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INFORMATION SHARING SYSTEM,
INFORMATION-PROCESSING DEVICE,
STORAGE MEDIUM, AND INFORMATION
SHARING METHOD

CROSS REFERENCE TO RELATED
APPLICATIONS

[0001] The disclosure of Japanese Patent Application No.
2014-25818, filed on Feb. 13, 2014, is incorporated herein by
reference.

FIELD
[0002] The technique described herein relates to sharing
information.
BACKGROUND AND SUMMARY
[0003] There is known in the art a game device for commu-

nicating with other users such as friends or family members
online.

[0004] According to one aspect of the technique, there is
provided an information sharing system, including: an
executing unit that executes an application program accord-
ing to operations of one of a plurality of users; a recording unit
that records replay data for replicating an execution process
of the application program; a generating unit that generates
shared information associated with the application program
based on operations of the one of the plurality of users; and a
sharing unit that shares the generated shared information and
the recorded replay data with the plurality of users.

BRIEF DESCRIPTION OF THE DRAWINGS

[0005] FIG. 1 shows an example of a configuration of an
information sharing system;

[0006] FIG. 2 shows an example of a hardware configura-
tion of a server device;

[0007] FIG. 3 shows an example of a hardware configura-
tion of a gaming system;

[0008] FIG. 4 shows an example of a game performed by a
game program;
[0009] FIG. 5 shows an example of a display screen of

shared information;

[0010] FIG. 6 shows an example of a display screen of a
score ranking;
[0011] FIG. 7 shows an example of a data structure of the

shared information;

[0012] FIG. 8 shows an example of a grouping of stages;
[0013] FIG. 9 shows an example of a functional configura-
tion of the information sharing system;

[0014] FIG.10 showsan example of a flowchartillustrating
a recording process of evaluation data and replay data; and
[0015] FIG. 11 showsan example of a flowchartillustrating
a transmitting process of the shared information.

DETAILED DESCRIPTION OF NON-LIMITING
EXEMPLARY EMBODIMENTS

1. Exemplary Embodiment

[0016] FIG.1isablock diagram illustrating a configuration
of information sharing system 10, which is an exemplary
embodiment according to the present technique. Information
sharing system 10 is a computer system for using an infor-
mation sharing service. In the present technique, an informa-
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tion sharing service is a service for sharing information
among plural users, such as a social networking service
(SNS).

[0017] The plural users herein may be predetermined users
(for example, registered users of the service), or unspecified
users. Each user can create a relationship with a specific user
in the service. Hereinafter, the user with whom the relation-
ship is created will be referred to as “friend.” Each user can
request a user, for example, who is an acquaintance in a real
life or who becomes acquainted through the service, to be a
friend.

[0018] Inthe present exemplary embodiment, the informa-
tion sharing service is a service for sharing information
posted with regard to a certain game (video game). The main
intention of the information sharing service is to facilitate
communication with users who play a certain game. In the
present exemplary embodiment, a genre of the game is not
limited. However, the game herein is a game whose result
varies according to operations of a user and which evaluates
the user according to the result. Hereinafter, a program (appli-
cation program) for providing a game for a user will be
referred to as a “game program.” The user can play the game
while gaming system 100 executes the game program.
[0019] Information sharing system 10 includes plural gam-
ing systems 100 and server device 200, which are connected
to one another via network 300 such as the Internet. Server
device 200 is a computer device that carries out main pro-
cessing for providing the information sharing service to users.
Gaming system 100 is an information-processing device
(computer) for playing the game and accessing the informa-
tion sharing service. Gaming system 100 corresponds to a
client device of server device 200.

[0020] FIG. 2 is a block diagram illustrating a hardware
configuration of server device 200. Sever device 200 includes
control unit 210, storage unit 220, and interface 230. Control
unit 210 is a unit for controlling behavior of server device 200.
Specifically, control unit 210 includes a processor such as a
CPU (Central Processing Unit) and a main memory, and
executes programs to control operations of components of
server device 200. Storage unit 220 is a unit for storing data.
Specifically, storage unit 220 includes a storage medium such
as a hard disk, and stores shared information (described
below) and other data. Interface 230 is a unit for exchanging
data with gaming systems 100. Interface 230 exchanges data
with each of gaming systems 100 by connecting to network
300.

[0021] It is to be noted that data using server device 200
may be stored in an external storage device, not in a memory
included in server device 200 such as storage unit 220. In
addition, functions of server device 200 can be realized by use
of'a single apparatus or by uses of multiple apparatuses (serv-
ers) co-operating with each other.

[0022] FIG. 3 is a block diagram illustrating a hardware
configuration of gaming system 100. In the present exem-
plary embodiment, gaming system 100 is a home-use game
console. Gaming system 100 includes control unit 110, stor-
age unit 120, interface 130, output unit 140, and input unit
150.

[0023] Control unit 110 is a unit for controlling operations
of components of gaming system 100. Specifically, control
unit 110 includes a processor such as a CPU and a main
memory, and executes programs to control operations of the
components. In addition, control unit 110 enables its user to
play a game and access to the information sharing service.
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[0024] Storage unit 120 is a unit for storing data. Specifi-
cally, storage unit 120 includes a storage medium such as a
flash memory, and stores the programs including the above
game program and data necessary for executing the pro-
grams. Storage unit 120 may include a data reader/writer
attached to a detachable storage medium (removable
medium) such as a memory card. The game program may be
provided in the form of such a removable medium.

[0025] Interface 130 is a unit for exchanging data with
server device 200. Interface 130 exchanges data by connect-
ing to network 300 by modulating and demodulating data.
Interface 130 may be configured to communicate with exter-
nal devices other than server device 200.

[0026] Output unit 140 is a unit for outputting information.
In the present exemplary embodiment, the term “output”
includes display of image and playback of audio. Therefore,
output unit 140 includes a unit for displaying an image, such
as a liquid crystal display, and a unit for playing back audio,
such as a speaker. Typically, output unit 140 is a television set.
Output unit 140 may include an interface(s) for connecting to
an external liquid crystal display and/or an external speaker.
[0027] Inputunit150isaunit for receiving operations input
by the user. For example, input unit 150 may include keys
used for inputting characters or operations for playing the
game. Input unit 150 may also include a sensor of a touch-
screen display. In addition, input unit 150 may be configured
to receive input using by well-known inputting methods such
as speech recognition and gesture input.

[0028] It is to be noted that gaming system 100 can be
realized by use of a single apparatus or by use of multiple
apparatuses co-operating with each other. Hereinafter, gam-
ing system 100 is composed of a main unit including control
unit 110, storage unit 120, and interface 130, an input device
corresponding to input unit 150 (for example, a remote con-
troller), and a television set corresponding to output unit 140.
The input device includes a touch-screen display, which
accepts operations performed by use of a stylus pen or auser’s
finger. Therefore, gaming system 100 in the following
description includes two display units.

[0029] Theuser can play the game by using gaming system
100. In addition, the user can access to the information shar-
ing service and share information by using gaming system
100. Hereinafter, the information shared in the information
sharing system will be referred to as “shared information.”
Gaming system 100 may work so that the user can browse
shared information while playing the game. For example,
gaming system 100 may display a game screen on one of the
display units, and shared information on the other one of the
display units.

[0030] FIG. 4 shows an example of a game performed by
the game program in the present exemplary embodiment.
This game consists of plural mini games. Each of the mini
games is divided into plural stages. The game program in the
present exemplary embodiment has a function to execute
each stage of the mini games. The user can play each stage of
the mini games. Each of the mini games (or stages) is
executed by subprograms that constitute a part of the game
program. The number of the mini games and stages is not
limited. The number of the stages of each mini game is not
necessarily the same.

[0031] The mini games may be common or different
genres. However, the mini games are common in the respect
that the result of execution changes depending on operations
of'the user. The game program is programmed to determine a
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score according to a result of the mini game. The score is
determined based on, for example, time required for a race, or
points gained by defeating enemies or acquiring items.
[0032] The game in the exemplary embodiment is config-
ured to evaluate a play status of each stage by displaying an
index different from the score. The game program in the
exemplary embodiment is programmed to evaluate the play
status by awarding a number of stars (0 to 3). The number of
stars may be determined by the above score or the frequency
of playing the stage. In the exemplary embodiment, 3 stars
mean the best evaluation of each stage. Hereinafter, the score
and the number of stars will be collectively referred to as
“evaluation.”

[0033] The game program may be programmed to perform
a predetermined operation when the valuation fulfills a pre-
determined condition. For example, the game program may
be programmed to enable the user to play a new mini game by
obtaining a certain total number of stars. The game program
may also be programmed to enable the user to use certain data
available while creating shared information.

[0034] In the exemplary embodiment, a target (mission) is
set at each stage. The target is, for example, to clear the mini
game within a predetermined time, to gain a predetermined
score in the mini game, or to obtain a specific item appearing
in the mini game. The above score and number of stars may be
increased as a result of accomplishing the target.

[0035] FIG. 5 shows an example of a display screen show-
ing shared information. In the exemplary embodiment,
shared information is displayed with respect to each stage of
the mini game. In FIG. 5, icons A, B, C, D, and E are images
indicative of mini games. The user (viewer) can select each of
icons A to E by operations such as moving a cursor laterally.
[0036] Icons C1 to C4 are images indicative of stages. In
this example, icon C1 indicates a first stage of mini game “C.”
The user can select each of icons C1 to C4 by operations such
as moving the cursor vertically after selecting icon C. In FIG.
5, a second stage of mini game “C” is selected by the user.
[0037] ArecaAl isadisplay area for displaying shared infor-
mation. In this example, shared information typically
includes texts input by a user who posted the shared informa-
tion (poster). Shared information may include handwritten
characters or illustrations input on the touch-screen display.
The user (viewer) creates shared information, for example,
when the user has cleared a stage or set a new record.
[0038] In area Al, an item of shared information is dis-
played, which is associated with a specific stage. In this
example, the shared information is associated with the second
stage of mini game “C,” which is selected by the user. Gaming
system 100 changes shared information displayed in area A1
at specified time intervals so that the user can browse various
items of shared information associated with the second stage
of mini game “C.” Moreover, gaming system 100 displays a
name (user name) of a user who posted the displayed shared
information in area Al. Gaming system 100 may preferen-
tially display shared information posted by the friend of the
user (viewer).

[0039] Gaming system 100 displays the score, the number
of stars, play button B1, ranking display button B2, and post
button B3 adjacent to area Al. Play button B1 is a button for
playing replay data, which is displayed when the replay data
is associated with the displayed shared information. Play
button B1 is not displayed when replay data is not associated
with the displayed shared information, which will enable the
user to check an existence of replay data easily. Ranking
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display button B2 is a button for displaying a score ranking of
the stage corresponding to the displayed shared information.
Post button B3 is a button for creating new shared information
relating to the stage for which shared information is dis-
played.

[0040] On the other hand, gaming system 100 displays an
achievement (evaluation) of its user (viewer) in area A2. The
user can easily compare his/her achievement to other users’
achievements by checking areas A1 and A2. Gaming system
100 may display a button similar to play button B1 adjacent to
area A2. The button is a button for playing replay data that is
associated with the displayed shared information.

[0041] FIG. 6 shows an example of a screen displaying a
ranking list. Gaming system 100 displays the ranking list
when the user presses ranking display button B2. The ranking
list is a list of users and scores relating to a specific stage (in
this example, the second stage of mini game “C”).

[0042] Gaming system 100 may display scores of all users
who have played the specific stage once, or a predetermined
number of the highest scores. When the viewer and a friend of
the viewer are listed on the ranking list, gaming system 100
may display their scores in a different style (for example,
color, font, or size of characters) from that used for other
users.

[0043] FIG. 7 shows an example data structure of shared
information. In this example, shared information is data
including time stamp, identification data, user name, body,
replay data, evaluation data, and group name. Shared infor-
mation may not include some of these items, depending on
circumstances. In addition, replay data and evaluation data
are not necessarily a part of shared information, as long as
they have a predetermined association with specific shared
information.

[0044] Time stamp is data indicative of a temporal attribu-
tion of shared information. In this example, a time stamp
indicates a date when the shared information is created.
[0045] Identification data is data for identifying a mini
game and a stage associated with the shared information.
[0046] User name is data for identifying a user who created
shared information. User name may be anickname used in the
information sharing service, or a real name.

[0047] Body is data indicative of a message input by the
user. The message herein is text or handwritten characters or
illustrations, as described above.

[0048] Replay data is data for replicating an execution pro-
cess of the stage of the mini game identified by the identifi-
cation data. Replay data indicates an execution process of the
stage played by the user identified by the user name. Replay
data may also indicate a history of operations of the user. In
the exemplary embodiment, replay data indicates keys
pressed by the user per unit time (for example, per frame of
the game screen).

[0049] Evaluation data is data indicative of evaluation asso-
ciated with the shared information. Specifically, evaluation
data includes data indicative of the score (score data) and data
indicative of the number of stars. Evaluation data may include
blank data in respect to the score or the number of stars.
[0050] Group nameis data indicative of a group of the stage
identified by the identification data.

[0051] FIG. 8 shows an example of grouping of stages. In
the exemplary embodiment, stages are grouped into predeter-
mined groups. Stages of the same group may be selected
continuously in the display screen of shared information (see
FIG. 5). For example, as shown in FIG. 5, when the user
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(viewer) is selecting the second stage of mini game “C,” the
user can select any one of a first to third stage of mini game
“B,” a first or third stage of mini game “C,” and a first to third
stage of mini game “D” by one movement of the cursor. In the
example shown in FIG. 8, these stages are grouped into a
common group.

[0052] FIG. 9 is a block diagram illustrating a functional
configuration of information sharing system 10. Information
sharing system 10 realizes executing unit 11, recording unit
12, generating unit 13, display controller 14, exchanging unit
15, and sharing unit 16 by co-operating with gaming system
100 and server device 200. Executing unit 11, recording unit
12, generating unit 13, display controller 14, and exchanging
unit 15 is realized by control unit 110 of gaming system 100.
On the other hand, sharing unit 16 is realized by control unit
210 of server device 200.

[0053] Executing unit 11 is a unit for executing the game
program. Executing unit 11 enables a user to play each stage
of the mini games. In addition, executing unit 11 determines
the score and the number of stars based on a result of each
stage. Executing unit 11 can count the score and the number
of stars with respect to each stage of the mini games.

[0054] Recording unit 12 is a unit for recording replay data
and evaluation data. Recording unit 12 records replay data
and evaluation data when they are counted. For example,
executing unit 11 counts these items of data when execution
status of the game fulfills a predetermined condition. For
example, executing unit 11 counts these items of data when
the user has accomplished the target. However, executing unit
11 may count these data even though the user has not accom-
plished the target.

[0055] Generating unit 13 is a unit for generating shared
information. Generating unit 13 generates shared information
associated with any one of the stages of the mini games based
on operations of the user. For example, when the user selects
post button B3 (see FIG. 5), generating unit 13 displays an
input screen of shared information, and receives operations
input by the user. Alternatively, generating unit 13 may gen-
erate shared information when the execution status of the
game fulfills a predetermined condition (such as accomplish-
ing the target). Specifically, generating unit 13 may display
the input screen and prompt to input a message when the
execution status of the game fulfills the predetermined con-
dition. At this time, the user does not necessarily input a
message; the user may continue to play the mini game without
inputting a message.

[0056] Display controller 14 is a unit for controlling display
of information. Display controller 14 controls display of
information such as shared information, the score, and the
number of stars. Display controller 14 controls display of
such information with respect to each stage. In addition, as
described in FIG. 5, display controller 14 may control display
of'the score and the stars of the viewer and the poster. More-
over, display controller 14 controls display of Play button B1
by determining the existence of replay data.

[0057] Display controller 14 is configured to display the
score ranking when a predetermined operation is performed
by the user (for example, when ranking display button B2 is
pressed). Display controller 14 may display a button similar
to play button B1 with respect to each score, so that the user
(viewer) can check play status of other users. Display con-
troller 14 may also display a ranking by the number of stars.
[0058] Moreover, display controller 14 controls display of
an execution process of the game by playing replay data.
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Display controller 14 plays replay data of a certain stage
according to operations of the user. Display controller 14 can
play replay data both received by exchanging unit 15 and
recorded by recording unit 12.

[0059] Exchanging unit 15 is a unit for exchanging shared
information. Specifically, exchanging unit 15 includes a
transmitting unit and a receiving unit of shared information.
When the user inputs a message associated with a certain
stage and shared information is generated, exchanging unit 15
associates replay data and evaluation data with the generated
shared information, and transmits the resulting data. If shared
information has the data structure described in FIG. 7,
exchanging unit 15 embeds replay data and evaluation data in
shared information and transmits the resulting data to server
device 200.

[0060] Exchanging unit 15 receives a plurality of shared
information posted by plural users from server device 200.
Firstly, exchanging unit 15 receives shared information asso-
ciated with the stage selected by the user (in the example of
FIG. 5, the second stage of mini game “C”). Secondly,
exchanging unit 15 receives shared information associated
with the stages other than the stage selected by the user, as
necessary. At this time, exchanging unit 15 receives shared
information associated with the stages whose group is the
same as the stage selected by the user. Exchanging unit 15
receives shared information at specified time intervals such as
once a minute. The time intervals of shared information asso-
ciated with the stage selected by the user may be shorter than
the time intervals of shared information associated with the
stages whose group is the same as the stage selected by the
user. Exchanging unit 15 may preferentially receive shared
information posted by friends.

[0061] Sharing unit 16 is a unit for sharing shared informa-
tion with users. Specifically, sharing unit 16 enables users to
utilize shared information and handles sharing of shared
information. Sharing unit 16 handles shared information with
respect to each mini game and stage. To provide shared infor-
mation to users, sharing unit 16 transmits shared information
to gaming systems 100 according to a request from users.
[0062] Sharing unit 16 can provide shared information
associated with the stage requested by the user and evaluation
of'users inthe stage. Sharing unit 16 can provide evaluation of
users in a comparable display form such as the ranking list
described above. Sharing unit 16 may provide a ranking list
with respect to each mini game, or a ranking list of compre-
hensive evaluation of mini games available in the game pro-
gram.

[0063] FIG. 10 is a flowchart illustrating a recording pro-
cess of data incidental to shared information. The data herein
includes evaluation data and replay data. Control unit 110
executes the recording process each time the user has played
any one of stages of the mini games.

[0064] First, control unit 110 finishes a certain stage
according to operations of the user by executing the game
program (step SA1). Control unit 110 finishes the stage when
the execution status of the mini game fulfills a predetermined
condition, such as when the user has accomplished the target
of the stage, or the user has made a mistake.

[0065] Next, control unit 110 determines whether to record
evaluation data (step SA2). For example, in a case where
evaluation data is recorded only when the user has accom-
plished the target, control unit 110 determines whether the
user has accomplished the target. Alternatively, in a case
where the user can preliminarily configure the setting of
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whether evaluation data is included in shared information,
control unit 110 determines the setting. Control unit 100
records evaluation data (step SA3) or skips step SA3 accord-
ing to the determination in step SA2. Control unit 110 distin-
guishes the stage finished in step SA1 and records evaluation
data of the stage in a predetermined storage area of storage
unit 120. Control unit 110 records evaluation data in associa-
tion with the corresponding stage.

[0066] As for replay data, control unit 110 executes the
similar processing as evaluation data. Specifically, control
unit 110 determines whether to record replay data (step SA4)
and records evaluation data (step SA5) or skips step SA5
according to the determination in step SA4. Control unit 110
may determine not to record replay data if the data size of the
replay data exceeds a predetermined limit. Alternatively, if
the data size of replay data exceeds the limit, control unit 110
may record a part of the replay data not exceeding the limit
and discard a surplus of the replay data. Control unit 110
records replay data in association with the corresponding
stage in common with evaluation data.

[0067] Itis to be noted that storage unit 120 stores the latest
evaluation data and replay data with respect to each stage.
Therefore, when a user has played a certain stage more than
once, this data is overwritten with the latest data.

[0068] FIG. 11 is a flowchart illustrating a transmitting
process of shared information. Control unit 110 executes the
transmitting process when transmitting shared information
associated with the specific stage. At the beginning of the
transmitting process, control unit 110 generates shared infor-
mation according to operations of the user (step SB1). The
user performs an operation for transmitting shared informa-
tion after inputting a body of the shared information. After
receiving the operation, control unit 110 generates the shared
information in preparation for transmission. Shared informa-
tion at this time does not include evaluation data and replay
data.

[0069] Subsequently, control unit 110 determines whether
to send evaluation data associated with the generated shared
information (step SB2). In this step, control unit 110 deter-
mines whether the evaluation data is stored on the predeter-
mined storage area described above. Control unit 110 also
determines the existence of the setting configured by the user.
Control unit 110 embeds the evaluation data in the generated
shared information when determining to send the evaluation
data (step SB3).

[0070] As for replay data, control unit 110 executes the
similar processing as evaluation data. Specifically, control
unit 110 determines whether to send replay data associated
with the generated shared information by determining
whether the replay data is stored in the predetermined storage
area (step SB4) and embeds the replay data in the generated
shared information according to the determination in step
SB4 (step SB5). Control unit 110 may omit replay data from
shared information with respect to a specific stage.

[0071] After steps SB2 to Sb5, control unit 110 transmits
the shared information (step SB6). Shared information at this
time includes evaluation data and replay data according to
determinations made in steps SB2 and SB4.

[0072] By executing processes shown in FIGS. 10 and 11,
gaming system 100 can transmit the latest evaluation data and
replay data associated with a stage together with shared infor-
mation with respect to the stage without performing a specific
operation such as attaching a file. Therefore, there is no neces-
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sity for the user to choose appropriate items out of a plurality
of evaluation data items to replay data when posting shared
information.

[0073] In addition, according to the present exemplary
embodiment, transmitting and displaying of shared informa-
tion and evaluation data and/or replay data can be realized by
use of a single apparatus (gaming system 100). Therefore, it
enables the user to perform operations for transmitting and
displaying more easily than by use of multiple apparatuses.

[0074] Moreover, according to the present exemplary
embodiment, the user (viewer) can browse shared informa-
tion posted by the other user (poster) together with evaluation
data and replay data associated with the shared information.
When the poster posts his/her impression at a notable moment
(such as setting a new record) as a message, s'he can post
evaluation data and/or replay data together with the message,
which may enable the viewer to congratulate the poster or to
encourage competition with the poster. Additionally, the user
can easily compare other users’ evaluations with their own
evaluation.

2. Modifications

[0075] The above exemplary embodiment is an example of
an embodiment of the present technique. The present tech-
nique may be implemented in embodiments shown by the
following modifications, other than the above exemplary
embodiment. The following modifications may be combined
with each other.

(Modification 1)

[0076] Gaming system 100 may generate shared informa-
tion including a predetermined text (for example, “I’ve
accomplished the target.” or “I’ve set a new record!””) when
the execution status of the game fulfills a predetermined con-
dition, which will enable the user to post shared information
automatically without inputting a message at that time. The
text may be input by the user in advance, or may be predeter-
mined and available to all users. In addition, the user can also
submit evaluation data and replay data without performing a
specific operation for submission.

(Modification 2)

[0077] As described above, the association with shared
information suffices for evaluation data and replay data.
Therefore, it is not necessary for gaming system 100 to trans-
mit evaluation data, replay data, and shared information at the
same time. Server device 200 can determine the association
with evaluation data, replay data, and shared information if
these data are assigned identification data. In this case, evalu-
ation data, replay data, and shared information may include a
time stamp.

(Modification 3)

[0078] The ranking list may be generated by gaming sys-
tem 100 or server device 200. For example, server device 100
may perform ranking of users and gaming system 100 may
display the name and evaluation of the users according to the
ranking. Alternatively, server device 200 may transmit evalu-
ation data without performing ranking and gaming system
100 may perform ranking of users based on the transmitted
evaluation data.
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(Modification 4)

[0079] The groups of the stages (see FIG. 8) are not neces-
sarily predetermined. For example, gaming system 100 may
identify the stage selected by the user and determine a group
based on the identified stage. The determined group consists
of'the identified stage and plural stages that the user can select
within a certain time from movement of the cursor. Gaming
system 100 determines a group each time the selected stage is
changed.

(Modification 5)

[0080] Gaming system 100 may record plural evaluation
data and replay data with respect to each stage. In other
words, it is not necessary for gaming system 100 to overwrite
evaluation data and replay data. In this case, gaming system
100 may transmit the best evaluation data and replay data in
association with shared information.

(Modification 6)

[0081] The data structure of replay data is not limited. For
example, if the game is played by the user by moving the
position of a display object (such as a main character of the
game), replay data may indicate a history of positions of the
display object. Alternatively, replay data may be a video file
of a certain format such as H.264.

[0082] Replay datamay be executable data ofthe game. For
example, when the user performs a specific operation while
playing replay data, gaming system 100 may suspend playing
the replay data and then proceed to execute the game accord-
ing to operations input by the user. The user can use replay
data posted by another user as a reference, or to learn a trick
for playing the game better. In this case, replay data is pref-
erably a history of positions of the display object, rather than
a video file.

[0083] The game program does not necessarily include plu-
ral mini games. The present technique can be applied to a
gaming system executing plural game programs.

[0084] The present technique can be applied to application
programs other than the game program. The game program is
an example of the application programs according to the
present technique. The present technique may provide a sys-
tem for sharing evaluation data and/or replay data with
respect to an application program having plural different
functions.

[0085] The present technique can be applied to a portable
gaming device, not only to a home-use game console. In
addition, the present technique can be applied to a general
information-processing device such as a personal computer
or a smartphone. Functions of gaming system 100 may be
realized by co-operation of plural processors. A part of con-
figuration of gaming system 100 may be realized by server
device 200.

[0086] The present technique can provide notonly an infor-
mation-processing device corresponding to gaming system
100, but also an information sharing system, an information
sharing method, and others. Moreover, the present technique
can provide a program to realize the function of gaming
system 100. The program may be provided to an information-
storage device in the form of a storage medium such as an
optical disk or a semiconductor memory. Alternatively, the
program may be downloaded to an information-processing
device via a network such as the Internet.
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What is claimed is:

1. An information sharing system, comprising:

an executing unit that executes an application program
according to operations of one of a plurality of users;

a recording unit that records replay data for replicating an
execution process of the application program;

a generating unit that generates shared information associ-
ated with the application program based on operations of
the one of the plurality of users; and

a sharing unit that shares the generated shared information
and the recorded replay data with the plurality of users.

2. The information sharing system according to claim 1,
wherein the sharing unit provides the latest replay data at the
time the shared information is generated, together with the
shared information.

3. The information sharing system according to claim 1,
further comprising a first display controller that controls dis-
play of a plurality of items of shared information generated by
operations of the plurality of users and the execution process
of'the application program by using the replay data associated
with one of the plurality of items of shared information
selected by the user.

4. The information sharing system according to claim 1,
wherein:

the executing unit executes a plurality of application pro-
grams performing different functions or an application
program performing a plurality of different functions;

the recording unit records a plurality ofitems of replay data
with respect to each of the functions; and

the sharing unit handles the shared information and the
replay data with respect to each of the functions.

5. The information sharing system according to claim 4,

further comprising:

a first display controller that controls display of the shared
information with respect to each of the functions; and

a receiving unit that receives, when the shared information
with respect to one of the functions is displayed, the
shared information with respect to any one of the other
functions.

6. The information sharing system according to claim 4,
wherein the generating unit generates the shared information
including identification data of the function.

7. The information sharing system according to claim 1,
wherein:

the recording unit records evaluation data indicative of an
evaluation determined by a result of execution by the
executing unit; and

the sharing unit handles the evaluation data associated with
the shared information and the replay data.

8. The information sharing system according to claim 7,
further comprising a second display controller that controls,
in a case where shared information is displayed by the first
display controller, display of the evaluation indicated by the
evaluation data associated with the shared information.

9. The information sharing system according to claim 1,
wherein the replay data indicates a history of the operations.

10. The information sharing system according to claim 1,
wherein:

the application program performs a process for moving a
display object according to operations of the one of the
plurality of users; and

the replay data indicates a history of positions of the dis-
play object.

Aug. 13,2015

11. The information sharing system according to claim 1,
wherein the application program is a game program.

12. An information-processing device, comprising:

an executing unit that executes an application program
according to operations of one of a plurality of users;

arecording unit that records first replay data for replicating
an execution process of the application program;

a generating unit that generates first shared information
associated with the application program based on opera-
tions of the one of the plurality of users;

a transmitting unit that transmits the first shared informa-
tion and the first replay data associated with the first
shared information in association with each other;

a receiving unit that receives second shared information
related to another user of the plurality of users and sec-
ond replay data associated with the second shared infor-
mation; and

a display controller that controls display of the first and
second shared information and the execution process
replicated by using the first and second replay data.

13. The information-processing device according to claim
12, wherein the display controller replicates the execution
process related to the one of the plurality of users by using the
first replay data and the execution process related to the other
user by using the second replay data.

14. The information-processing device according to claim
12, wherein:

the recording unit records first evaluation data indicative of
evaluation determined by a result of execution of the
executing unit in association with the first replay data;

the transmitting unit transmits the first evaluation data
together with the first shared information and the first
replay data;

the receiving unit receives second evaluation data together
with the second shared information and the second
replay data; and

the display controller controls display of the evaluation by
using the first and second evaluation data.

15. A non-transitory storage medium storing a program
causing a computer device to execute a process, the process
comprising:

executing an application program according to operations
of one of a plurality of users;

recording first replay data for replicating an execution pro-
cess of the application program;

generating first shared information associated with the
application program based on operations of the one of
the plurality of users;

transmitting the first shared information and the first replay
data associated with the generated shared information in
association with each other;

receiving second shared information related to another
user of the plurality of users and second replay data
associated with the first shared information; and

displaying the first and second shared information and the
execution process of application programs replicated by
using the first and second replay data.

16. An information sharing method, comprising:

executing an application program according to operations
of one of a plurality of users;

recording first replay data for replicating an execution pro-
cess of the application program;
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generating first shared information associated with the
application program based on operations of the one of
the plurality of users;

transmitting the first shared information and the first replay
data associated with the generated shared information in
association with each other;

receiving second shared information related to another
user of the plurality of users and second replay data
associated with the first shared information; and

displaying the first and second shared information and the
execution process of application programs replicated by
using the first and second replay data.

#* #* #* #* #*
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