includes the step of assigning a feature of a game to 
a received code. According to Some Such embodiments, fea 
tures are randomly assigned to the code. According to other 
embodiments, features are assigned to a code depending on 
an action by the user of a gaming device. For example, in 
Some embodiments a feature is assigned depending on how 
long an analog control has been activated. In other embodi 
ments, a feature is assigned depending on a prior sequence of 
commands from the user. 
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0043. In step 115, a character or item is processed accord 
ing to the game currently being played. In many games, step 
115 includes the step of identifying the feature. In some 
games, step 115 includes the step of storing a feature. Some 
features may be processed differently from other features 
according to the type of feature and the particular game 
involved. For example, the feature may be stored if it is a 
desirable feature and deleted if it is an undesirable feature. In 
Some games, a feature may be stored if it is an item or a 
particular type of character, but may not be stored if it is 
another type of character. 
0044 SKANNERZTM Game 
0045 One embodiment of the present invention involves a 
game in which the players scan bar codes of arbitrary prod 
ucts to collect data corresponding to monsters or items. 
According to the story underlying this game, the monsters 
belong to 3 warring tribes from the planet Kaos. The monsters 
had developed a technology which transformed monsters into 
particles called "skannerz. Kaos exploded and scattered the 
monster's skannerZ particles into space. Some of these par 
ticles rained down upon the Earth and settled into the bar 
codes of commercial products. 
0046. An Earthling named “Flux' discovered the mon 
ster's particles lurking in bar codes and made a device for 
scanning the codes and collecting the monsters. He also 
learned that if all the monsters of a tribe are collected in a 
single device, the monsters will be able to combine their 
energy and leave Earth. However, only monsters from a single 
tribe may be collected in any one device. Therefore, Flux 
created 3 devices, one for each tribe. 
0047 FIG. 2 is a flow chart which illustrates a method of 
playing this game. In step 205, a user obtains a product 
bearing a UPC barcode. In one preferred embodiment, the bar 
code described in step 205 is a UPC code which identifies an 
arbitrary commercial product. For example, the UPC code 
could be attached to a garment, a household product from a 
grocery store, a gardening implement, or any other product. 
In other embodiments, the product is identified by an RFID 
label, as described above. 
0048. In step 210, the user scans the code. In some 
embodiments, a scanner within a gaming device scans the 
UPC code. In other embodiments, an external scanner scans 
the UPC code and transmits data to a gaming device or 
another device, such as a personal computer, which is used for 
playing a game. 
0049. In step 215, the gaming device determines whether 
the UPC code corresponds to an item, a compatible monster 
or an incompatible monster. A compatible monster is a mon 
ster belonging to the tribe for which data may be stored on the 
gaming device. Any other monster is an incompatible mon 
ster. Items affect the attributes of a monster. For example, 
Some items are weapons which give a monster an advantage 
in battle. Potions are items which can provide an advantage or 
a disadvantage, but the user will not know which until the 
potion is used. The players generally do not know in advance 
which monster or item will correspond with a product’s UPC 
code. 

0050. If the bar code corresponds to an item, the gaming 
device stores the item in step 220. If the bar code corresponds 
to a monster which is compatible with the device, in step 225 
the gaming device stores the monster. If the bar code corre 
sponds to a monster which is not compatible with the device, 
the gaming device stages a battle with the monster in step 230. 
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0051 FIG. 3 is a diagram which illustrates the tribes of 
monsters from Kaos and the classes of monsters in each tribe. 
According to this embodiment, there are 3 tribes of monsters, 
3 classes within each tribe and 14 monsters in each class. In 
other embodiments, various groupings of characters and 
attributes are used. In the present embodiment, each monster 
has a different appearance, a different name and different 
attributes. 
0.052 As noted in FIG. 3, the 3 classes of monsters in each 
tribe are magic, technology and power. As in the game of 
“rock, paper, Scissors.” each class has a natural advantage or 
disadvantage against another class. In this embodiment, 
“power corresponds to “rock.” “magic' corresponds to 
"paper” and “tech” corresponds to "scissors.” Accordingly, 
monsters in the power class have an advantage over monsters 
in the technology class and a disadvantage with respect to 
monsters in the magic class. Monsters in the magic class have 
a disadvantage with respect to monsters in the technology 
class. 
0053. In one preferred embodiment, these relative advan 
tages and disadvantages are manifested by adjusting the dam 
age which is caused by a monster in combat. For example, 
when a monster in the power class attacks a monster in the 
technology class, it causes relatively more damage than the 
same monster causes when attacking another monster in the 
power class. On the other hand, when a monster in the power 
class attacks a monster in the magic class, it causes relatively 
less damage than the same monster causes when attacking 
another monster in the power class. 
0054 Monsters have various attributes, including an 
unique name and appearance. Some attributes are variable 
and are determined by a monster's level. Monsters at higher 
levels have correspondingly higher levels of certain desirable 
attributes Such as hit points, defense rating, speed and attack 
rating. 
0055 Hit points indicate how much damage a monster can 
withstand before being knocked out. In one embodiment, a 
monster begins with 10 hit points. When a monster's hit 
points reach 0, the monster is knocked out. In one embodi 
ment, a monster which is knocked out cannot be selected for 
battle until it is healed. One method of healing a monster is to 
enter a code for healing, e.g., by Scanning a UPC which is 
encoded for healing. 
0056. A defense rating determines a monster's likelihood 
of being hit in battle. Higher-level opponents are more likely 
to be able to hit a monster with the same defense rating. For 
example, in one embodiment a monster with a defense rating 
of 1 has an 80% chance of being hit by an attacking Level 1 
opponent, a 90% chance of being hit by an attacking Level 2 
opponent and a 100% chance of being hit by an attacking 
Level 3 opponent. 
0057 Speed indicates a monster's quickness to respond. 
In some embodiments, speed is also used to determine which 
monster goes first in battle. 
0.058 An attack rating indicates how much damage amon 
ster causes when attacking. The attack rating and other 
attributes can be modified by items, as set forth in more detail 
with reference to FIG. 5, and also by gaining experience 
points in battle. 
0059 For each battle a monster wins, it is awarded expe 
rience points based on the level of the defeated opponent. In 
one embodiment, each monster begins with 0 experience 
points, then gains 5 experience points for defeating a Level 1 
monster, 6 experience points for defeating a Level 2 monster 
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and 7 experience points for defeating a Level 3 monster. In 
one embodiment, a monster with 0 through 100 experience 
points is in Level 1, with 101 through 299 experience points 
is in Level 2 and with 300 or more experience points is in 
Level 3. 
0060 FIG. 4 illustrates monsters M1 through M9 accord 
ing to one embodiment of the SKANNERZTM game. In this 
embodiment, the monsters depicted in FIG. 4 are the first 9 
monsters of the magic class of Tribe 1. 
0061. As shown in FIG. 5, in one embodiment of the game, 
items fall into 3 general categories depending on when the 
items may be used. For example, items 505 may be used 
before battle. Items I1, I2 and I3 may only be used by mon 
sters in the magic class. Item I1 is the Ring of Speed, which 
increases the speed of a monster. ItemI2 is the Amulet of 
Protection, which increases the defensive capability of a 
monster. Item I3 is the Crystal Ball, which enhances the next 
attack. Items I4 through I6 correspond to items I1 through I3. 
except that items I4 through I6 may only be used by monsters 
in the technology class. Similarly, items I7 through I9 corre 
spond to items I1 through I3, except that items I7 through I9 
may only be used by monsters in the power class. 
0062) Items 510 are used during battle. Here, items I10 
through I13 may be used only by monsters in the magic class. 
Item I1 0 is a wand which shoots a magic missile, thereby 
increasing the amount of damage caused by an attack. Item 
I11 is a staff which discharges lightning and increases the 
amount of damage caused by an attack. Item I12 is a sleeping 
spell which causes an opponent to lose a turn. Item I13 is a 
spell which causes an opponent to lose a random item. Items 
I14 through I17 parallel the functions of items I10 through 
I13, but the former may only be used by monsters in the 
technology class. Similarly, items I18 through I21 parallel the 
functions of items I10 through I13, but the former may only 
be used by monsters in the power class. 
0063 Items 515 may be used at any time and by monsters 
of any class. In this embodiment, items 515 are all potions 
which may be used only once. Potions may cause beneficial 
or harmful effects. For example, items 122 and 124 of this 
embodiment add "hit points' to a monster, thereby increasing 
its chances of survival during battle. On the other hand, items 
123 and 125 take away hit points from a monster, thereby 
decreasing the monster's chances of Survival during battle. 
0064. In some embodiments, items are further subdivided 
into items which may be used by a monster an unlimited 
number of times and items which only may be used a limited 
number of times. For example, in one embodiment, weapons 
which cause an opponent to lose a turn may only be used once. 
0065 FIG. 6 is a flow chart which illustrates a method of 
acquiring input data according to one embodiment of the 
present invention. In step 605, a bar code is scanned. If the 
scanner reads some data but not the entire bar code, the 
method proceeds to step 610 and it is determined whether the 
user has tried to scan the code more than a predetermined 
number of times. If not, the user is prompted to try again in 
step 615. If so, in step 620 a stopping sequence is displayed 
and the Scanning operation is suspended. If enough data are 
read in step 605, the game proceeds to step 630 and the data 
are interpreted. In some embodiments, if no data are read on 
the first scanning attempt, the method proceeds to step 625, a 
stopping sequence is displayed and the Scanning operation is 
Suspended. 
0066. In some preferred embodiments, after the barcode is 
scanned a graphic is displayed and Sounds are produced 
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which simulate a heart monitor recording a heartbeat. The 
amplitude of the heartbeat recorded on the monitor roughly 
corresponds with the amount of data received during the scan. 
For example, in step 610, a simulated weak heart beat is 
displayed and a soft tone is played; in step 630, a strong heart 
beat is displayed and a louder tone is played; and in step 625, 
a "flat line' indicating no heartbeat is displayed and a con 
tinuous tone is played. In some embodiments, the same effect 
is produced at step 620. 
0067. In step 630, it is determined whether the bar code 
data correspond with a monster or a monster item. If the data 
correspond with a monster item, the data are stored and an 
“item acquired sequence is displayed in step 635. In various 
embodiments, this sequence may simply be a confirmation 
that the item will be stored or may include an image and/or a 
description of the item. 
0068. If the data correspond with a monster, in step 640 
Some form of “monster acquired sequence is played and a 
determination is made in step 645 as to whether or not the 
monster is compatible with the gaming device. For example, 
in some embodiments a voice is played which states, “Mon 
ster acquired or the like. If the monster is compatible, a 
“compatible monster indication is given and the correspond 
ing monster data are stored in step 650. In some embodi 
ments, a recorded voice states, “Monster is yours!” or makes 
a similar statement. Then, the sequence ends in step 655. 
0069. If the monster is not compatible, the game proceeds 
to step 660. In some embodiments, an alarm sounds and a 
siren or similar graphic is displayed. In some embodiments, a 
voice states, “Enemy monster acquired or the like. In some 
embodiments, if the incompatible monster has been Scanned 
for the first time, the monster will explode in step 665 and the 
process will terminate in step 655. 
0070. In other embodiments, even if the incompatible 
monster has been scanned only once, the process continues to 
step 670 and a simulated battle with the incompatible monster 
will ensue. In some embodiments, an incompatible monster 
will only be fought if a memory accessible to the gaming 
device already contains a threshold number of monsters, e.g., 
3 monsters. In some embodiments, the incompatible monster 
will spawn additional monsters which will also engage in 
battle. After the battle is over, the process continues to step 
655 and stops. 
0071 FIG. 7 illustrates a battle sequence according to 
some embodiments of the present invention. This battle 
sequence could correspond, for example, either to head-to 
head battle against one or more opponents or to a single 
player's battle against a program executed by the player's 
gaming device. Accordingly, the term “opponent' in FIG. 7 
refers to either one or more human or computer opponents. 
0072. In step 705, an initial sequence is played. This 
sequence depends on the circumstances arising at this 
moment of the game. For example, if an incompatible mon 
ster has been input, in some embodiments the sequence dis 
plays and plays the word “BATTLE If a player has chosen 
to do battle against the gaming device or against one or more 
opponents, a sequence appropriate for this selection is played. 
For example, if the player has chosen to battle another play 
er's monsters, in some embodiments the initial sequence 
includes a prompt for the player to indicate a mode of com 
munication between the player's gaming device and one or 
more other devices, which may be gaming devices, personal 
computers, etc. 
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0073. In step 710, the player is prompted to determine 
which of the player's monsters will do battle. In step 715, it is 
determined whether the player or the opponent will go first. 
This determination could be made based upon the result of 
prior battles, upon a particular attribute of one of the battling 
monsters, upon an item possessed by one of the monsters, 
upon an outcome of random number generation by a control 
ler, or in any other convenient fashion. 
0074. When the player goes first, the player is prompted to 
choose between attacking, using an item, or Switching the 
monster currently battling on the player's team. Some mon 
sters will have more than one possible type of attack. There 
fore, if the player decides to attack, in step 725 the player is 
prompted to select the type of attack. 
(0075. In step 730, it is determined whether the attack hit, 
missed or knocked out the opponent. If the attack knocked out 
the opponent, a KO sequence is played in step 735, then in 
step 740 it is determined whether all of the opponent's mon 
sters have been knocked out. When all of the opponent's 
monsters have been knocked out, in step 745 a victory 
sequence is played and the battle ends. If all of the opponent's 
monsters have not been knocked out, the battle sequence 
proceeds to step 760 and it is the opponent's turn. 
0076. The steps indicated in FIG. 7 are from the perspec 
tive of a single player who is viewing a single device. There 
fore, in step 740, if the player is battling the monsters of a 
human opponent, a defeat sequence would also be displayed 
to the opponent. 
0077. In some embodiments, the monsters can be killed. 
However, in the battle sequence depicted in FIG. 7, monsters 
can only be knocked out, then may be revived by each con 
testant. One method of reviving a monster is to select “Heal” 
from a menu, select a monster to be healed, then scan a bar 
code which will revive the monster. 
0078 If the player's attack hit the opponent's monster but 
did not knock it out, the damage caused by the attack will be 
evaluated and displayed in step 750. In many embodiments, 
the attack will be evaluated based on the number of hit points 
which the opponent's monster possessed prior to and after the 
attack. As noted above, the strength of an attack will depend 
on various factors, including but not limited to the classes of 
monsters doing battle, the level of each monster and the effect 
of items used by the attacking monster. The battle sequence 
then proceeds to step 760, the opponent's turn. Similarly, 
when the player's attack misses, the game proceeds to step 
76O. 

(0079. When the player chooses “item' when prompted in 
step 720, in step 765 the player will select which item to use. 
In step 770, it is determined whether the item knocked out the 
opponent's monster. If so, the game proceeds to step 735 and 
the KO sequence is played. If not, the effect of the item is 
displayed and the game proceeds to step 760. 
0080. If the player chooses “switch' in step 720, the player 

is prompted to select a new monster in step 775. In this 
embodiment, when the player selects a new monster instead 
of attacking, the player loses a turn and the game proceeds to 
step 760. 
I0081. In step 760, the opponent is presented with the same 
choices that have been described above for the player with 
respect to steps 720, 725, 765 and 775. In step 780, a result 
will be determined and displayed, according to the choice 
made by the opponent. For example, an audio clip may be 
played and a graphic displayed indicating that the player's 
monster has been hit, has been missed, has lost a certain 
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number of hit points and/or has been knocked out. In step 785, 
it is determined whether all of the player's monsters have 
been knocked out. If all of the player's monsters have not been 
knocked out, the game proceeds to step 720 and it is the 
player's turn. If all of the player's monsters have been 
knocked out, in step 790 a defeat sequence will be played to 
the player and the game will end. If the opponent is a human 
opponent, the opponent's gaming device will play a victory 
Sequence. 

III. Gaming Devices 
0082 FIG. 8 illustrates one embodiment of gaming device 
800 according to the present invention. Display 805 includes 
a screen Such as a liquid crystal display for displaying graph 
ics, menus, etc., according to the selections of a user from 
controls 810 and to the particular game being played. 
0083. In this embodiment, controls 810 include hat button 
815 and button Zones 820 and 825. Gaming device 800 also 
features sensor 860, speaker 865 and communication port 
870. 
0084 Hat button 815 allows a player to move a cursor or 
similar element to various positions within display 805 in 
order to scroll through a menu or otherwise interact with 
gaming device 800. In the embodiment shown in FIG. 8, hat 
button 815 allows the user to move a cursor up, down, left or 
right. In other embodiments, hat button 815 is replaced by a 
multivalue generator, often referred to as a thumb ball control, 
and can be an analog multi-axis controller, a proportional 
multi-axis controller or a similar device. The multivalue gen 
erator can use Hall effect sensors, optical sensors, or other 
types of sensors. In alternative embodiments, hat button 815 
is replaced by a conventional four Switch digital pad that 
generates or interrupts a signal when a contact is closed or 
opened and can be configured to generate only four primary 
directions or generate four primary directions plus four inter 
mediate directions. 
I0085 Preferably, button Zones 820 and 825 include digital 
buttons. Button Zones 820 and/or 825 may include one or 
more analog buttons which output a value corresponding to 
the amount of force applied by the user or the length of time 
the button is depressed by the user. Preferably, such analog 
buttons use force sensitive resistors and elastomeric materials 
as are well known in the art. 
I0086) Buttons 830 through 855 may be assigned in various 
ways. In one embodiment, button 830 is an on/off button, 
button 835 is a “back” button which takes a user to a previous 
screen or selection, button 845 is an “enterbutton for making 
a selection from a choice shown on display 805, button 850 
controls sensor 860 and buttons 840 and 855 are used for 
interactive play during a game, e.g., during a battle. 
0087. Sensor 860 allows data to be input for use in a game 
or otherwise. In one embodiment, sensor 860 is a bar code 
reader. In an alternative embodiment, sensor 860 is a radio 
frequency sensor for detecting input from RFID labels. 
I0088 Speaker 865 provides sound effects to the user in 
order to create a more exciting gaming experience. For 
example, in one embodiment, speaker 865 provides the 
sounds described above with reference to FIGS. 6 and 7. 
0089 Communication port 870 allows data to be trans 
ferred to or from gaming device 800. For example, commu 
nication port 870 allows gaming device 800 to transmit sig 
nals to and from another gaming device, a personal computer, 
or another device. Depending on the configuration of com 
munication port 870, these transmissions may be sent and 
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received via direct coupling of one gaming device with 
another, via twin-lead wires, via coaxial cable, via a wireless 
connection (for example, an infrared wireless connection) via 
a network Such as a telephone network or via other means 
known in the art. In some embodiments, gaming device 800 is 
coupled to an opponent's gaming device via communication 
port 870 for head-to-head play against the opponent, as 
described above. 
0090 FIG.9 depicts a simplified version of control system 
900 for various gaming devices according to the present 
invention, such as gaming device 800. At the heart of control 
system 900 is controller905, which typically includes one or 
more processors and related hardware and firmware (for 
example, BIOS and a CMOS chip) and is normally controlled 
by a Software program which is customized for a particular 
game. Such a game program may reside, for example, on 
storage device 910. 
(0091 Controller 905 controls display 915 and speaker 935 
according to input from various sources, including the game 
program, instructions from a user via input devices 920. Sig 
nals from sensor 925 and signals from optional communica 
tion port 930. For example, controller 905 controls display 
915 and speaker 935 according to input from sensor 925 and 
a gaming program when executing the data input procedure 
described with reference to FIG. 6. Controller 905 controls 
display 915 and speaker 935 according to input from com 
munication port 930, instructions from input devices 920 and 
instructions from a gaming program when executing the 
battle sequences described with reference to FIG. 7. 
0092 Storage device 910 may be any storage device 
which is convenient for the particular embodiment. For 
example, for hand-held gaming devices storage device 910 
preferably includes one or more solid State memory devices 
Such as RAM chips. In some embodiments, storage device 
910 is part of controller 905. 
0093. Display 915 may be any convenient display such as 
an LCD screen. In one embodiment, display 915 corresponds 
to display 805 of gaming device 800. Input devices 920 may 
include a key pad, a mouse, a joy stick, a steering wheel, or 
controls such as controls 810 of gaming device 810. 
0094 Sensor 925 corresponds with sensor 860 of gaming 
device 800 and in one embodiment includes a barcode reader. 
In an alternative embodiment, sensor 925 is a radio frequency 
sensor for detecting input from RFID labels. 
0.095 FIG. 10 illustrates an embodiment of gaming device 
1000, which includes screen 1005 for displaying monsters, 
menus and other information. In this embodiment, directional 
pad 1010 is a four-way button which allows a user to scroll 
through objects depicted on screen 1005, such as menus, 
stored monsters and stored items. 
0096. On/A button 1015 allows a user to turn on the con 
troller and to make selections: on/A button 1015 provides 
some of the functions of an “enter key. When user selects a 
monster, on/A button 1015 allows a user to display informa 
tion about the monster. B button 1020 permits a user to back 
out of any selection to a previous screen. 
0097. When a user has selected a monster and then pressed 
pan button 1025, directional pad 1010 allows a user to pan 
across a monster pictured in screen 1005. 
(0098 Reset button 1030 resets the controller to its original 
settings. In some embodiments, pressing reset button 1030 
causes all monster and item data to be erased. 

0099. In one embodiment, gaming device 1000 is one of 3 
gaming devices used in the SKANNERZTM game for collect 
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ing monsters and staging battles between monsters. Accord 
ing to one Such embodiment, gaming device 1000 features 
logo 1035 and is colored blue. In various embodiments, the 
exterior of gaming device 1000 is made of a range of mate 
rials, including ABS plastic, polycarbonate and various met 
als. 
0100. In other embodiments, there are different numbers 
of gaming devices and gaming devices with different configu 
rations. Although it is not necessary for the gaming devices to 
include colors or logos to identify them with a group of 
characters, such clear means of identification are advanta 
geous, particularly for younger players or other players with 
limited reading ability. 
0101 FIG. 11 is an endview of gaming device 1000 which 
illustrates coupling device 1105 and scanning port 1140. In 
this view, the controls described with reference to FIG.10 are 
on the left side of gaming device 1000. 
0102. In this embodiment, coupling device 1105 includes 
tab 1110, slot 1115 and spring-loaded pressure contacts 1120, 
1125 and 1130. Tab 1110 of gaming device 1000 is config 
ured to fit into slot 1115 of a second gaming device. When 
gaming device 1000 is coupled to a second gaming device, 
contact 1120 transmits data to the second device, contact 
1125 is a ground and contact 1130 receives data from the 
second device. 
0103) In other embodiments, a variety of devices are used 

to allow a user to interact with another user for battling, for 
other types of competition or for collaboration with another 
user. For example, hand-held devices may communicate via a 
cable, a wireless network, a public or private telephone net 
work, the Internet, or via local infra-red transmission and 
reception. Other embodiments include a scanning device 
used as a peripheral to a personal computer, which may then 
be networked with another personal computer via any known 
means, for example, a local area network, wide area network, 
the Internet, etc. Scanned data may be stored on a memory 
accessible to the personal computer. 
0104 Scanning port 1140 allows a user to scan data from 
bar codes. As described above, in one embodiment the bar 
codes are UPC codes for commercial products unrelated to 
the game and a controller correlates these data to monster data 
and monster item data. In one preferred embodiment, an 
economical version of scanning port 1140 includes a light 
sensor and 2 light-emitting diodes placed at an angle, Such 
that incident light illuminates the sensor. For accurate scan 
ning, the Sensor needs a focused beam with a small aperture 
in order to read a short, sharp and fast transition between a 
dark bar and a light bar of the bar code. On one preferred 
embodiment, the small aperture is formed by covering the 
sensor with a pinhole cover similar to that used in cameras. 
The effect of the pinhole cover produces suitable pulse tran 
sitions for bar code decoding. 
0105. In other embodiments, scanning port 1140 includes 
other types of bar code scanners, such as a laser Scanner. 
Other embodiments of gaming device 1000 include other 
types of code readers, depending on the physical embodiment 
of the code. One Such code reader is a radio frequency sensor 
for use with RFID labels. 

0106 FIG. 12 is a side view of gaming device 1000. In this 
view, Scanning port 1140 is on the right side and the controls 
described with reference to FIG. 10 are on top. FIG. 12 
illustrates grips 1205, which include ribbed portions 1210 to 
allow a user to more securely grip gaming device 1000. In 
some preferred embodiments, grips 1205 are coated with 
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rubber or a similar material to provide a comfortable and 
secure hold. In some embodiments, grips 1205 are colored 
differently from the body of gaming device 1000. 

IV. Codes 

0107 According to preferred embodiments of the present 
invention, a code which is input to a gaming device has a 
primary meaning and the gaming device assigns a secondary 
meaning to at least a portion of this code. The secondary 
meaning relates to a feature of a game. 
0108. According to many embodiments of the present 
invention, the code is a bar code authorized by the Uniform 
Code Council (“UCC) and the primary meaning of the code 
is the identification of a company and a commercial product 
sold by the company. As will be appreciated by those of skill 
in the art, a company may obtain an unique company identi 
fication number from the UCC. The company may then 
assign unique product identification codes to each of its prod 
ucts. The company identification number and product identi 
fication code form the main portions of the well-known Uni 
form Product Code (“UPC) affixed to most products sold in 
the United States. 

0109 FIG. 13 illustrates one method of correlating a UPC 
code to a feature of a game. First, the primary meaning of the 
UPC code will be described. Code 1300 is only one variety of 
UPC code, commonly known as UPC version A. Digit 1305 is 
a UPC number system digit which indicates the type of prod 
uct in general terms (0 for groceries, 3 for drugs, etc.). UPC 
manufacturer's code 1310 is assigned by the UCC to the 
manufacturer of the product, as described above. Product 
code 1315, comprising UPC item numbers 1 through 5, iden 
tifies the specific product to which the UPC code is attached. 
Check digit 1320, also known as a “modulo checksum digit.” 
is used to help verify that the UPC code has been properly 
scanned. 

0110. In some embodiments of the present invention, a 
secondary meaning is assigned to UPC item numbers 1 
through 5. In one such embodiment, the secondary meaning 
involves a correspondence between UPC item numbers 1 
through 5 and features of the SKANNERZTM game described 
above. If UPC item number 1 is in the range of 0 through 5, the 
code corresponds to a monster of the SKANNERZTM game. If 
UPC item number 1 is in the range of 6 through 9, the code 
corresponds to an item of the SKANNERZTM game. 
0111. According to one preferred embodiment, the type of 
monster or item number will be determined by UPC item 
numbers 3, 4 and 5. One method of encoding these monsters 
is to divide the numbers available in this range by the total 
number of monsters, then divide the remainder as needed. 
0112 For example, in the case discussed above there are 
42 monsters in each tribe and 126 monsters in all. Three UPC 
item numbers have been allocated for encoding monster 
types, which means numbers 000 through 999 may be used, 
providing a total of 1,000 numbers. One thousand divided by 
126 equals 7.94. Therefore, increments of 7 numbers can be 
used for encoding these 126 monsters. The range of numbers 
from 000 to 007 would correspond to the first monster in Tribe 
1,008 to 015 would correspond to the first monster in Tribe 2 
and so on. Because 1,000 is not a multiple of 126, the last 2 
monsters each have a range of 4 numbers. In other words, the 
last monster in Tribe 2 would correspond to the range of 
numbers 992 through 995 and the last monster in Tribe 3 
would correspond to the range of numbers 996 through 999. 
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0113. Similarly, in some embodiments the 25 items 
described with reference to FIG. 5 are defined by the range of 
numbers from 000 through 999. One thousand divided by 25 
equals 40. Therefore, a range of 40 numbers can be used to 
define each item. In one embodiment, item I1 corresponds to 
the range of numbers from 000 through 039, item I2 corre 
sponds to the range of numbers from 040 through 079, and so 
O. 

0114. The embodiment described above is merely one 
example of embodiments which correlate code numbers 
(here, ranges of code numbers) with a particular game feature. 
Other embodiments correlate different portions of a UPC bar 
code, or the entire bar code, with game features. 
0115 Still other embodiments input at least a portion of 
other types of UPC codes and assign the portion to a feature 
of a game. For example, other embodiments input at least a 
portion of a UPC version B, C or D code. UPC version B, 
which is used for some drugs and health related items, 
includes 11 digits plus a product type code, but does not 
include a check digit. UPC version C is structured substan 
tially the same as version A. UPC version D is a variable 
length code. Version D includes at least 12 digits, including a 
product type code, 10 information-carrying digits and a 
modulo check sum digit, followed by a variable number of 
digits. 
0116. Other embodiments of the present invention input 
other types of Global Trade Item Number (“GTIN) codes, 
including European Article Numbering (“EAN”) or Japanese 
Article Numbering (“JAN) codes. EAN codes are very simi 
lar to UPC codes, but include 1 or 2 additional digits which 
indicate the country which issued the number. JAN codes 
employ the EAN format, except that the 2-digit country code 
does not vary. Both the UPC and EAN codes have shorter, 
8-digit versions. 
0117 Many other encoding techniques are within the 
Scope of the present invention. In some such embodiments, 
Global Location Number (“GLN') codes and similar codes 
used, e.g. for identifying parcels, are assigned secondary 
meanings which correspond with elements of a game. In still 
other embodiments, codes used for entirely different pur 
poses, for example, audio or video data compression, data 
encryption, etc., are assigned secondary meanings which cor 
respond with elements of a game. 
0118. Some embodiments or the present invention input 
code numbers to an algorithm which determines a correlation 
with a game feature. For example, some embodiments of 
gaming devices according to the present invention add some 
or all of the numbers of a code and correlate the sum with a 
game feature. Other embodiments perform other mathemati 
cal operations on part or all of a code and correlate the result 
with a game feature. Still other embodiments determine a 
corresponding game feature depending on the positions of 
certain digits. It is apparent that many of these techniques do 
not result in an unique outcome. For example, various com 
binations of code numbers will add up to the same number. 
0119) Although the preferred embodiments have been 
described in terms of games, codes and gaming devices for 
collecting characters and staging battles between them, Vari 
ous other applications are within the scope of the present 
invention. In one such embodiment, a gaming device is con 
figured to Scan bar codes (or to input similar codes stored on 
RS chips) and stage a treasure hunting game. Instead of 
corresponding with monsters or monster items, the controller 
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can be configured to translate a code having a different pri 
mary meaning into a different type of secondary meaning, 
Such as an item of treasure. 
I0120 While the best mode for practicing the invention has 
been described in detail, those of skill in the art will recognize 
that there are numerous alternative designs, embodiments, 
modifications and applied examples which are within the 
Scope of the present invention. Accordingly, the scope of this 
invention is not limited to the previously described embodi 
mentS. 

1-29. (canceled) 
30. A handheld toy comprising: 
a scanner operable to detect any of a plurality of encoded 

data items associated with a plurality of game charac 
ters, the plurality of game characters being divided into 
a plurality of groups; 

a display device; 
a memory device; and 
an electronic circuit operable with the scanner and the 

display device to: 
(A) associate one of the plurality of groups with the 

handheld toy, the associated group having a plurality 
of members, 

(B) detect one of the plurality of encoded data items, 
(C) if the game character associated with the first one of 

the plurality of encoded data items is a member of the 
group associated with the handheld toy, store the 
game character, and 

(D) if the game character associated with the first one of 
the plurality of encoded data items is not a member of 
the group associated with the handheld toy and the 
first one of the plurality of encoded data items was 
previously detected within a time period, initiate a 
competition between the game character associated 
with the first one of the plurality of encoded data items 
and at least one stored game character, the stored 
game character being a member of the group associ 
ated with the handheld device. 

31. The handheld toy of claim 21, wherein the electronic 
circuit is operable to dismiss the game character associated 
with the first one of the plurality of encoded data items if the 
game character associated with the first one of the plurality of 
encoded data items is not a member of the group associated 
with the handheld toy and the first one of the plurality of 
encoded data items was not previously detected within the 
time period. 

32. The handheld toy of claim 22, wherein dismissing the 
game character associated with the first one of the plurality of 
encoded data items includes displaying an animation of the 
game character associated with the first one of the plurality of 
encoded data items exploding. 

33. The handheld toy of claim 21, wherein the electronic 
circuit is operable to enable a user to determine whether the 
competition between the game character associated with the 
first one of the plurality of encoded data items and at least one 
stored game character, the stored game character being a 
member of the group associated with the handheld device, is 
initiated if the game character associated with the first one of 
the plurality of encoded data items is not a member of the 
group associated with the handheld toy and the first one of the 
plurality of encoded data items was not previously detected 
within the time period. 



US 2008/O 1393 09 A1 

34. The handheld toy of claim 21, wherein for each of the 
plurality of groups of game characters, game characters will 
not engage in competition with members of their own group 
of game characters. 

35. The handheld toy of claim 21, wherein the scanner is a 
bar code scanner. 

36. The handheld toy of claim 21, further comprising a 
communications port operable to communicate with a second 
handheld toy. 

37. The handheld toy of claim 27, wherein the processor is 
operable to conduct a second contest between at least one 
game character stored in the memory device and at least one 
game character stored in the second handheld toy. 

38. The handheld toy of claim 28, wherein the at least one 
game character stored in the memory device and the at least 
one game character stored in the second handheld toy are 
members of the same group of game characters. 

39. The handheld toy of claim 21, further comprising an 
input device, wherein the player is able to select which of the 
stored game characters competes with the game character 
associated with the first one of the plurality of encoded data 
items. 

40. A handheld toy comprising: 
a Scanner, 
a display device; 
a memory device; and 
a processor operable with the scanner and the display 

device to: 
(A) scan encoded data, 
(B) determine a first character from the encoded data, 
(C) if the first characteris a member of a first group, store 

the first character, wherein members of the first group 
are controllable by a player, and 

(D) if the first character is not a member of the first group 
of characters, 
(i) if the encoded is scanned a second time, initiate a 
game involving the first character and at least one 
other character, the at least one other character 
being a member of the first group, and 

(ii) if the bar code is not scanned the second time, 
dismiss the first character. 

41. The handheld toy of claim 31, further comprising a 
housing, wherein the appearance of at least a portion of the 
housing identifies the first group. 

42. The handheld toy of claim 31, wherein the game is a 
turned game. 
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43. The handheld toy of claim 31, further comprising dis 
playing an indication of the amount of encoded data Scanned 
by the scanner. 

44. The handheld toy of claim 31, wherein one or more 
attributes of the stored game character can be improved by the 
stored character winning the competition. 

45. The handheld toy of claim 31, wherein the scanner is an 
RFID reader. 

46. A handheld toy comprising: 
a Scanner, 
a display device; 
a memory device; and 
a processor operable with the scanner and the display 

device to: 
(A) scan a bar code, 
(B) determine a first character from the bar code, 
(C) if the first character is one of a first group of charac 

ters, store the first character in the memory device, 
wherein characters in the first group of characters are 
controllable by a player if the characters in the first 
group are stored in the memory device, and 

(D) if the first character is not one of the first group of 
characters, 
(i) determine whether the bar code is scanned a sec 
ond time, 

(ii) if the bar code is scanned the second time, initiate 
a competition between the first character and at 
least one other character, the at least one other 
character being one of the first group of characters 
and the at least one other character being stored in 
the memory device, and 

(iii) if the bar code is not scanned the second time, 
delete the first character. 

47. The handheld toy of claim 37, wherein the processor is 
operable to enable the player to switch a second one of the 
first group of characters for the at least one other character 
during the competition. 

48. The handheld toy of claim 37, wherein the processor is 
operable to receive additional data from the scanner during 
the competition, the additional data influencing the outcome 
of the competition. 

49. The handheld toy of claim 39, wherein the additional 
data is associated with healing the at least one other character. 
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