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GAME DEVICE, METHOD FOR CONTROLLING GAME DEVICE, PROGRAM, AND 

INFORMATION STORAGE MEDIUM 

 

Technical Field 

 The present invention relates to a game device, a method of 5 

controlling a game device, a program, and an inform ation storage 

medium. 

 

Background Art 

 A game device for executing a game in which a user  carries 10 

out a game operation to a music piece (hereinafter referred to as 

music game) is conventionally known (for example, P atent Literature 

1). 

 Moreover, a game in which a user plays the game wh ile changing 

a position of a game device is conventionally known .  For example, 15 

Patent Literature 2 describes a game in which, when  a predetermined 

game event occurs, a user places a game device in a  given position. 

Citation List 

Patent Literature 

 Patent Literature 1: JP 2003-334387 A 20 

 Patent Literature 2: JP 2010-136107 A 

 

Summary of Invention 

Technical Problem 

 In the conventional music game, a time (hereinafte r referred 25 

to as reference time) when a user should carry out a game operation 

is determined in advance, and the user cannot inten tionally change 

GAME DEVICE, METHOD FOR CONTROLLING GAME DEVICE, PROGRAM, AND INFORMATION
STORAGE MEDIUM Technical Field 5The present invention relates to a game device, a method of
controlling a game device, a program, and an information storage medium. Background Art 10A game
device for executing a game in which a user carries out a game operation to a music piece (hereinafter
referred to as music game) is conventionally known (for example, Patent Literature 1). Moreover, a game
in which a user plays the game while changing 15 a position of a game device is conventionally known.
For example, Patent Literature 2 describes a game in which, when a predetermined game event occurs, a
user places a game device in a given position. Citation List Patent Literature 20Patent Literature 1: JP
2003-334387 A 
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the time and may feel dissatisfied. 

 The present invention has been made in view of the  

above-mentioned problem, and therefore has an objec t to provide 

a game device capable of, in a music game in which a user carries 

out a game operation to a music piece, allowing the  user to 5 

intentionally change a reference time, a method of controlling a 

game device, and a program. 

Solution to Problem 

 In order to solve the above-mentioned problem, acc ording to 

the present invention, there is provided a game dev ice for executing 10 

a game in which a user carries out a game operation  to a music piece, 

including: position detection means for detecting a  position of 

display means; reference time data acquisition mean s for acquiring, 

from means for storing a position of the display me ans and reference 

time data representing a reference time at which th e user should 15 

carry out the game operation in association with ea ch other, the 

reference time data associated with the position of  the display 

means detected by the position detection means; dis play control 

means for controlling, based on the reference time data associated 

with the position of the display means detected by the position 20 

detection means, the display means to display a gui dance image for 

guiding the user in the reference time; game operat ion detection 

means for detecting the game operation carried out by the user; 

and game operation evaluation means for evaluating,  based on the 

reference time data associated with the position of  the display 25 

means detected by the position detection means and a detection result 

by the game operation detection means, the game ope ration carried 

Patent Literature 2: JP 2010-136107 A Summary of Invention Technical Problem 25In the conventional
music game, a time (hereinafter referred to as reference time) when a user should carry out a game
operation is determined in advance, and the user cannot intentionally change  the time and may feel
dissatisfied.        The present invention has been made in view of the above-mentioned problem, and
therefore has an object to provide a game device capable of, in a music game in which a user carries 5
out a game operation to a music piece, allowing the user to intentionally change a reference time, a
method of controlling a game device, and a program. Solution to Problem In order to solve the
above-mentioned problem, according to 



 3 

out by the user. 

 Further, according to the present invention, there  is provided 

a method of controlling a game device for executing  a game in which 

a user carries out a game operation to a music piec e, the method 

including: a position detection step of detecting a  position of 5 

display means; a reference time data acquisition st ep of acquiring, 

from means for storing a position of the display me ans and reference 

time data representing a reference time at which th e user should 

carry out the game operation in association with ea ch other, the 

reference time data associated with the position of  the display 10 

means detected in the position detection step; a di splay control 

step of controlling, based on the reference time da ta associated 

with the position of the display means detected in the position 

detection step, the display means to display a guid ance image for 

guiding the user in the reference time; a game oper ation detection 15 

step of detecting the game operation carried out by  the user; and 

a game operation evaluation step of evaluating the game operation 

carried out by the user based on the reference time  data associated 

with the position of the display means detected in the position 

detection step and a detection result in the game o peration detection 20 

step. 

 Further, according to the present invention, there  is provided 

a program for causing a computer to function as a g ame device for 

executing a game in which a user carries out a game  operation to 

a music piece, including: position detection means for detecting 25 

a position of display means; reference time data ac quisition means 

for acquiring, from means for storing a position of  the display 

10 the present invention, there is provided a game device for executing a game in which a user carries
out a game operation to a music piece, including: position detection means for detecting a position of
display means; reference time data acquisition means for acquiring, from means for storing a position of
the display means and reference 15 time data representing a reference time at which the user should
carry out the game operation in association with each other, the reference time data associated with the
position of the display means detected by the position detection means; display control means for
controlling, based on the reference time data associated 20 with the position of the display means
detected by the position detection means, the display means to display a guidance image for 
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means and reference time data representing a refere nce time at which 

the user should carry out the game operation in ass ociation with 

each other, the reference time data associated with  the position 

of the display means detected by the position detec tion means; display 

control means for controlling, based on the referen ce time data 5 

associated with the position of the display means d etected by the 

position detection means, the display means to disp lay a guidance 

image for guiding the user in the reference time; g ame operation 

detection means for detecting the game operation ca rried out by 

the user; and game operation evaluation means for e valuating, based 10 

on the reference time data associated with the posi tion of the display 

means detected by the position detection means and a detection result 

by the game operation detection means, the game ope ration carried 

out by the user. 

 Further, according to the present invention, there  is provided 15 

a computer-readable information storage medium havi ng the 

above-mentioned program recorded thereon. 

 According to the present invention, in a music gam e in which 

the user carries out the game operation to a music piece, it is 

possible to allow the user to intentionally change the reference 20 

time. 

 Further, according to an aspect of the present inv ention, the 

reference time data represents a reference time at which the user 

should carry out each of one or a plurality of type s of the game 

operation, and the display control means guides the  user in the 25 

each of the one or plurality of types of game opera tion by setting 

guidance areas corresponding to a number of types o f game operation 

guiding the user in the reference time; game operation detection means for detecting the game operation
carried out by the user; and game operation evaluation means for evaluating, based on the 25 reference
time data associated with the position of the display means detected by the position detection means and
a detection result by the game operation detection means, the game operation carried out by the user.
Further, according to the present invention, there is provided a method of controlling a game device for
executing a game in which a user carries out a game operation to a music piece, the method 5 including:
a position detection step of detecting a position of display means; a reference time data acquisition step
of acquiring, from means for storing a position of the display means and reference time data representing
a reference time at which the user should carry out the game operation in association with each other, the
10 reference time data associated with the position of the display means detected in the position
detection step; a display control step of controlling, based on the reference time data associated with the
position of the display means detected in the position detection step, the display means to display a
guidance image for 15 guiding the user in the reference time; a game operation detection step of
detecting the game operation carried out by the user; and a game operation evaluation step of evaluating
the game operation carried out by the user based on the reference time data associated with the position
of the display means detected in the position 20 detection step and a detection result in the game
operation detection step. 
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represented by the reference time data associated w ith the position 

of the display means detected by the position detec tion means on 

a game screen displayed on the display means, and c ontrolling each 

of the set guidance areas to display the guidance i mage. 

 Further, according to an aspect of the present inv ention, the 5 

display control means guides the user in the each o f the one or 

plurality of the game operation by moving, in the e ach of the guidance 

areas, the guidance image to a target position so t hat a distance 

between the guidance image and the target position corresponds to 

a remaining time before the reference time arrives.  10 

 Further, according to an aspect of the present inv ention, the 

game device further includes means for acquiring, f rom means for 

storing guidance subject period data in which the p osition of the 

display means and a guidance subject period which i s a period for 

guiding the reference time are associated with each  other, the 15 

guidance subject period data, and the display contr ol means controls 

the display means to display the guidance image for  providing guidance 

in the reference time in the guidance subject perio d associated 

with the position of the display means detected by the position 

detection means. 20 

 Further, according to an aspect of the present inv ention, the 

music piece is a music piece including parts of a p lurality of musical 

instruments, and the reference time data acquisitio n means acquires, 

from means for storing the position of the display means and the 

reference time data corresponding to any one of the  parts of the 25 

plurality of musical instruments in association wit h each other, 

the reference time data corresponding to any one of  the parts of 

Further, according to the present invention, there is provided a program for causing a computer to
function as a game device for executing a game in which a user carries out a game operation to 25 a
music piece, including: position detection means for detecting a position of display means; reference time
data acquisition means for acquiring, from means for storing a position of the display means and
reference time data representing a reference time at which the user should carry out the game operation
in association with each other, the reference time data associated with the position of the display means
detected by the pos ition detection means ; display 5 control means for controlling, based on the
reference time data associated with the position of the display means detected by the position detection
means, the display means to display a guidance image for guiding the user in the reference time; game
operation detection means for detecting the game operation carried out by 10 the user; and game
operation evaluation means for evaluating, based on the reference time data as sociated with the position
of the display means detected by the position detection means and a detection result by the game
operation detection means, the game operation carried out by the user. 15Further, according to the
present invention, there is provided a computer-readable information storage medium having the
above-mentioned program recorded thereon.        According to the present invention, in a music game in
which the user carries out the game operation to a music piece, it is 
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the plurality of musical instruments, which is asso ciated with the 

position of the display means detected by the posit ion detection 

means. 

 Further, according to an aspect of the present inv ention, the 

position detection means detects a position of the game device, 5 

and the game device further includes: game processi ng execution 

means for executing game processing corresponding t o the game 

operation detected by the game operation detection means; means 

for acquiring, from means for storing reference pos ition data in 

which a situation of the game and a reference posit ion of the game 10 

device are associated with each other, the referenc e position data; 

position determination means for determining whethe r or not the 

position of the game device detected by the positio n detection means 

is the reference position associated with the situa tion of the game 

being executed; and game processing restriction mea ns for 15 

restricting, based on a determination result by the  position 

determination means, the execution of the game proc essing, which 

is executed by the game processing execution means and corresponds 

to the game operation detected by the game operatio n detection means. 

 Further, according to an aspect of the present inv ention, the 20 

reference position data is data in which a referenc e situation of 

the game and the reference position of the game dev ice are associated 

with each other, and the position determination mea ns determines, 

in a case where the situation of the game being exe cuted is brought 

into the reference situation, whether or not the po sition of the 25 

game device detected by the position detection mean s is the reference 

position associated with the reference situation. 

20 possible to allow the user to intentionally change the reference time. Further, according to an aspect of
the present invention, the reference time data represents a reference time at which the user should carry
out each of one or a plurality of types of the game 25 operation, and the display control means guides the
user in the each of the one or plurality of types of game operation by setting guidance areas
corresponding to a number of types of game operation represented by the reference time data associated
with the position of the display means detected by the position detection means on a game screen
displayed on the display means, and controlling each of the set guidance areas to display the guidance
image. 5 Further, according to an aspect of the present invention, the display control means guides the
user in the each of the one or plurality of the game operation by moving, in the each of the guidance
areas, the guidance image to a target position so that a distance between the guidance image and the
target position corresponds to 10 a remaining time before the reference time arrives.        Further,
according to an aspect of the present invention, the game device further includes means for acquiring,
from means for storing guidance subject period data in which the position of the display means and a
guidance subject period which is a period for 15 guiding the reference time are associated with each
other, the guidance subject period data, and the display control means controls the display means to
display the guidance image for providing guidance in the reference time in the guidance subject period
associated with the position of the display means detected by the position 
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 Further, according to an aspect of the present inv ention, the 

game device further includes means for, in the case  where the situation 

of the game being executed is brought into the refe rence situation, 

guiding the user to change the position of the game  machine to the 

reference position. 5 

 Further, according to an aspect of the present inv ention, the 

reference position data is data in which the situat ion of the game, 

the reference position of the game device, and the game operation 

carried out by the user are associated with one ano ther, and the 

game processing restriction means restricts, based on the 10 

determination result by the position determination means, out of 

the game operations detected by the game operation detection means, 

the execution of the game processing corresponding to the game 

operation associated with a current situation of th e game being 

executed and the reference position. 15 

 Further, according to an aspect of the present inv ention, the 

game device further includes means for executing di splay control 

for a game screen so that an orientation of the gam e screen displayed 

on the display means is directed to an orientation corresponding 

to the reference position associated with a current  situation of 20 

the game being executed. 

 

Brief Description of Drawings 

[FIG. 1] A diagram illustrating a hardware configur ation of a game 

device according to an embodiment of the present in vention. 25 

[FIG. 2] A diagram illustrating an example of a gam e screen displayed 

on a display unit of the game device. 

20 detection means. Further, according to an aspect of the present invention, the music piece is a music
piece including parts of a plurality of musical instruments, and the reference time data acquisition means
acquires, from means for storing the position of the display means and the 25 reference time data
corresponding to any one of the parts of the plurality of musical instruments in association with each
other, the reference time data corresponding to any one of the parts of the plurality of musical
instruments, which is associated with the position of the display means detected by the position detection
means. Further, according to an aspect of the present invention, the 5 position detection means detects a
position of the game device, and the game device further includes: game processing execution means for
executing game processing corresponding to the game operation detected by the game operation
detection means; means for acquiring, from means for storing reference position data in 10 which a
situation of the game and a reference position of the game device are associated with each other, the
reference position data; position determination means for determining whether or not the position of the
game device detected by the position detection means is the reference position associated with the
situation of the game 
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[FIG. 3] A diagram illustrating an example of the g ame screen when 

a user changes a position of the display unit. 

[FIG. 4] A functional block diagram illustrating fu nctions realized 

in the game device. 

[FIG. 5] A diagram illustrating an example of music  piece data 5 

corresponding to one music piece. 

[FIG. 6] A diagram illustrating a data storage exam ple of reference 

time data for a horizontal position. 

[FIG. 7] A diagram illustrating a data storage exam ple of the reference 

time data for a vertical position. 10 

[FIG. 8] A table illustrating a data storage exampl e of guidance 

subject period data . 

[FIG. 9] A diagram for illustrating display process ing for a game 

screen when the display unit is in the horizontal p osition. 

[FIG. 10] A diagram for illustrating the display pr ocessing for 15 

the game screen when the display unit is in the ver tical position. 

[FIG. 11] A flowchart mainly illustrating processin g, of the 

processing executed by the game device, that relate s to the present 

invention. 

[FIG. 12] A flowchart illustrating evaluation proce ssing on a game 20 

operation carried out in S111. 

[FIG. 13] A diagram illustrating an example of the game screen 

displayed on the display unit of the game device. 

[FIG. 14] A diagram illustrating an example of a ca se where an 

orientation of the game screen has changed. 25 

[FIG. 15] A functional block diagram illustrating f unctions realized 

in the game device. 

15 being executed; and game processing restriction means for restricting, based on a determination result
by the position determination means, the execution of the game processing, which is executed by the
game processing execution means and corresponds to the game operation detected by the game
operation detection means. 20 Further, according to an aspect of the present invention, the reference
position data is data in which a reference situation of the game and the reference position of the game
device are associated with each other, and the position determination means determines, in a case where
the situation of the game being executed is brought 25 into the reference situation, whether or not the
position of the game device detected by the position detection means is the reference position associated
with the reference situation.         Further, according to an aspect of the present invention, the game
device further includes means for, in the case where the situation of the game being executed is brought
into the reference situation, guiding the user to change the position of the game machine to the 5
reference position.        Further, according to an aspect of the present invention, the reference position
data is data in which the situation of the game, the reference position of the game device, and the game
operation carried out by the user are associated with one another, and the 10 game processing restriction
means restricts, based on the determination result by the position determination means, out of the game
operations detected by the game operation detection means, the execution of the game processing
corresponding to the game operation associated with a current situation of the game being 15 executed
and the reference position.        Further, according to an aspect of the present invention, the game device
further includes means for executing display control for a game screen so that an orientation of the game
screen displayed on the display means is directed to an orientation corresponding 20 to the reference
position associated with a current situation of the game being executed. Brief Description of Drawings
[FIG. 1] A diagram illustrating a hardware configuration of a game 
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[FIG. 16] A diagram illustrating an example of musi c piece data 

corresponding to one music piece. 

[FIG. 17] A diagram illustrating a data storage exa mple of reference 

position data . 

[FIG. 18] A diagram illustrating an example of refe rence operation 5 

data. 

[FIG. 19] A diagram illustrating display processing  for the game 

screen. 

[FIG. 20] A flowchart mainly illustrating processin g, of processing 

executed by the game device, that relates to the pr esent invention. 10 

[FIG. 21] A diagram illustrating the reference posi tion data in 

Modified Example (1) of a second embodiment. 

 

Description of Embodiments 

 (1. First Embodiment) 15 

 A detailed description is now given of an example of an 

embodiment of the present invention with reference to the drawings.  

A game device according to the embodiment of the pr esent invention 

is implemented in, for example, a portable game dev ice, an arcade 

game device, a cellular phone, a personal digital a ssistant (PDA), 20 

or a personal computer.  A description is given her e of a case where 

the game device according to the embodiment of the present invention 

is implemented in a portable game device. 

 (1-1. Hardware Configuration of Game Device) 

 FIG. 1 is a diagram illustrating a hardware config uration of 25 

the game device according to the embodiment of the present invention.  

As illustrated in FIG. 1, a game device 10 includes  a portable game 

25 device according to an embodiment of the present invention. [FIG. 2] A diagram illustrating an example
of a game screen displayed on a display unit of the game device.  [FIG. 3] A diagram illustrating an
example of the game screen when a user changes a position of the display unit.  [FIG. 4] A functional
block diagram illustrating functions realized in the game device. 5[FIG. 5] A diagram illustrating an
example of music piece data corresponding to one music piece.  [FIG. 6] A diagram illustrating a data
storage example of reference time data for a horizontal position.       [FIG. 7] A diagram illustrating a data
storage example of the reference 10 time data for a vertical position.  [FIG. 8] A table illustrating a data
storage example of guidance subject period data. [FIG. 9] A diagram for illustrating display processing for
a game screen when the display unit is in the horizontal position.  15 [FIG. 10] A diagram for illustrating
the display processing for the game screen when the display unit is in the vertical position. [FIG. 11] A
flowchart mainly illustrating processing, of the processing executed by the game device, that relates to the
present invention. 20[FIG. 12] A flowchart illustrating evaluation processing on a game 
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device 11.  The portable game device 11 includes a control unit 14, 

a storage unit 16, a main memory 18, an image proce ssing unit 20, 

a display unit 22, a touch panel 24, an input/outpu t processing 

unit 26, a memory card slot 28, an operation key un it 32, an audio 

processing unit 34, an audio output unit 36, an aud io input unit 5 

38, a communication interface (I/F) 40, a sensor un it 42, and the 

like. 

 The control unit 14 controls the components of the  game device 

10 based on an operating system which is stored in the storage unit 

16, and on a program and various kinds of data whic h are stored 10 

in a memory card 30.   

 The storage unit 16 includes a non-volatile storag e medium 

such as a flash memory.  The storage unit 16 stores  the operating 

system and the like. 

 The main memory 18 includes, for example, a RAM.  A program 15 

stored in the storage unit 16 and the program read out of the game 

memory card 30 via the memory card slot 28 are writ ten into the 

main memory 18 as the need arises.  The main memory  18 is also used 

as a work memory of the control unit 14. 

 A bus 12 is used to exchange addresses and various  kinds of 20 

data between the components of the game device 10.  The control unit 

14, the storage unit 16, the main memory 18, the im age processing 

unit 20, and the input/output processing unit 26 ar e connected to 

one another by the bus 12 in a manner that allows t hose components 

to communicate data between one another. 25 

 The image processing unit 20 includes a VRAM.  The  image 

processing unit 20 renders an image in the VRAM in accordance with 

operation carried out in S111.  [FIG. 13] A diagram illustrating an example of the game screen displayed
on the display unit of the game device.       [FIG. 14] A diagram illustrating an example of a case where an
25 orientation of the game screen has changed.  [FIG. 15] A functional block diagram illustrating functions
realized in the game device.  [FIG. 16] A diagram illustrating an example of music piece data
corresponding to one music piece.  [FIG. 17] A diagram illustrating a data storage example of reference
position data. 5[FIG. 18] A diagram illustrating an example of reference operation data.  [FIG. 19] A
diagram illustrating display processing for the game screen. [FIG. 20] A flowchart mainly illustrating
processing, of processing 10 executed by the game device, that relates to the present invention. [FIG. 21]
A diagram illustrating the reference position data in Modified Example (1) of a second embodiment.
Description of Embodiments 
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an instruction from the control unit 14.  The image  rendered in the 

VRAM is displayed on the display unit 22 at a prede termined timing.  

The display unit 22 is, for example, one or a plura lity of known 

liquid crystal display panels.  The liquid crystal display panel 

has, for example, a given aspect ratio (for example , 16:9).  For 5 

example, the touch panel 24 is provided so as to ov erlap the display 

unit 22. 

 The touch panel 24 functions as input means with w hich the 

user performs operations.  The touch panel 24 suppl ies the control 

unit 14 via the input/output processing unit 26 wit h contact position 10 

information corresponding to a position of a touch (depression) 

by the user or an object (such as a touch pen) held  by the user. 

 The input/output processing unit 26 is an interfac e by which 

the control unit 14 exchanges various kinds of data  with the touch 

panel 24, the memory card slot 28, the operation ke y unit 32, the 15 

audio processing unit 34, and the communication I/F  40. 

 The memory card slot 28 reads a game program and g ame data 

stored in the memory card 30 in accordance with an instruction issued 

from the control unit 14.  The memory card 30 inclu des, for example, 

a non-volatile storage medium in which the game dat a such as save 20 

data is stored. 

 In this embodiment, the description is given of a case where 

the program and the data stored in the memory card 30 are used to 

execute a game, but any information storage medium other than the 

memory card 30 may be used.  In addition, the progr am and the data 25 

may be supplied to the game device 10 from a remote  site via a data 

communication network such as the Internet. 

15(1. First Embodiment)        A detailed description is now given of an example of an embodiment of the
present invention with reference to the drawings. A game device according to the embodiment of the
present invention is implemented in, for example, a portable game device, an arcade 20 game device, a
cellular phone, a personal digital assistant (PDA), or a personal computer. A description is given here of a
case where the game device according to the embodiment of the present invention is implemented in a
portable game device. (1-1. Hardware Configuration of Game Device) 25FIG. 1 is a diagram illustrating a
hardware configuration of the game device according to the embodiment of the present invention. As
illustrated in FIG. 1, a game device 10 includes a portable game device 11. The portable game device 11
includes a control unit 14, a storage unit 16, a main memory 18, an image processing unit 20, a display
unit 22, a touch panel 24, an input/output processing unit 26, a memory card slot 28, an operation key unit
32, an audio 5 processing unit 34, an audio output unit 36, an audio input unit 38, a communication
interface (I/F) 40, a sensor unit 42, and the like.        The control unit 14 controls the components of the
game device 10 based on an operating system which is stored in the storage unit 10 16, and on a
program and various kinds of data which are stored in a memory card 30.        The storage unit 16
includes a non-volatile storage medium such as a flash memory. The storage unit 16 stores the operating
system and the like. 
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 The operation key unit 32 functions as input means  with which 

the user performs various kinds of operations.  The  operation key 

unit 32 includes a cross-shaped button, a slide pad , various kinds 

of buttons, and the like.  The input/output process ing unit 26 scans 

the state of each part of the operation key unit 32  every predetermined 5 

cycle (e.g., every 1/60 th  of a second).  An operation signal 

representing the scanning result is supplied to the  control unit 

14 via the bus 12.  The control unit 14 determines a content of the 

user's operation based on the operation signal. 

 The audio processing unit 34 includes a sound buff er.  The 10 

audio processing unit 34 outputs a music piece or a  sound from the 

audio output unit 36 based on data for outputting t he music piece 

or audio data, which is stored in the sound buffer.   

 The audio input unit 38 includes a microphone or t he like.  

The audio input unit 38 detects a user's voice or t he like, and 15 

inputs a detection signal to the control unit 14 vi a the input/output 

processing unit 26.  The communication I/F 40 is an  interface for 

connecting the game device 10 to the communication network.   

 The sensor unit 42 includes a gyro sensor for dete cting an 

angular velocity, an acceleration sensor for detect ing an 20 

acceleration, and the like.  The sensor unit 42 det ects a position 

of the display unit 22.  In this embodiment, a desc ription is given 

of a case where the display unit 22 is integrated w ith a housing 

of the game device 10.  In other words, when the us er changes the 

position of the game device 10, the position of the  display unit 25 

22 changes accordingly. 

 Note that the configuration of the game device 10 is not limited 

15The main memory 18 includes, for example, a RAM. A program stored in the storage unit 16 and the
program read out of the game memory card 30 via the memory card slot 28 are written into the main
memory 18 as the need arises. The main memory 18 is also used as a work memory of the control unit
14. 20A bus 12 is used to exchange addresses and various kinds of data between the components of the
game device 10. The control unit 14, the storage unit 16, the main memory 18, the image processing unit
20, and the input/output processing unit 26 are connected to one another by the bus 12 in a manner that
allows those components 25 to communicate data between one another.        The image processing unit
20 includes a VRAM. The image processing unit 20 renders an image in the VRAM in accordance with an
instruction from the control unit 14. The image rendered in the VRAM is displayed on the display unit 22
at a predetermined timing. The display unit 22 is, for example, one or a plurality of known liquid crystal
display panels. The liquid crystal display panel 5 has, for example, a given aspect ratio (for example,
16:9). For example, the touch panel 24 is provided so as to overlap the display unit 22.        The touch
panel 24 functions as input means with which the user performs operations. The touch panel 24 supplies
the control 10 unit 14 via the input/output processing unit 26 with contact position information
corresponding to a position of a touch (depression) by the user or an object (such as a touch pen) held by
the user.        The input/output processing unit 26 is an interface by which the control unit 14 exchanges
various kinds of data with the touch 15 panel 24, the memory card slot 28, the operation key unit 32, the
audio processing unit 34, and the communication I/F 40. 
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to the above-mentioned example.  The game device 10  may include other 

components.  For example, a GPS sensor, a CCD camer a, and the like 

may also be included in the game device 10. 

 (1-2. Games Executed on Game Device) 

 A description is now given of games executed on th e game device 5 

10.  The game device 10 executes a game in which a user carries out 

game operations to a music piece.  A description is  given below of, 

as an example, a case of execution of a game in whi ch the user touches 

given positions on the touch panel 24 in time with the music piece. 

 When the user starts the game, the user selects an y of a plurality 10 

of music pieces prepared in advance.  Then, the sel ected music piece 

is reproduced.  A music piece which the user can se lect is, for 

example, a music piece including parts of a plurali ty of musical 

instruments (such as a lead guitar, a bass guitar, and drums).  In 

this embodiment, a description is given of a case w here reference 15 

times at which a game operation should be carried o ut are defined 

for each of the parts.  The user tries to carry out  the game operation 

at a time coincident with the reference time. 

 FIG. 2 is a diagram illustrating an example of the  game screen 

displayed on the display unit 22 of the game device  10.  Note that 20 

the game screen 50 of the display unit 22 is rectan gular.  As 

illustrated in FIG. 2, a position in which the disp lay unit 22 viewed 

from the user is long in the horizontal direction i s referred to 

as "horizontal position".  Moreover, for example, a s illustrated 

in FIG. 2, an orientation of the game screen 50 whe n the display 25 

unit 22 is in the horizontal position is referred t o as "horizontal 

state".  For example, when the display unit 22 is i n the horizontal 

The memory card slot 28 reads a game program and game data stored in the memory card 30 in
accordance with an instruction issued from the control unit 14. The memory card 30 includes, for
example, 20 a non-volatile storage medium in which the game data such as save data is stored.        In
this embodiment, the description is given of a case where the program and the data stored in the memory
card 30 are used to execute a game, but any information storage medium other than the 25 memory card
30 may be used. In addition, the program and the data may be supplied to the game device 10 from a
remote site via a data communication network such as the Internet.         The operation key unit 32
functions as input means with which the user performs various kinds of operations. The operation key unit
32 includes a cross-shaped button, a slide pad, various kinds of buttons, and the like. The input/output
processing unit 26 scans 5 the state of each part of the operation key unit 32 every predetermined cycle
(e.g., every 1/60th of a second). An operation signal representing the scanning result is supplied to the
control unit 14 via the bus 12. The control unit 14 determines a content of the user's operation based on
the operation signal. 10The audio processing unit 34 includes a sound buffer. The audio processing unit
34 outputs a music piece or a sound from the audio output unit 36 based on data for outputting the music
piece or audio data, which is stored in the sound buffer. The audio input unit 38 includes a microphone or
the like. 15 The audio input unit 38 detects a user's voice or the like, and inputs a detection signal to the
control unit 14 via the input/output processing unit 26. The communication I/F 40 is an interface for
connecting the game device 10 to the communication network. The sensor unit 42 includes a gyro sensor
for detecting an 20 angular velocity, an acceleration sensor for detecting an acceleration, and the like.
The sensor unit 42 detects a position of the display unit 22. In this embodiment, a description is given of a
case where the display unit 22 is integrated with a housing of the game device 10. In other words, when
the user changes the 
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position, the user carries out the game operations in such a manner 

that the user plays the part of the bass guitar.  F or example, 

reference time data used for the case where the dis play unit 22 

is in the horizontal position is produced based on a rhythm of the 

part of the bass guitar. 5 

 As illustrated in FIG. 2, in the game screen 50 in  the horizontal 

state, a lower area viewed from the user displays b uttons 52A, 52B, 

and 52C (these buttons are hereinafter generally an d simply also 

referred to as buttons 52).  The touch panel 24 is provided so as 

to overlap the display 22, and, for example, an act ion of the user 10 

touching the buttons 52 corresponds to the "game op eration".  In 

other words, when the display unit 22 is in the hor izontal position, 

the user carries out three types of game operation.  

 Guidance areas 54A, 54B, and 54C (these areas are hereinafter 

generally and simply also referred to as guidance a reas 54) 15 

respectively corresponding to the buttons 52A, 52B,  and 52C are 

set on the game screen 50.  The guidance area 54 is  a display area 

set to guide the user regarding reference times whe n the button 

52 is to be touched. 

 Reference marks 56A, 56B, and 56C (these marks are  hereinafter 20 

generally and simply also referred to as reference marks 56) are 

displayed in a left side area of the guidance areas  54.  Moreover, 

for example, reference time guidance marks 58A, 58B , and 58C (these 

marks are hereinafter generally and simply also ref erred to as 

reference time guidance marks 58) are displayed on the right side 25 

of the reference marks 56. 

 The reference time guidance marks 58 are guidance images for 

25 position of the game device 10, the position of the display unit 22 changes accordingly. Note that the
configuration of the game device 10 is not limited to the above-mentioned example . The game device 10
may include other components. For example, a GPS sensor, a CCD camera, and the like may also be
Included in the game device 10. (1-2. Games Executed on Game Device) 5A des cription is now given of
games executed on the game device 10. The game device 10 executes a game in which a user carries
out game operations to a music piece. A description is given below of, as an example, a case of
execution of a game in which the user touches given positions on the touch panel 24 in time with the
music piece.  10 When the user starts the game , the user selects any of a plurality of music pieces
prepared in advance. Then, the selected music piece is reproduced. A music piece which the user can
select is, for example, a music piece including parts of a plurality of musical instruments (such as a lead
guitar, a bass guitar, and drums). In 15 this embodiment, a description is given of a case where reference
times at which a game operation should be carried out are defined for each of the parts. The user tries to
carryout the game operation at a time coincident with the reference time. FIG. 2 is a diagram illustrating
an example of the game screen 20 displayed on the display unit 22 of the game device 10. Note that the
game screen 50 of the display unit 22 is rectangular. As illustrated in FIG. 2, a position in which the
display unit 22 viewed 
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guiding the user regarding the reference time.  The  reference time 

guidance marks 58 are displayed in the guidance are a 54.  The 

reference time guidance marks 58 gradually move fro m the right to 

the left on the guidance area 54 as the time elapse s.  In other words, 

the reference time guidance marks 58 approach the r eference marks 5 

56. 

 When a time (reference time) when the button 52A i s to be touched 

arrives, the reference time guidance mark 58A movin g on the guidance 

area 54A reaches the reference mark 56A, and overla ps the reference 

mark 56A.  When a time (reference time) when the bu tton 52B is to 10 

be touched arrives, the reference time guidance mar k 58B moving 

on the guidance area 54B reaches the reference mark  56B, and overlaps 

the reference mark 56B.  When a time (reference tim e) when the button 

52C is to be touched arrives, the reference time gu idance mark 58C 

moving on the guidance area 54C reaches the referen ce mark 56C, 15 

and overlaps the reference mark 56C. 

 For example, when the reference times correspondin g to the 

buttons 52A, 52B, and 52C arrive, the user can acqu ire a high 

evaluation by touching the buttons 52A, 52B, and 52 C.  Note that 

it is not necessarily the case that the user cannot  acquire an 20 

evaluation unless the user touches the buttons 52A,  52B, and 52C 

at times completely matching the reference times, a nd an evaluation 

is given depending on a degree of matching.  For ex ample, a score 

increases or decreases according to an evaluation a cquired by the 

user. 25 

 In this way, the user can recognize a time to touc h the button 

52 by relying on the reference time guidance mark 5 8 moving on the 

from the user is long in the horizontal direction is referred to as "horizontal position". Moreover, for
example, as Illustrated 25 in FIG. 2, an orientation of the game screen 50 when the display unit 22 is in
the horizontal position is referred to as "horizontal state". For example, when the display unit 22 is in the
horizontal position, the user carries out the game operations in such a manner that the user plays the part
of the bass guitar. For example, reference time data used for the case where the display unit 22 is in the
horizontal position is produced based on a rhythm of the 5 part of the bass guitar.        As illustrated in F
IG . 2, in the game screen 50 in the horizontal state, a lower area viewed from the user displays buttons
52A, 523, and 520 (these buttons are hereinafter generally and simply also referred to as buttons 52).
The touch panel 24 is provided so as 10 to overlap the display 22, and, for example, an action of the user
touching the buttons 52 corresponds to the "game operation". In other words, when the display unit 22 is
in the horizontal position, the user carries out three types of game operation. Guidance areas 54A, 543,
and 540 (these areas are hereinafter 15 generally and simply also referred to as guidance areas 54)
respectively corresponding to the buttons 52A, 523, and 520 are set on the game screen 50. The
guidance area 54 is a display area set to guide the user regarding reference times when the button 52 is
to be touched. 20Reference marks 56A, 563, and 560 (these marks are hereinafter 



 16 

guidance area 54 and gradually approaching the refe rence mark 56. 

 In the game device 10 according to this embodiment , when the 

user changes the position of the display unit 22 at  an arbitrary 

time during the game play, a part of a music piece for which the 

user should carry out the game operation is changed .  For example, 5 

when the part of the music piece is changed, the re ference times 

are also changed.  Moreover, for example, when the part of the music 

piece is changed, the number of the buttons 52, the  number of the 

guidance areas 54, and the number of the reference marks 56 are 

also changed.  In other words, for example, when th e position of 10 

the display unit 22 is changed, the number of types  of game operation 

which the user should carry out is also changed. 

 FIG. 3 is a diagram illustrating an example of the  game screen 

50 when the user changes the position of the displa y unit 22.  Note 

that in this embodiment, as illustrated in FIG. 3, a position in 15 

which the display unit 22 viewed from the user is l ong in the vertical 

direction is referred to as "vertical position".  M oreover, as 

illustrated in FIG. 3, for example, an orientation of the game screen 

50 when the display unit 22 is in the vertical posi tion is referred 

to as "vertical state". 20 

 For example, when the display unit 22 is in the ve rtical 

position, the user carries out the game operations in such a manner 

that the user plays the part of the lead guitar.  F or example, 

reference time data used for the case where the dis play unit 22 

is in the vertical position is produced based on a rhythm of the 25 

part of the lead guitar. 

 As illustrated in FIG. 3, when the part of the mus ic piece 

generally and simply also referred to as reference marks 56) are displayed in a left side area of the
guidance areas 54. Moreover, for example, reference time guidance marks 58A, 583, and 580 (these
marks are hereinafter generally and simply also referred to as 25 reference time guidance marks 58) are
displayed on the right side of the reference marks 56. The reference time guidance marks 58 are
guidance images for guiding the user regarding the reference time. The reference time guidance marks
58 are displayed in the guidance area 54. The reference time guidance marks 58 gradually move from the
right to the left on the guidance area 54 as the time elapses. In other words, 5 the reference time
guidance marks 58 approach the reference marks 56.        When a time (reference time) when the button
52A is to be touched arrives, the reference time guidance mark 58A moving on the guidance area 54A
reaches the reference mark 56A, and overlaps the reference 10 mark 56A. When a time (reference time)
when the button 523 is to be touched arrives, the reference time guidance mark 583 moving on the
guidance area 543 reaches the reference mark 563, and overlaps the reference mark 563. When a time
(reference time) when the button 520 is to be touched arrives, the reference time guidance mark 580 15
moving on the guidance area 540 reaches the reference mark 560, and overlaps the reference mark 560.
For example, when the reference times corresponding to the buttons 52A, 523, and 520 arrive, the user
can acquire a high evaluation by touching the buttons 52A, 523, and 520. Note that 20 it is not necessarily
the case that the user cannot acquire an evaluation unless the user touches the buttons 52A, 523, and
520 at times completely matching the reference times, and an evaluation is given depending on a degree
of matching. For example, a score increases or decreases according to an evaluation acquired by the
25user.        In this way, the user can recognize a time to touch the button 52 by relying on the reference
time guidance mark 58 moving on the 
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for which the user should carry out the game operat ion is changed, 

the number of the buttons 52 increases from three t o six.  In other 

words, the number of types of game operation which the user should 

carry out increases from three to six.  These incre ased buttons 52 

are referred to as buttons 52D, 52E, and 52F.  Then , the display 5 

positions of the buttons 52 are changed so that the  buttons 52 are 

arranged on a lower side (shorter side of the displ ay unit 22) viewed 

from the user on the game screen 50 in the vertical  state. 

 Moreover, according to this embodiment, the game o perations 

and the guidance areas 54 correspond to each other,  and in order 10 

to match the buttons 52, the number of which has in creased from 

three to six, the number of the guidance areas 54 i ncreases from 

three to six.  These increased guidance areas 54 ar e referred to 

as guidance areas 54D, 54E, and 54F. 

 The button 52D corresponds to the guidance area 54 D.  As a 15 

reference time at which the user should touch the b utton 52D 

approaches, a reference time guidance mark 58D appr oaches a reference 

mark 56D.  The button 52E corresponds to the guidan ce area 54E.  As 

a reference time at which the user should touch the  button 52E 

approaches, a reference time guidance mark 58E appr oaches a reference 20 

mark 56E.  The button 52F corresponds to the guidan ce area 54F.  As 

a reference time at which the user should touch the  button 52F 

approaches, a reference time guidance mark 58F appr oaches a reference 

mark 56F. 

 As described above, when the user changes the posi tion of the 25 

display unit 22 from the horizontal position to the  vertical position, 

the part of the music piece for which the user shou ld carry out 

guidance area 54 and gradually approaching the reference mark 56.        In the game device 10 according
to this embodiment, when the user changes the position of the display unit 22 at an arbitrary time during
the game play, a part of a music piece for which the 5 user should carry out the game operation is
changed. For example, when the part of the music piece is changed, the reference times are also
changed. Moreover, for example, when the part of the music piece is changed, the number of the buttons
52, the number of the guidance areas 54, and the number of the reference marks 56 are 10 also
changed. In other words, for example, when the position of the display unit 22 is changed, the number of
types of game operation which the user should carry out is also changed.        FIG. 3 is a diagram
illustrating an example of the game screen 50 when the user changes the position of the display unit 22.
Note 15 that in this embodiment, as illustrated in FIG. 3, a position in which the display unit 22 viewed
from the user is long in the vertical direction is referred to as "vertical position". Moreover, as illustrated in
FIG. 3, for example, an orientation of the game screen 50 when the display unit 22 is in the vertical
position is referred 20to as "vertical state".        For example, when the display unit 22 is in the vertical
position, the user carries out the game operations in such a manner that the user plays the part of the
lead guitar. For example, reference time data used for the case where the display unit 22 25 is in the
vertical position is produced based on a rhythm of the part of the lead guitar. As illustrated in FIG. 3, when
the part of the music piece  for which the user should carry out the game operation is changed, the
number of the buttons 52 increases from three to six. In other words, the number of types of game
operation which the user should carry out increases from three to six. These increased buttons 52 
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the game operation is changed.  For example, when t he display unit 

22 is in the horizontal position, the user carries out the three 

types of game operation corresponding to the part o f the bass guitar, 

and when the display unit 22 is brought into the ve rtical position, 

the user has to carry out the six types of game ope ration corresponding 5 

to the part of the lead guitar.  Thus, when the dis play unit 22 is 

in the vertical position, a degree of difficulty of  the game becomes 

higher than that in the case where the display unit  22 is in the 

horizontal position, but the user carries out a lar ge number of 

game operations, and can gain more chances to acqui re points.  A 10 

detailed description is now given of this technolog y. 

 (1-3. Functions Realized in Game Device) 

 FIG. 4 is a functional block diagram illustrating functions 

realized in the game device 10.  As illustrated in FIG. 4, the game 

device 10 includes a game data storage unit 70, a p osition detection 15 

unit 72, a reference time data acquisition unit 74,  a display control 

unit 76, a game operation detection unit 78, and a game operation 

evaluation unit 80.  These functions are realized b y the control 

unit 14 executing a game program stored in the memo ry card 30. 

 (1-3-1. Game Data Storage Unit) 20 

 The game data storage unit 70 is realized mainly b y the main 

memory 18 and the memory card 30.  The game data st orage unit 70 

stores data required for executing a game.  For exa mple, the game 

data storage unit 70 stores data of a plurality of music pieces. 

 (Music Piece Data) 25 

 FIG. 5 is a diagram illustrating an example of the  music piece 

data corresponding to one music piece.  The music p iece data 

5 are referred to as buttons 52D, 52E, and 52F. Then, the display positions of the buttons 52 are changed
so that the buttons 52 are arranged on a lower side (shorter side of the display unit 22) viewed from the
user on the game screen 50 in the vertical state. Moreover, according to this embodiment, the game
operations 10 and the guidance areas 54 correspond to each other, and in order to match the buttons 52,
the number of which has increased from three to six, the number of the guidance areas 54 increases from
three to six. These increased guidance areas 54 are referred to as guidance areas 54D, 54E, and 54F.
15The button 52D corresponds to the guidance area 54D. As a reference time at which the user should
touch the button 52D approaches, a reference time guidance mark 58D approaches a reference mark
56D. The button 52E corresponds to the guidance area 54E. As a reference time at which the user should
touch the button 52E 20 approaches, a reference time guidance mark 58E approaches a reference mark
56E. The button 52F corresponds to the guidance area 54F. As a reference time at which the user should
touch the button 52F approaches, a reference time guidance mark 58F approaches a reference mark
56F. 25As described above, when the user changes the position of the display unit 22 fromthe horizontal
position to the vertical position, the part of the music piece for which the user should carry out the game
operation is changed. For example, when the display unit 22 is in the horizontal position, the user carries
out the three types of game operation corresponding to the part of the bass guitar, and when the display
unit 22 is brought into the vertical position, 5 the user has to carryout the s ix types of game operation
corresponding to the part of the lead guitar. Thus, when the display unit 22 is in the vertical position, a
degree of difficulty of the game becomes higher than that in the case where the display unit 22 is in the
horizontal position, but the user carries out a large number of 10 game operations, and can gain more
chances to acquire points. A detailed description is now given of this technology. (1-3. Functions Realized
in Game Device) 
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illustrated in FIG. 5 contains original music piece  data, and the 

reference time data associated with the position of  the display 

unit 22.  The original music piece data is, for exa mple, general 

popular music and the like stored in a predetermine d data format. 

 The reference time data is data representing refer ence times 5 

at which the user should carry out a game operation .  The reference 

time data is associated with the position of the di splay unit 22.  

For example, the reference time data is stored for each position 

of the display unit 22 detected by the position det ection unit 72.  

According to this embodiment, the display unit 22 t akes the horizontal 10 

position and the vertical position, and hence the r eference time 

data for the horizontal position and the reference time data for 

the vertical position are contained in the music pi ece data. 

 FIG. 6 is a diagram illustrating a data storage ex ample of 

the reference time data for the horizontal position .  A "t axis" 15 

illustrated in FIG. 6 is a time axis.  The t axis r epresents elapsed 

time after the reproduction of the music piece star ts.  For example, 

the reference time data represents, in units of 1/2 56 th  of a bar, 

a reference time at which the user should carry out  the game operation.  

Note that for the sake of simple description, FIG. 6 illustrates 20 

data obtained by dividing one bar into eight parts.   In other words, 

FIG. 6 illustrates, in units of 1/8 th  of a bar, times at which the 

user should carry out the game operation. 

 As illustrated in FIG. 6, at each time point of 1/ 8 bar, whether 

or not the user should carry out a game operation i s specified. 25 

The reference time data for the horizontal position  is, for example, 

data representing reference times for the part of t he bass guitar, 

FIG. 4 is a functional block diagram illustrating functions realized in the game device 10. As illustrated in
FIG. 4, the game 15 device 10 includes a game data storage unit 70, a position detection unit 72, a
reference time data acquisition unit 74, a display control unit 76, a game operation detection unit 78, and
a game operation evaluation unit 80. These functions are realized by the control unit 14 executing a game
program stored in the memory card 30. 20(1-3-1. Game Data Storage Unit)        The game data storage
unit 70 is realized mainly by the main memory 18 and the memory card 30. The game data storage unit
70 stores data required for executing a game. For example, the game data storage unit 70 stores data of
a plurality of music pieces. 25(Music Piece Data)        FIG. 5 is a diagram illustrating an example of the
music piece data corresponding to one music piece. The music piece data illustrated in FIG. 5 contains
original music piece data, and the reference time data associated with the position of the display unit 22.
The original music piece data is, for example, general popular music and the like stored in a
predetermined data format. 5 The reference time data is data representing reference times at which the
user should carry out a game operation. The reference time data is associated with the position of the
display unit 22. For example, the reference time data is stored for each position of the display unit 22
detected by the position detection unit 72. 10 According to this embodiment, the display unit 22 takes the
hori zontal position and the vertical position, and hence the reference time data for the horizontal position
and the reference time data for the vertical position are contained in the music piece data. FIG. 6 is a
diagram illustrating a data storage example of 15 the reference time data for the horizontal position. A "t
axis" illustrated in FIG. 6 is a time axis. The t axis represents elapsed time after the reproduction of the
music piece starts. For example, the reference time data represents, in units of 1/256th of a bar, a
reference time at which the user should carry out the game operation. 20 Note that for the sake of simple
description, FIG. 6 illustrates data obtained by dividing one bar into eight parts. In other words, FIG. 6
illustrates, in units of 1/8th of a bar, times at which the user should carry out the game operation. 
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and defines reference times at which the user shoul d carry out the 

three types of game operation of touching the butto ns 52A, 52B, 

and 52C. 

 Whether or not the buttons 52A, 52B, and 52C shoul d be touched 

is represented by, for example, three-bit data at e ach time point 5 

in the 1/8 th  of a bar.  In FIG. 6, a bit represented by "A" cor responds 

to the button 52A.  "0" represents that the button 52A should not 

be touched.  On the other hand, "1" represents that  the button 52A 

should be touched. 

 Similarly, bits of "B" and "C" respectively corres pond to the 10 

buttons 52B and 52C.  In other words, it is conside red that data 

including three bits at least one of which is "1" i s data representing 

a reference time. 

 FIG. 7 is a diagram illustrating a data storage ex ample of 

the reference time data for the vertical position.  A "t axis" 15 

illustrated in FIG. 7 is similar to the t axis in F IG. 6.  In other 

words, the reference time data represents times whe n the buttons 

52A, 52B, 52C, 52D, 52E, and 52F should be touched in units of 1/256 th  

of a bar, and for the sake of simple description, d ata in which 

the one bar is divided into eight parts is describe d here.  The 20 

reference time data for the vertical position is, f or example, data 

representing reference times for the part of the le ad guitar, and 

defines reference times at which the user should ca rry out the six 

types of game operation for touching the buttons 52 A, 52B, 52C, 

52D, 52E, and 52F. 25 

 The reference time data for the vertical position is 

represented by six bits.  The bits for "A", "B", an d "C" are the 

As illustrated in FIG. 6, at each time point of 1/8 bar, whether 25 or not the user should carry out a game
operation is specified. The reference time data for the horizontal position is, for example, data
representing reference times for the part of the bass guitar, and defines reference times at which the user
should carry out the three types of game operation of touching the buttons 52A, 523, and 520. Whether or
not the buttons 52A, 523, and 520 should be touched 5 is represented by, for example, three-bit data at
each time point in the 1/8th of a bar. In FIG. 6, a bit represented by "A" corresponds to the button 52A. "0"
represents that the button 52A should not be touched. On the other hand, "1" represents that the button
52A should be touched. 10Similarly, bits of "3" and "C" respectively correspond to the buttons 523 and
520. In other words, it is considered that data including three bits at least one of which is "1" is data
representing a reference time. FIG. 7 is a diagram illustrating a data storage example of 15 the reference
time data for the vertical position. A "t axis" illustrated in FIG. 7 is similar to the t axis in FIG. 6. In other
words, the reference time data represents times when the buttons 52A, 523, 520, 52D, 52E, and 52F
should be touched in units of 1/256th of a bar, and for the sake of simple description, data in which 20 the
one bar is divided into eight parts is described here. The reference time data for the vertical position is, for
example, data representing reference times for the part of the lead guitar, and defines reference times at
which the user should carry out the six types of game operation for touching the buttons 52A, 523, 520, 
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same as the reference time data in the horizontal p osition, and 

a description thereof is therefore omitted.  Bits f or "D", "E", and 

"F" respectively correspond to the buttons 52D, 52E , and 52F.  In 

other words, it is considered that data including s ix bits, at least 

one of which is "1", is data representing a referen ce time. 5 

 As described above, according to this embodiment, the reference 

time data represents reference times at which the u ser should carry 

out each of the one or plurality of types of game o peration. 

 For example, the position of the display unit 22 m ay be at 

least a first position (such as the horizontal posi tion) and a second 10 

position (such as the vertical position) in the gam e device 10.  

The reference time data associated with the first p osition (such 

as the horizontal position) is data representing re ference times 

at which the user should carry out each of the game  operations of 

m (m: integer equal to or more than 1, m=3 in the e xample in FIG. 15 

6) types.  For example, the reference time data ass ociated with the 

first position (such as the horizontal position) is  reference time 

data corresponding to parts of one or a plurality o f first musical 

instruments (such as the bass guitar) out of a plur ality of musical 

instruments. 20 

 The reference time data associated with the second  position 

(such as the vertical position) is data representin g reference times 

at which the user should carry out each of the game  operations of 

n (n: integer equal to or more than 1, n=6 in the e xample in FIG. 

7) types.  n may have the same value as m or a diff erent value.  For 25 

example, the reference time data associated with th e second position 

(such as the vertical position) is reference time d ata corresponding 

2552D, 52E, and 52F.        The reference time data for the vertical position is represented by six bits. The
bits for "A", "3", and "C" are the same as the reference time data in the horizontal position, and a
description thereof is therefore omitted. Bits for "D", "E", and "F" respectively correspond to the buttons
52D, 52E, and 52F. In other words, it is considered that data including six bits, at least 5 one of which is
"1", is data representing a reference time.        As des cribed above, according to this embodiment, the
reference time data represents reference times at which the user should carry out each of the one or
plurality of types of game operation. For example, the position of the display unit 22 may be at 10 least a
first position (such as the horizontal position) and a second position (such as the vertical position) in the
game device 10. The reference time data associated with the first position (such as the horizontal
position) is data representing reference times at which the user should carry out each of the game
operations of 15 m (m: integer equal to or more than 1, m=3 in the example in FIG. 6) types. For example,
the reference time data associated with the first position (such as the horizontal position) is reference time
data corresponding to parts of one or a plurality of first musical instruments (such as the bass guitar) out
of a plurality of musical 20instruments. The reference time data associated with the second position (such
as the vertical position) is data representing reference times at which the user should carry out each of
the game operations of 
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to parts of one or a plurality of second musical in struments (such 

as the lead guitar) out of a plurality of musical i nstruments. 

 For example, the number of types of game operation  is 

represented by a bit string stored in the reference  time data.  For 

example, the reference time data for the horizontal  position 5 

represented by three bits represents that the numbe r of types of 

game operation which the user should carry out is t hree.  On the 

other hand, for example, the reference time data fo r the vertical 

position represented by six bits represents that th e number of types 

of game operation which the user should carry out i s six. 10 

 (Guidance Subject Period Data) 

 Moreover, in this embodiment, a description is giv en of a case 

where the game data storage unit 70 stores guidance  subject period 

data in which the position of display means (such a s the display 

unit 22) and a guidance subject period which is a p eriod for providing 15 

guidance regarding the reference time are associate d with each other. 

 FIG. 8 is a table illustrating an example of a dat a storage 

example for the guidance subject period data .  The guidance subject 

period is a period for providing guidance regarding  the reference 

time on the game screen 50, and is, for example, a predetermined 20 

period after the current time point.  For example, when the display 

unit 22 is in the horizontal position, guidance for  the reference 

times from the current time point to a time point a fter 1 bar is 

provided.  Moreover, for example, when the display unit 22 is in 

the vertical position, guidance for the reference t imes from the 25 

current time point to a time point after 1/2 a bar is provided. 

 (Other Data) 

n (n: integer equal to or more than 1, n=6 in the example in FIG. 25 7) types. n may have the same value
as m or a different value. For example, the reference time data as sociated with the second position (such
as the vertical position) is reference time data corresponding to parts of one or a plurality of second
musical instruments (such as the lead guitar) out of a plurality of musical instruments.        For example,
the number of types of game operation is represented by a bit string stored in the reference time data. For
5 example, the reference time data for the horizontal position represented by three bits represents that
the number of types of game operation which the user should carry out is three. On the other hand, for
example, the reference time data for the vertical position represented by six bits represents that the
number of types 10 of game operation which the user should carry out is six. (Guidance Subject Period
Data)        Moreover, in this embodiment, a description is given of a case where the game data storage
unit 70 stores guidance subject period data in which the position of display means (such as the display 15
unit 22) and a guidance subject period which is a period for providing guidance regarding the reference
time are as sociated with each other .        FIG. 8 is a table illustrating an example of a data storage
example for the guidance subject period data. The guidance subject period is a period for providing
guidance regarding the reference 
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 Moreover, the game data storage unit 70 stores, in  addition 

to the above-mentioned data, game situation data re presenting a 

situation of a game being executed.  In the game si tuation data, 

for example, an elapsed time after reproduction of a music piece 

started, and a score data representing a score of t he user, are 5 

stored. 

 The score data changes in value based on an evalua tion made 

for the user.  For example, when the user acquires a high evaluation, 

a value of the score data increases.  On the other hand, when the 

user acquires a low evaluation, a value of the scor e data decreases. 10 

 Note that the control unit 14 functions as means f or acquiring 

various kinds of data to be stored in the game data  storage unit 

70.  Moreover, the control unit 14 functions as mea ns for changing 

(updating) the various kinds of data stored in the game data storage 

unit 70.  Moreover, data stored in the game data st orage unit 70 15 

is not limited to the above-mentioned example as lo ng as data required 

by the game device 10 executing a game is stored.  In addition, for 

example, image data for the horizontal position and  image data for 

the vertical position may be stored. 

 (1-3-2. Position Detection Unit) 20 

 The position detection unit 72 is realized mainly by the control 

unit 14 and the sensor unit 42.  The position detec tion unit 72 detects 

the position of the display means (such as the disp lay unit 22).  

The position detection unit 72 detects the position  of the display 

unit 22 based on a detection signal of the sensor u nit 42.  According 25 

to this embodiment, the position detection unit 72 detects at least 

the first position (such as the horizontal position ) and the second 

20 time on the game screen 50, and is, for example, a predetermined period after the current time point.
For example, when the display unit 22 is in the horizontal position, guidance for the reference times from
the current time point to a time point after 1 bar is provided. Moreover, for example, when the display unit
22 is in 25 the vertical position, guidance for the reference times from the current time point to a time point
after 1/2 a bar is provided. (Other Data)          Moreover, the game data storage unit 70 stores, in addition
to the above-mentioned data, game situation data representing a situation of a game being executed. In
the game situation data, for example, an elapsed time after reproduction of a music piece 5 started, and a
score data representing a score of the user, are stored.        The score data changes in value based on
an evaluation made for the user. For example, when the user acquires a high evaluation, a value of the
score data increases. On the other hand, when the 10 user acquires a low evaluation, a value of the
score data decreases.        Note that the control unit 14 functions as means for acquiring various kinds of
data to be stored in the game data storage unit 70. Moreover, the control unit 14 functions as means for
changing (updating) the various kinds of data stored in the game data storage 15 unit 70. Moreover, data
stored in the game data storage unit 70 is not limited to the above-mentioned example as long as data
required by the game device 10 executing a game is stored. In addition, for example, image data for the
horizontal position and image data for the vertical position may be stored. 20(1-3-2. Position Detection
Unit) The position detection unit 72 is realizedmainly by the control 
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position (such as the vertical position) of the dis play unit 22. 

 Note that various publicly known methods can be ap plied to 

the method of detecting the position of the display  unit 22 based 

on the detection signal of a gyro sensor, an accele ration sensor, 

or the like.  For example, when the game device 10 includes a CCD 5 

camera (photographing means), the position of the d isplay unit 22 

may be acquired based on a change in the images suc cessively 

photographed by the CCD camera. 

 (1-3-3. Reference time Data Acquisition Unit) 

 The reference time data acquisition unit 74 is rea lized mainly 10 

by the control unit 14.  The reference time data ac quisition unit 

74 acquires, from means (such as the game data stor age unit 70) 

for storing the position of the display means (such  as the display 

unit 22) and the reference time data representing t he reference 

times when the user should carry out the game opera tion in association 15 

with each other, the reference time data associated  with the position 

of the display means detected by the position detec tion unit 72.  

For example, the reference time data acquisition un it 74 acquires 

the reference time data for the first position (suc h as the horizontal 

position) and the reference time data for the secon d position (such 20 

as the vertical position). 

 In this embodiment, a description is given of a ca se where, 

from the means (such as the game data storage unit 70) for storing 

the position of the display means (such as the disp lay unit 22) 

and the reference time data corresponding to any on e of parts of 25 

a plurality of musical instruments in association w ith each other, 

the reference time data corresponding to any one of  the parts of 

unit 14 and the sensor unit 42 . The pos ition detection unit 72 detects the position of the display means
(such as the display unit 22). The position detection unit 72 detects the position of the display 25 unit 22
based on a detection signal of the sensor unit 42. According to this embodiment, the position detection
unit 72 detects at least the first position (such as the horizontal position) and the second position (such as
the vertical position) of the display unit 22.        Note that various publicly known methods can be applied
to the method of detecting the position of the display unit 22 based on the detection signal of a gyro
sensor, an acceleration sensor, 5 or the like. For example, when the game device 10 includes a CCD
camera (photographing means), the position of the display unit 22 may be acquired based on a change in
the images successively photographed by the CCD camera. (1-3-3. Reference time Data Acquisition Unit)
10The reference time data acquisition unit 74 is realized mainly by the control unit 14. The reference time
data acquisition unit 74 acquires, from means (such as the game data storage unit 70) for storing the
position of the display means (such as the display unit 22) and the reference time data representing the
reference 
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the plurality of musical instruments associated wit h the position 

of the display means detected by the position detec tion unit 72 

is acquired. 

 (1-3-4. Display Control Unit) 

 The display control unit 76 is realized mainly by the control 5 

unit 14.  Based on the reference time data associat ed with the 

position of the display means (such as the display unit 22) detected 

by the position detection unit 72, the display cont rol unit 76 

controls, the display means to display guidance ima ges (such as 

the reference time guidance marks 58) providing gui dance for the 10 

reference times. 

 For example, when the position of the display unit  22 is in 

the first position (such as the horizontal position ), the display 

control unit 76, based on the reference time data a ssociated with 

the first position, controls the display unit 22 to  display guidance 15 

images (such as reference time guidance marks 58) f or guiding the 

user regarding the reference times to carry out eac h of the m types 

of game operation.  Moreover, for example, when the  position of the 

display unit 22 is in the second position (such as the vertical 

position), the display control unit 76, based on th e reference time 20 

data associated with the second position, controls the display unit 

22 to display guidance images (such as reference ti me guidance marks 

58) for guiding the user regarding the reference ti mes to carry 

out each of the n types of game operation. 

 According to this embodiment, by setting the guida nce areas 25 

54 corresponding to the number of types of game ope ration represented 

by the reference time data associated with the posi tion of the display 

15 times when the user should carry out the game operation in as sociation with each other, the reference
time data as sociated with the position of the display means detected by the position detection unit 72.
For example, the reference time data acquisition unit 74 acquires the reference time datafor the
firstposition (such as the horizontal 20 position) and the reference time data for the second position (such
as the vertical position). In this embodiment, a description is given of a case where, from the means (such
as the game data storage unit 70) for storing the position of the display means (such as the display unit
22) 25 and the reference time data corresponding to any one of parts of a plurality of musical instruments
in association with each other, the reference time data corresponding to any one of the parts of the
plurality of musical instruments associated with the position of the display means detected by the position
detection unit 72 is acquired. (1-3-4. Display Control Unit) 5The display control unit 76 is realized mainly
by the control unit 14. Based on the reference time data associated with the position of the display means
(such as the display unit 22) detected by the position detection unit 72, the display control unit 76
controls, the display means to display guidance images (such as 
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means (such as the display unit 22) detected by the  position detection 

unit 72 in the game screen 50 to be displayed on th e display means, 

and providing control to display the guidance image s (such as 

reference time guidance marks 58) on the set guidan ce areas 54, 

the guidance for each of one or a plurality of type s of game operation 5 

is provided for the user. 

 For example, the display control unit 76 guides th e user in 

the each of one or the plurality of types of game o peration, by 

moving each of the guidance images (such as the ref erence time guidance 

marks 58) toward a target position so that the dist ance between 10 

the guidance image and the target position correspo nds to a remaining 

time until the reference time arrives, in each of t he guidance areas 

54.  The target position is a position set in the g uidance area 54, 

and is a position of a destination of the travel of  the reference 

time guidance mark 58.  For example, the target pos ition is the 15 

display position of the reference mark 56. 

 For example, when the position of the display unit  22 is in 

the first position (such as the horizontal position ), the display 

control unit 76 guides the user for each of the m t ypes of game 

operation, in each of the m guidance areas 54 set o n the game screen 20 

50 displayed on the display unit 22, by moving the guidance images 

(such as the reference time guidance marks 58) towa rd the target 

positions.  Moreover, for example, when the positio n of the display 

unit 22 is in the second position (such as the vert ical position), 

the display control unit 76 guides the user for eac h of the n types 25 

of game operation, in each of the n guidance areas 54 set on the 

game screen 50 displayed on the display unit 22, by  moving the guidance 

10 the reference time guidance marks 58) providing guidance for the reference times.        For example,
when the position of the display unit 22 is in the first position (such as the horizontal position), the display
control unit 76, based on the reference time data associated with 15 the first position, controls the display
unit 22 to display guidance images (such as reference time guidance marks 58) for guiding the user
regarding the reference times to carry out each of the m types of game operation. Moreover, for example,
when the position of the display unit 22 is in the second position (such as the vertical 20 position), the
display control unit 76, based on the reference time data associated with the second position, controls the
display unit 22 to display guidance images (such as reference time guidance marks 58) for guiding the
user regarding the reference times to carry out each of the n types of game operation. 25According to this
embodiment, by setting the guidance areas 54 corresponding to the number of types of game operation
represented by the reference time data as sociated with the position of the display means ( such as the
display unit 22) detected by the position detection unit 72 in the game screen 50 to be displayed on the
display means, and providing control to display the guidance images (such as reference time guidance
marks 58) on the set guidance areas 54, 5 the guidance for each of one or a plurality of types of game
operation is provided for the user.        For example, the display control unit 76 guides the user in the
each of one or the plurality of types of game operation, by moving each of the guidance images ( such as
the reference time guidance 10 marks 58) toward a target position so that the distance between the
guidance image and the target position corresponds to a remaining time until the reference time arrives,
in each of the guidance areas 54. The target position is a position set in the guidance area 54, and is a
position of a destination of the travel of the reference 15 time guidance mark 58. For example, the target
position is the display position of the reference mark 56. 
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images (such as the reference time guidance marks 5 8) toward the 

target position. 

 Moreover, in this embodiment, a description is giv en of the 

case where the display control unit 76 controls the  display means 

to display guidance images (such as the reference t ime guidance 5 

marks 58) providing guidance for the reference time s in the guidance 

subject period associated with the position of the display means 

(such as the display unit 22) detected by the posit ion detection 

unit 72. 

 For example, when the position of the display unit  22 is in 10 

the first position (such as the horizontal position ), the display 

control unit 76 displays guidance images (such as r eference time 

guidance marks 58) for providing guidance for the r eference times 

of each of the m types of game operation arriving a fter the current 

time point in the guidance subject period associate d with the first 15 

position.  Moreover, for example, when the position  of the display 

unit 22 is in the second position (such as the vert ical position), 

the display control unit 76 displays guidance image s (such as 

reference time guidance marks 58) for providing gui dance for the 

reference times of each of the n types of game oper ation arriving 20 

after the current time point in the guidance subjec t period associated 

with the second position. 

 First, a specific description is given of a displa y method 

of the game screen 50 in the horizontal state when the display unit 

22 is in the horizontal position. 25 

 FIG. 9 is a diagram for illustrating display proce ssing for 

the game screen 50 when the display unit 22 is in t he horizontal 

For example, when the position of the display unit 22 is in the first position (such as the horizontal
position), the display control unit 76 guides the user for each of the m types of game 20 operation, in each
of the m guidance areas 54 set on the game screen 50 displayed on the display unit 22, by moving the
guidance images (such as the reference time guidance marks 58) toward the target positions. Moreover,
for example, when the position of the display unit 22 is in the second position (such as the vertical
position), 25 the display control unit 76 guides the user for each of the n types of game operation, in each
of the n guidance areas 54 set on the game screen 5 0 displayed on the display unit 22 , by moving the
guidance images (such as the reference time guidance marks 58) toward the target position. 
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position.  While a music piece is being reproduced,  data for the 

guidance subject period is read out from the refere nce time data.  

For example, the guidance subject period varies dep ending on the 

position of the display unit 22.  Here, a descripti on is given of 

a case where the guidance subject period for the ho rizontal position 5 

of the display unit 22 is a period of one bar from the current time 

point.  For example, when the current time point is  a time t 0, the 

reference time data in one bar from the time t 0 is read out. 

 For example, based on the above-mentioned read ref erence time 

data, the guidance images (such as reference time g uidance marks 10 

58) guiding the user for the reference times after the current time 

point are displayed on the game screen 50.  When th e display unit 

22 is in the horizontal position and the number of game operations 

which the user should carry out is m (in this examp le, m=3), m guidance 

areas 54 are set on the game screen 50.  For exampl e, the m guidance 15 

areas 54 are areas respectively extending parallel with one another 

from a first end (for example, one end of a longer side or a shorter 

side) of the display unit 22 toward a second end (f or example, the 

other end of the longer side or the shorter side) o pposite to the 

first end. 20 

 In this embodiment, a description is given of a ca se where 

the display control unit 76 sets the guidance areas  54 parallel 

with one another on the screen (such as the game sc reen 50) of the 

display means, and moves each of the guidance image s (such as the 

reference time guidance marks 58) toward the refere nce position 25 

(such as the display position of the reference mark  56) so that 

a time difference between the current time point an d the reference 

Moreover, in this embodiment, a description is given of the case where the display control unit 76 controls
the display means 5 to display guidance images (such as the reference time guidance marks 58)
providing guidance for the reference times in the guidance subject period associated with the position of
the display means (such as the display unit 22) detected by the position detection unit 72. 10For example,
when the position of the display unit 22 is in the first position (such as the horizontal position), the display
control unit 76 displays guidance images (such as reference time guidance marks 58) for providing
guidance for the reference times of each of the m types of game operation arriving after the current 15
time point in the guidance subject period associated with the first position. Moreover, for example, when
the position of the display unit 22 is in the second position (such as the vertical position), the display
control unit 76 displays guidance images (such as reference time guidance marks 58) for providing
guidance for the 20 reference times of each of the n types of game operation arriving after the current
time point in the guidance subj ect period as sociated with the second position.          First, a specific
description is given of a display method of the game screen 50 in the horizontal state when the display
unit 25 22 is in the horizontal position.        FIG. 9 is a diagram for illustrating display processing for the
game screen 50 when the display unit 22 is in the horizontal position. While a music piece is being
reproduced, data for the guidance subject period is read out from the reference time data. For example,
the guidance subject period varies depending on the position of the display unit 22. Here, a description is
given of 5 a case where the guidance subject period for the horizontal position of the display unit 22 is a
period of one bar from the current time point. For example, when the current time point is a time to, the
reference time data in one bar from the time to is read out. For example, based on the above-mentioned
read reference time 10 data, the guidance images (such as reference time guidance marks 58) guiding
the user for the reference times after the current time point are displayed on the game screen 50. When
the display unit 22 is in the horizontal position and the number of game operations which the user should
carry out ism (in this example, m=3), m guidance 



 29 

time corresponds to a difference between the displa y position of 

the guidance image and the reference position in th e guidance area 

54. 

 In other words, the reference time guidance marks 58 move so 

as to move on the three guidance areas 54 set paral lel with one 5 

another on the game screen 50.  For example, in the  guidance areas 

54 on the game screen 50, the reference time guidan ce marks 58 

gradually move toward the display positions (refere nce positions) 

of the reference marks 56. 

 The display position of the reference time guidanc e mark 58 10 

is adjusted so that the distance between the refere nce time guidance 

mark 58 and the reference mark 56 is a distance cor responding to 

a time until the reference time arrives.  For examp le, as the time 

until the arrival of the reference time at which th e user should 

touch the button 52A decreases, the distance from t he reference 15 

time guidance mark 58A to the reference mark 56A de creases. 

 On the other hand, when the display unit 22 is in the vertical 

position, for example, six guidance areas 54 are se t parallel with 

one another on the game screen 50 in the vertical s tate. 

 FIG. 10 is a diagram for illustrating display proc essing for 20 

the game screen 50 when the display unit 22 is in t he vertical position.  

According to this embodiment, when the display unit  22 is in the 

vertical position, the guidance subject period is a  period 

corresponding to 1/2 a bar, which is shorter than t he guidance subject 

period for the case where the display unit 22 is in  the horizontal 25 

position.  For example, when the current time point  is a time t 0, 

the reference time data in the 1/2 a bar from the t ime t 0 is read 

15 areas 54 are set on the game screen 50. For example, the m guidance areas 54 are areas
respectively extending parallel with one another from a first end (for example, one end of a longer side or
a shorter side) of the display unit 22 toward a second end (for example, the other end of the longer side or
the shorter side) opposite to the 20first end. In this embodiment, a description is given of a case where
the display control unit 76 sets the guidance areas 54 parallel with one another on the screen (such as
the game screen 50) of the display means, and moves each of the guidance images (such as the 25
reference time guidance marks 58) toward the reference position (such as the display position of the
reference mark 56) so that a time difference between the current time point and the reference time
corresponds to a difference between the display position of the guidance image and the reference
position in the guidance area 54. In other words, the reference time guidance marks 58 move so 5 as to
move on the three guidance areas 54 set parallel with one another on the game screen 50. For example,
in the guidance areas 54 on the game screen 50, the reference time guidance marks 58 gradually move
toward the display positions (reference positions) of the reference marks 56. 



 30 

out. 

 When the display unit 22 is in the vertical positi on and the 

number of game operations which the user should car ry out is n (in 

this example, n=6), n guidance areas 54 are set on the game screen 

50.  The n guidance areas 54 are areas respectively  extending parallel 5 

with one another from a third end (for example, one  end of the longer 

side or the shorter side, which is different from t he first end) 

of the display unit 22 toward a fourth end (for exa mple, the other 

end of the longer side or the shorter side, which i s different from 

the first end) opposite to the third end. 10 

 Moreover, the number of the guidance areas 54 repr esented by 

the reference time data for the vertical position i s six, and hence 

the six guidance areas 54 are set parallel with one  another.  The 

reference time guidance marks 58 move so as to move  on these six 

guidance areas 54.  A control method for the displa y positions of 15 

the reference time guidance marks 58 is the same as  that in the 

case of the horizontal position. 

 (1-3-5. Game Operation Detection Unit) 

 The game operation detection unit 78 is realized m ainly by 

the control unit 14 and the touch panel 24.  The ga me operation 20 

detection unit 78 detects a game operation carried out by the user.  

The game operation detection unit 78 detects the ga me operation 

based on an operation content on operation means (s uch as the touch 

panel 24) by the user.  According to this embodimen t, for example, 

the game operation detection unit 78 detects a game  operation by 25 

determining whether or not the button 52 is touched  by the user 

based on an operation signal supplied from the touc h panel 24. 

10The display position of the reference time guidance mark 58 is adjusted so that the distance between
the reference time guidance mark 58 and the reference mark 56 is a distance corresponding to a time
until the reference time arrives. For example, as the time until the arrival of the reference time at which
the user should 15 touch the button 52A decreases, the distance from the reference time guidance mark
58A to the reference mark 56A decreases.        On the other hand, when the display unit 22 is in the
vertical position, for example, six guidance areas 54 are set parallel with one another on the game screen
50 in the vertical state. 20 FIG. 10 is a diagram for illustrating display processing for the game screen 5 0
when the display unit 22 is in the vertical pos ition According to this embodiment, when the display unit 22
is in the vertical position, the guidance subject period is a period corresponding to 1/2 a bar , which is
shorter than the guidance subject 25 period for the case where the display unit 22 is in the horizontal
position. For example, when the current time point is a time to, the reference time data in the 1/2 a bar
from the time to is read out.        When the display unit 22 is in the vertical position and the number of
game operations which the user should carry out is n (in this example, n=6), n guidance areas 54 are set
on the game screen 5 50. The n guidance areas 5 4 are areas respectively extending parallel with one
another from a third end (for example, one end of the longer side or the shorter side, which is different
from the first end) of the display unit 22 toward a fourth end (for example, the other end of the longer side
or the shorter side, which is different from 10 the first end) opposite to the third end.        Moreover, the
number of the guidance areas 54 represented by the reference time data for the vertical position is six,
and hence the six guidance areas 54 are set parallel with one another. The reference time guidance
marks 58 move so as to move on these six 
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 (1-3-6. Game Operation Evaluation Unit) 

 The game operation evaluation unit 80 is realized mainly by 

the control unit 14.  The game operation evaluation  unit 80 evaluates 

a game operation carried out by the user, based on the reference 

time data associated with the position of the displ ay means (such 5 

as the display unit 22) detected by the position de tection unit 

72 and the detection result by the game operation d etection unit 

78. 

 For example, the game operation evaluation unit 80  evaluates 

a game operation based on a deviation between the r eference time 10 

represented by the reference time data and a time ( hereinafter 

referred to as "operation time") when the user actu ally carries 

out the game operation.  For example, as the deviat ion in time between 

the reference time and the operation time decreases , the evaluation 

for the game operation increases.  Depending on the  evaluation, the 15 

value of the score data increases/decreases. 

 (1-4. Processing Executed by Game Device) 

 Next, a description is given of processing execute d by the 

game device 10.  FIG. 11 is a flowchart mainly illu strating processing 

relating to the present invention out of processing  executed by 20 

the game device 10.  The control unit 14 executes t he processing 

illustrated in FIG. 11 in accordance with the progr am stored in 

the memory card 30.  

 As illustrated in FIG. 11, first, the control unit  14 starts 

the reproduction of a music piece (S101).  The cont rol unit 14 detects 25 

the position of the display unit 22 (S102).  Accord ing to this 

embodiment, whether the display unit 22 is in the v ertical position 

15 guidance areas 54. A control method for the display positions of the reference time guidance marks 58
is the same as that in the case of the horizontal position. (1-3-5. Game Operation Detection Unit) The
game operation detection unit 78 is realized mainly by 20 the control unit 14 and the touch panel 24. The
game operation detection unit 78 detects a game operation carried out by the user. The game operation
detection unit 78 detects the game operation based on an operation content on operation means (such as
the touch panel 24) by the user. According to this embodiment, for example, 25 the game operation
detection unit 78 detects a game operation by determining whether or not the button 52 is touched by the
user based on an operation signal supplied from the touch panel 24. (1-3-6. Game Operation Evaluation
Unit)        The game operation evaluation unit 80 is realized mainly by thecontrolunit14.
Thegameoperationevaluationunit80evaluates a game operation carried out by the user, based on the
reference 5 time data associated with the position of the display means (such as the display unit 22)
detected by the position detection unit 72 and the detection result by the game operation detection unit
78. For example, the game operation evaluation unit 80 evaluates 10 a game operation based on a
deviation between the reference time represented by the reference time data and a time (hereinafter
referred to as "operation time") when the user actually carries out the game operation. For example, as
the deviation in time between the reference time and the operation time decreases, the evaluation 15 for
the game operation increases. Depending on the evaluation, the value of the score data
increases/decreases. (1-4. Processing Executed by Game Device) 
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or the horizontal position is detected. 

 When the position of the display unit 22 is in the  horizontal 

position (horizontal position in S102), the control  unit 14 acquires 

the reference time data for the horizontal position  (S103).  Based 

on the reference time data for the horizontal posit ion, the control 5 

unit 14 determines the number of the guidance areas  54 to be set 

on the game screen 50, and sets the guidance areas 54 on the game 

screen 50 (S104).  For example, the number of types  of game operation 

represented by the reference time data for the hori zontal position 

is three, and hence three guidance areas 54 corresp onding to the 10 

three types of game operation are set parallel with  one another. 

 The control unit 14 refers to the guidance subject  period data, 

and acquires the guidance subject period for the ca se where the 

display unit 22 is in the horizontal position (S105 ).  For example, 

with the horizontal position, the fact that the gui dance subject 15 

period is one bar is associated. 

 The control unit 14 refers to the reference time d ata of the 

guidance subject period (such as one bar) in the ca se where the 

display unit 22 is in the horizontal position, and controls the 

game screen 50, to which the guidance areas 54 are set in S104, 20 

to display reference time guidance marks 58 (S106).   In S106, based 

on the time difference between an elapsed time of t he music piece 

at the current time point and the reference time, t he display control 

for the reference time guidance marks 58 is execute d. 

 On the other hand, when the position of the displa y unit 22 25 

is in the vertical position (vertical position in S 102), the control 

unit 14 acquires the reference time data for the ve rtical position 

Next, a description is given of processing executed by the game device 10 . FIG. 11 is a flowchart mainly
illustrating proces s ing 20 relating to the present invention out of processing executed by the game
device 10. The control unit 14 executes the processing illustrated in FIG. 11 in accordance with the
program stored in the memory card 30. As illustrated in FIG. 11, first, the control unit 14 starts 25 the
reproductionof amusicpiece (S101). The controlunit 14detects the position of the display unit 22 (S102).
According to this embodiment, whether the display unit 22 is in the vertical position or the horizontal
position is detected.        When the position of the display unit 22 is in the horizontal position (horizontal
position in S102), the control unit 14 acquires the reference time data for the horizontal position (S103).
Based 5 on the reference time data for the horizontal position, the control unit 14 determines the number
of the guidance areas 54 to be set on the game screen 50, and sets the guidance areas 54 on the game
screen 50 (S104). For example, the number of types of game operation represented by the reference time
data for the horizontal position 10 is three, and hence three guidance areas 54 corresponding to the three
types of game operation are set parallel with one another.        The control unit 14 refers to the guidance
subject period data, and acquires the guidance subject period for the case where the display unit 22 is in
the horizontal position (S105). For example, 15 with the horizontal position, the fact that the guidance
subject period is one bar is associated. 



 33 

(S107).  The control unit 14 determines, based on t he reference time 

data for the vertical position, the number of the g uidance areas 

54 to be set on the game screen 50, and sets the gu idance areas 

54 on the game screen 50 (S108).  For example, the number of types 

of game operation represented by the reference time  data for the 5 

vertical position is six, and six guidance areas 54  corresponding 

to the six types of game operation are set parallel  with one another. 

 The control unit 14 refers to the guidance subject  period data, 

and acquires the guidance subject period for the ca se where the 

display unit 22 is in the vertical position (S109).   For example, 10 

with the vertical position, the fact that the guida nce subject period 

is 1/2 a bar is associated. 

 The control unit 14 refers to the reference time d ata of the 

guidance subject period (such as 1/2 a bar) in the case where the 

display unit 22 is in the vertical position, and co ntrols the game 15 

screen 50, to which the guidance areas 54 are set i n S108, to display 

reference time guidance marks 58 (S110).  In S110, based on the time 

difference between an elapsed time of the music pie ce at the current 

time point and the reference time, the display cont rol for the 

reference time guidance marks 58 is executed. 20 

 The control unit 14 executes the evaluation proces sing on the 

game operation carried out by the user (S111).  Not e that the 

evaluation processing described below is executed b ased on the 

reference time data depending on the position of th e display unit 

22. 25 

 FIG. 12 is a flowchart illustrating the evaluation  processing 

on the game operation, which is executed in S111.  As illustrated 

The control unit 14 refers to the reference time data of the guidance subject period (such as one bar) in
the case where the display unit 22 is in the horizontal position, and controls the 20 game screen 50, to
which the guidance areas 54 are set in S104, to display reference time guidance marks 58 (S106). In
S106, based on the time difference between an elapsed time of the music piece at the current time point
and the reference time, the display control for the reference time guidance marks 58 is executed. 25 On
the other hand, when the position of the display unit 22 is in the vertical position (vertical position in
S102), the control unit 14 acquires the reference time data for the vertical position  (S107). The control
unit 14 determines, based on the reference time data for the vertical position, the number of the guidance
areas 54 to be set on the game screen 50, and sets the guidance areas 54 on the game screen 50
(S108). For example, the number of types 5 of game operation represented by the reference time data for
the vertical position is six, and six guidance areas 54 corresponding to the six types of game operation
are set parallel with one another.        The control unit 14 refers to the guidance subject period data, and
acquires the guidance subject period for the case where the 10 display unit 22 is in the vertical position
(S109). For example, with the vertical position, the fact that the guidance subject period is 1/2 a bar is
associated.        The control unit 14 refers to the reference time data of the guidance subject period (such
as 1/2 a bar) in the case where the 15 display unit 22 is in the vertical position, and controls the game
screen 50, to which the guidance areas 54 are set in 5108, to display reference time guidance marks 58
(S110). In 5110, based on the time difference between an elapsed time of the music piece at the current
time point and the reference time, the display control for the 20 reference time guidance marks 58 is
executed.        The control unit 14 executes the evaluation processing on the game operation carried out
by the user (S111). Note that the evaluation processing described below is executed based on the
reference time data depending on the position of the display unit 2522. 
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in FIG. 12, the control unit 14 determines whether or not the current 

time point is in a determination period (S201).  Th e determination 

period is a period from a time point a predetermine d period (first 

period) before the reference time to a time point a  predetermined 

period (second period) after the reference time.  T he first period 5 

and the second period may be the same or different from each other. 

 When it is determined that the current time point is not in 

the determination period (N in S201), the control u nit 14 finishes 

the processing.  In other words, the control unit 1 4 executes the 

processing in S112 of FIG. 11. 10 

 On the other hand, when it is determined that the current time 

point is in the determination period (Y in S201), t he control unit 

14 determines whether or not an operation completio n flag is "0" 

(S202).  The operation completion flag is informati on stored in the 

main memory 18 or the like and represents whether o r not the button 15 

52 has been touched in the current determination pe riod.  The 

operation completion flag takes a value of 0 or 1.  The value 0 

represents that the button 52 has not been touched.   On the other 

hand, the value 1 represents that the button 52 has  been touched. 

 When it is determined that the operation completio n flag is 20 

not "0" (N in S202), the control unit 14 does not e xecute processing 

in S203-S206 of FIG. 12, and executes processing in  S207 described 

later. 

 On the other hand, when it is determined that the operation 

completion flag is "0" (Y in S202), the control uni t 14 determines 25 

whether or not a button 52 corresponding to the ref erence time has 

been touched (S203).  The button 52 corresponding t o the reference 

FIG. 12 is a flowchart illustrating the evaluation processing on the game operation, which is executed in
S111. As illustrated in FIG. 12, the control unit 14 determines whether or not the current time point is in a
determination period (S201). The determination period is a period from a time point a predetermined
period (first period) before the reference time to a time point a predetermined 5 period (second period)
after the reference time. The first period and the second period may be the same or different from each
other.        When it is determined that the current time point is not in the determination period (N in S201),
the control unit 14 finishes the processing. In other words, the control unit 14 executes the 10processing
in S112 of FIG. 11.        On the other hand, when it is determined that the current time point is in the
determination period (Y in S201), the control unit 14 determines whether or not an operation completion
flag is "0" (S202). The operation completion flag is information stored in the 15 main memory 18 or the
like and represents whether or not the button 52 has been touched in the current determination period.
The operation completion flag takes a value of 0 or 1. The value 0 represents that the button 52 has not
been touched. On the other hand, the value 1 represents that the button 52 has been touched. 20 When it
is determined that the operation completion flag is not "0" (N in S202), the control unit 14 does not
execute processing in S203-S206 of FIG. 12, and executes processing in S207 described later. On the
other hand, when it is determined that the operation 25 completion flag is "0" (Y in S202), the control unit
14 determines whether or not a button 52 corresponding to the reference time has been touched (S203).
The button 52 corresponding to the reference time is a button 52 to be touched when the reference time
arrives. The determination in S203 is carried out based on the operation signal supplied from the touch
panel 24. When it is determined that the button 52 has not been touched 
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time is a button 52 to be touched when the referenc e time arrives.  

The determination in S203 is carried out based on t he operation 

signal supplied from the touch panel 24. 

 When it is determined that the button 52 has not b een touched 

(N in S203), the control unit 14 does not execute p rocessing in 5 

S204-S206 of FIG. 11, and executes the processing i n S207 described 

later.  On the other hand, when it is determined th at the button 

52 has been touched (Y in S203), the control unit 1 4 updates the 

operation completion flag to "1" (S204). 

 Further, the control unit 14 acquires the deviatio n time 10 

between the reference time and the operation time a t which the game 

operation has been carried out (S205).  The deviati on time takes 

a negative value when the operation time is earlier  than the reference 

time.  On the other hand, the deviation time takes a positive value 

when the operation time is later than the reference  time.  Note that 15 

when the display unit 22 is in the horizontal posit ion, the deviation 

time based on the reference time data for the horiz ontal position 

is acquired, and when the display unit 22 in the ve rtical position, 

the deviation time based on the reference time data  for the vertical 

position is acquired. 20 

 Based on the deviation time acquired in S205, the control unit 

14 carries out the evaluation of the game operation  carried out 

by the user (S206).  The evaluation of the game ope ration is carried 

out depending on, for example, whether or not the d eviation time 

acquired in S205 is in a predetermined range in S20 6.  Moreover, 25 

for example, based on the evaluation, the score rep resented by the 

score data stored in the main memory 18 is increase d/decreased. 

5 (N in S203), the control unit 14 does not execute processing in S204-S206 of FIG. 11, and executes the
processing in S207 described later. On the other hand, when it is determined that the button 52 has been
touched (Y in S203), the control unit 14 updates the operation completion flag to "1" (S204). 10Further,
the control unit 14 acquires the deviation time between the reference time and the operation time at which
the game operation has been carried out (S205). The deviation time takes a negative value when the
operation time is earlier than the reference time. On the other hand, the deviation time takes a positive
value 15 when the operation time is later than the reference time. Note that when the display unit 22 is in
the horizontal position, the deviation time based on the reference time data for the horizontal position is
acquired, and when the display unit 22 in the vertical position, the deviation time based on the reference
time data for the vertical 20 position is acquired. Based on the deviation time acquired in S205, the control
unit 14 carries out the evaluation of the game operation carried out by the user (S206). The evaluation of
the game operation is carried out depending on, for example, whether or not the deviation time 25
acquired in S205 is in a predetermined range in S206. Moreover, for example, based on the evaluation,
the score represented by the score data stored in the main memory 18 is increased/decreased. 
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 The control unit 14 determines whether or not an e nd time of 

the determination period has arrived (S207).  When it is determined 

that the end time of the determination period has n ot arrived (N 

in S207), the control unit 14 finishes the processi ng.  In other 

words, the control unit 14 executes the processing in S112 of FIG. 5 

11. 

 On the other hand, when it is determined that the end time 

of the determination period has arrived (Y in S207) , the control 

unit 14 determines whether or not the operation com pletion flag 

is "0" (S208).  The case where the operation comple tion flag is "0" 10 

is a case where the button 52 has not been touched during the 

determination period. 

 When it is determined that the operation completio n flag is 

"0" (Y in S208), the control unit 14 determines the  evaluation to 

be the lowest one (S209).  Then, the control unit 1 4 finishes the 15 

processing.  In other words, the control unit 14 ex ecutes the 

processing in S112 of FIG. 11. 

 On the other hand, when it is determined that the operation 

completion flag is not "0" (N in S208), the control  unit 14 updates 

the operation completion flag to "0" (S210).  Then,  the control unit 20 

14 finishes the processing.  In other words, the co ntrol unit 14 

executes the processing in S112 of FIG. 11. 

 Returning to FIG. 11, the control unit 14 determin es whether 

or not an end condition is satisfied (S112).  It is  only necessary 

for the end condition to be a condition determined in advance, and 25 

examples of the end condition include whether or no t a music piece 

has finished and whether or not the score represent ed by the score 

The control unit 14 determines whether or not an end time of the determination period has arrived (S207).
When it is determined that the end time of the determination period has not arrived (N in S207), the
control unit 14 finishes the processing. In other 5 words, the control unit 14 executes the processing in
S112 of FIG. 11.        On the other hand, when it is determined that the end time of the determination
period has arrived (Y in S207), the control unit 14 determines whether or not the operation completion flag
10 is "0" (S208). The case where the operation completion flag is "0" is a case where the button 52 has
not been touched during the determination period.        When it is determined that the operation
completion flag is "0" (Y in S208), the control unit 14 determines the evaluation to 15 be the lowest one
(S209). Then, the control unit 14 finishes the processing. In other words, the control unit 14 executes the
processing in S112 of FIG. 11.        On the other hand, when it is determined that the operation
completion flag is not "0" (N in S208), the control unit 14 updates 20 the operation completion flag to "0"
(S210). Then, the control unit 14 finishes the processing. In other words, the control unit 14 executes the
processing in S112 of FIG. 11. Returning to FIG. 11, the control unit 14 determines whether or not an end
condition is satisfied (S112). It is only necessary 25 for the end condition to be a condition determined in
advance, and examples of the end condition include whether or not a music piece 
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data is in a predetermined range. 

 When it is determined that the end condition is sa tisfied (Y 

in S112), the control unit 14 finishes the processi ng.  When it is 

not determined that the end condition is satisfied (N in S112), 

the processing returns to S102. 5 

 The above-mentioned game device 10 can use differe nt reference 

time data for a game depending on the position of t he display unit 

22.  The user can intentionally change the referenc e time by changing 

the position of the display unit 22.  For example, when the user 

changes the position of the display unit 22, the us er can switch 10 

the part of a music piece, and can then play the ga me. 

 Moreover, depending on the position of the display  unit 22, 

the number of types of game operation which the use r should carry 

out can be changed.  The number of types of game op eration corresponds 

to the number of the guidance areas 54 set on the g ame screen 50, 15 

and hence the user can change the number of guidanc e areas 54 depending 

on the position of the display unit 22.  For exampl e, when the display 

unit 22 is in the vertical position, the number of guidance areas 

54 is more than that in the case where the display unit 22 is in 

the horizontal position.  When the number of guidan ce areas 54 20 

increases, the number of game operations which the user should carry 

out increases, with the result that difficulty of a  game can be 

changed depending on the position of the display un it 22. 

 Moreover, the guidance subject period is determine d depending 

on the position of the display unit 22, and, depend ing on the 25 

orientation of the display unit 22, as many referen ce time guidance 

marks 58 as the game screen 50 can contain can be d isplayed. 

has finished and whether or not the score represented by the score data is in a predetermined range.
When it is determined that the end condition is satisfied (Y in S112), the control unit 14 finishes the
processing. When it is not determined that the end condition is satisfied (N in S112), 5 the processing
returns to S102.        The above-mentioned game device 10 can use different reference time data for a
game depending on the position of the display unit 22. The user can intentionally change the reference
time by changing the position of the display unit 22. For example, when the user 10 changes the position
of the display unit 22, the user can switch the part of a music piece, and can then play the game.
Moreover, depending on the position of the display unit 22, the number of types of game operation which
the user should carry out can be changed. The number of types of game operation corresponds 15 to the
number of the guidance areas 54 set on the game screen 50, and hence the user can change the number
of guidance areas 54 depending on the position of the display unit 22. For example, when the display unit
22 is in the vertical position, the number of guidance areas 54 is more than that in the case where the
display unit 22 is in 20 the horizontal position. When the number of guidance areas 54 increases, the
number of game operations which the user should carry out increases, with the result that difficulty of a
game can be changed depending on the position of the display unit 22. Moreover, the guidance subject
period is determined depending 25 on the position of the display unit 22, and, depending on the
orientation of the display unit 22, as many reference time guidance marks 58 as the game screen 50 can
contain can be displayed. (2. Modified Examples) 
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 (2. Modified Examples) 

 Note that the present invention is not limited to the embodiment 

described above.  Changes can be appropriately made  without 

departing from the gist of the present invention. 

 (1) For example, in the embodiment, the descriptio n has been 5 

given of the case where the user changes the positi on of the display 

unit 22 at an arbitrary time, but the position of t he display unit 

22 may be changed depending on the situation of a g ame being executed.  

For example, when the situation of the game being e xecuted is brought 

into a reference situation determined in advance, a n image for guiding 10 

the user to change the position of the display unit  22 may be displayed. 

 For example, information representing a predetermi ned period 

in a reproduction period of a music piece and a ref erence position 

which the display unit 22 should take may be stored  in association 

with each other.  For example, during a music piece , the display 15 

unit 22 may be brought into the vertical position i n a lively period, 

and the display unit 22 may be brought into the hor izontal position 

in the other period.  In this way, the game play ca n be differentiated 

between the lively period and the non-lively period  in the music 

piece. 20 

 Moreover, for example, depending on whether or not  a time at 

which the position of the display unit 22 is change d satisfies a 

predetermined condition, a restriction may be impos ed so that a 

part of a musical instrument corresponding to the r eference time 

data is not changed.  The predetermined condition i s, for example, 25 

a condition representing whether or not the time at  which the position 

of the display unit 22 is changed is in a predeterm ined period in 

Note that the present invention is not limited to the embodiment described above. Changes can be
appropriately made without departing from the gist of the present invention. 5(1) For example, in the
embodiment, the description has been given of the case where the user changes the position of the
display unit 22 at an arbitrary time, but the position of the display unit 22 may be changed depending on
the situation of a game being executed. For example, when the situation of the game being executed is
brought 10 into a reference situation determined in advance, an image for guiding the user to change the
position of the display unit 22 maybe displayed.         For example, information representing a
predetermined period in a reproduction period of a music piece and a reference position which the display
unit 22 should take may be stored in association 15 with each other. For example, during a music piece,
the display unit 22 may be brought into the vertical position in a lively period, and the display unit 22 may
be brought into the horizontal position in the other period. In this way, the game play can be differentiated
between the lively period and the non-lively period in the music 20piece. Moreover, for example,
depending on whether or not a time at which the position of the display unit 22 is changed satisfies a
predetermined condition, a restriction may be imposed so that a part of a musical instrument
corresponding to the reference time 25 data is not changed. The predetermined condition is, for example, 
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the reproduction period of a music piece. 

 For example, when the time at which the position o f the display 

unit 22 is changed does not satisfy the predetermin ed condition, 

a restriction is imposed so that the reference time  data corresponding 

to a part of a musical instrument associated with t he position is 5 

not acquired.  In other words, the display control processing for 

the game screen 50 and the evaluation processing on  the game operation 

are executed by using the same reference time data used before the 

change in position of the display unit 22.  For exa mple, based on 

whether or not, at a predetermined time during the reproduction 10 

period of the music piece, the user has changed the  position of 

the display unit 22, it is determined whether or no t the part of 

the musical instrument is changed. 

 For example, when a time at which the user has cha nged the 

position of the display unit 22 is a time for a pre determined delimiter 15 

of a bar of a music piece, the part is switched.  I n other words, 

when the position of the display unit 22 is changed  at a time suitable 

as a delimiter of the music piece, the part may be switched from 

the bass guitar to the lead guitar.  In this case, the reference 

time data acquired by the reference time data acqui sition unit 74 20 

is changed from the reference time data correspondi ng to the bass 

guitar to the reference time data corresponding to the lead guitar. 

 On the other hand, when a time at which the user h as changed 

the position of the display unit 22 is not the time  for the 

predetermined delimiter of the bar of the music pie ce, a restriction 25 

is imposed so that the part is not switched.  In ot her words, when 

the position of the display unit 22 is changed at a  time not suitable 

a condition representing whether or not the time at which the position of the display unit 22 is changed is
in a predetermined period in the reproduction period of a music piece.        For example, when the time at
which the position of the display unit 22 is changed does not satisfy the predetermined condition, a
restriction is imposed so that the reference time data corresponding 5 to a part of a musical instrument
associated with the position is not acquired. In other words, the display control processing for the game
screen 50 and the evaluation proces s ing on the game operation are executed by using the same
reference time data used before the change in position of the display unit 22. For example, based on 10
whether or not, at a predetermined time during the reproduction period of the music piece, the user has
changed the position of the display unit 22, it is determined whether or not the part of the musical
instrument is changed. For example, when a time at which the user has changed the 15 position of the
display unit 22 is a time for a predetermined delimiter of a bar of a music piece, the part is switched. In
other words, when the position of the display unit 22 is changed at a time suitable as a delimiter of the
music piece, the part may be switched from the bass guitar to the lead guitar. In this case, the reference 
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as the delimiter of the music piece, the part is no t switched, and 

remains as the part for the bass guitar.  In this c ase, the reference 

time acquired by the reference time data acquisitio n unit 74 is 

not changed, and remains as the reference time data  corresponding 

to the bass guitar. 5 

 As described above, depending on the time at which  the position 

of the display unit 22 is changed, by restricting t he change in 

part, for example, the user can be prevented from p laying a part 

of another musical instrument starting from an impr oper time. 

 In addition, for example, depending on whether or not the score 10 

represented by the score data enters a predetermine d range, the 

user may be prompted to change the position of the display unit 

22.  For example, when the score represented by the  score data is 

brought into the predetermined range, and the user is close to over 

the end of the game, the user may be prompted to br ing the display 15 

unit 22 into the horizontal position, thereby decre asing the 

difficulty.  Moreover, for example, in a situation in which the score 

represented by the score data is not within the pre determined range 

and the possibility of the user reaching the end of  the game is 

low, the user may be prompted to bring the display unit 22 into 20 

the vertical position, thereby increasing the diffi culty. 

 (2) Moreover, the description has been given of th e case, as 

an example, where the display unit 22 takes the hor izontal position 

and the vertical position, but the position of the display unit 

22 associated with the reference time data only nee ds to be a position 25 

of the display unit 22 which can be detected by the  sensor unit 

42.  In addition, for example, a position acquired by rotating the 

20 time data acquired by the reference time data acquisition unit 74 is changed from the reference time
data corresponding to the bass guitar to the reference time data corresponding to the lead guitar. On the
other hand, when a time at which the user has changed the position of the display unit 22 is not the time
for the 25 predetermined delimiter of the bar of the music piece, a restriction is imposed so that the part is
not switched. In other words, when the position of the display unit 22 is changed at a time not suitable as
the delimiter of the music piece, the part is not switched, and remains as the part for the bass guitar. In
this case, the reference time acquired by the reference time data acquisition unit 74 is not changed, and
remains as the reference time data corresponding 5 to the bass guitar.        As described above,
depending on the time at which the position of the display unit 22 is changed, by restricting the change in
part, for example, the user can be prevented from playing a part of another musical instrument starting
from an improper time. 10 In addition, for example, depending on whether or not the score represented by
the score data enters a predetermined range, the user may be prompted to change the position of the
display unit 22. For example, when the score represented by the score data is brought into the
predetermined range, and the user is close to over 
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horizontal position illustrated in FIG. 2 by 180 de grees (that is, 

position in which the user holds the game device 10  upside down) 

may be associated with reference time data. 

 (3) Moreover, for example, the description has bee n given of 

the case where the game operation is the touch on t he button 52 5 

by the user, but the game operation is not limited to this case.  

In addition, for example, depression of the operati on key unit 32 

may be the game operation, and various publicly-kno wn operations 

can be applied as the game operation. 

 (4) Moreover, for example, the display contents of  the game 10 

screen 50 are not limited to the example of the emb odiment.  The 

game screen 50 only needs to display a guidance ima ge for providing 

guidance for reference times corresponding to the p osition of the 

display unit 22.  In addition, for example, a guida nce image for 

providing guidance in the reference time may change  to a predetermined 15 

size as the reference time approaches, thereby prov iding guidance 

for the reference time. 

 (5) Moreover, for example, the description has bee n given of 

the case where the guidance subject period changes depending on 

the position of the display unit 22, but the guidan ce subject period 20 

may be the same length regardless of the position o f the display 

unit 22.  Moreover, the guidance subject period may  be data in a 

table form, or data in a numerical equation form. 

 (6) Moreover, for example, based on the evaluation  result by 

the game operation evaluation unit 80, a sound may be output from 25 

the audio output unit 36.  For example, when the us er acquires a 

high evaluation, a sound corresponding to a part of  a musical 

15 the end of the game, the user may be prompted to bring the display unit 22 into the horizontal position,
thereby decreasing the difficulty. Moreover, for example, in a situation inwhich the score represented by
the score data is not within the predetermined range and the possibility of the user reaching the end of the
game is 20 low, the user may be prompted to bring the display unit 22 into the vertical position, thereby
increasing the difficulty.         (2) Moreover, the description has been given of the case, as an example,
where the display unit 22 takes the horizontal position and the vertical position, but the position of the
display unit 25 22 as sociated with the reference time data only needs to be a position of the display unit
22 which can be detected by the sensor unit 42. In addition, for example, a position acquired by rotating
the horizontal position illustrated in FIG. 2 by 180 degrees (that is, position in which the user holds the
game device 10 upside down) may be associated with reference time data. (3) Moreover, for example,
the description has been given of 5 the case where the game operation is the touch on the button 52 by
the user, but the game operation is not limited to this case. In addition, for example, depression of the
operation key unit 32 may be the game operation, and various publicly-known operations can be applied
as the game operation. 10(4) Moreover, for example, the display contents of the game screen 50 are not
limited to the example of the embodiment. The game screen 50 only needs to display a guidance image
for providing guidance for reference times corresponding to the position of the display unit 22. In addition,
for example, a guidance image for 15 providing guidance in the reference time may change to a
predetermined size as the reference time approaches, thereby providing guidance for the reference time.
(5) Moreover, for example, the description has been given of the case where the guidance subject period
changes depending on 20 the position of the display unit 22, but the guidance subject period may be the
same length regardless of the position of the display unit 22. Moreover, the guidance subject period may
be data in a table form, or data in a numerical equation form. 
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instrument may be output from the audio output unit  36. 

 For example, when the position of the display unit  22 is in 

the first position (such as the horizontal position ), based on the 

evaluation result by the game operation evaluation unit 80, a sound 

(such as a tone of the bass guitar) corresponding t o the one or 5 

plurality of first musical instruments (such as the  bass guitar) 

may be output from the audio output unit 36.  Moreo ver, for example, 

when the position of the display unit 22 is in the second position 

(such as the vertical position), based on the evalu ation result 

by the game operation evaluation unit 80, a sound ( such as a tone 10 

of the lead guitar) corresponding to the one or plu rality of second 

musical instruments (such as the lead guitar) may b e output from 

the audio output unit 36. 

 (7) Moreover, for example, according to the embodi ment, the 

description has been given of the case where the re ference time 15 

data is determined for each of parts for musical in struments, but 

the reference time data only needs to be associated  with the position 

of the display unit 22.  For the cases where the di splay unit 22 

is in the horizontal position and the vertical posi tion, reference 

time data representing the same musical instrument part may be 20 

specified.  However, in this case, a content of the  reference time 

data associated with the horizontal position and a content of the 

reference time data associated with the vertical po sition are 

different from each other.  For example, the latter  reference time 

data may be set to have a larger number of referenc e times so as 25 

to be higher in difficulty than the former referenc e time data. 

 (8) Moreover, for example, the present invention c an be applied 

(6) Moreover, for example, based on the evaluation result by 25 the game operation evaluation unit 80, a
sound may be output from the audio output unit 36. For example, when the user acquires a high
evaluation, a sound corresponding to a part of a musical instrument may be output from the audio output
unit 36.        For example, when the position of the display unit 22 is in the first position (such as the
horizontal position), based on the evaluation result by the game operation evaluation unit 80, a sound 5
(such as a tone of the bass guitar) corresponding to the one or plurality of first musical instruments (such
as the bass guitar) may be output from the audio output unit 36. Moreover, for example, when the position
of the display unit 22 is in the second position (such as the vertical position), based on the evaluation
result 10 by the game operation evaluation unit 80, a sound (such as a tone of the lead guitar)
corresponding to the one or plurality of second musical instruments (such as the lead guitar) may be
output from the audio output unit 36. (7) Moreover, for example, according to the embodiment, the 15
description has been given of the case where the reference time data is determined for each of parts for
musical instruments, but the reference time data only needs to be as sociated with the position of the
display unit 22. For the cases where the display unit 22 is in the horizontal position and the vertical
position, reference 20 time data representing the same musical instrument part may be specified.
However, in this case, a content of the reference time data associated with the horizontal position and a
content of the reference time data associated with the vertical position are different from each other. For
example, the latter reference time 25 data may be set to have a larger number of reference times so as to
be higher in difficulty than the former reference time data. (8) Moreover, for example, the present
invention canbe applied to a game other than the music game described in this embodiment. For
example, a music piece may not be constituted by parts for a plurality of musical instruments. For
example, a music piece may be constituted by only a part for a Japanese drum. 
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to a game other than the music game described in th is embodiment.  

For example, a music piece may not be constituted b y parts for a 

plurality of musical instruments.  For example, a m usic piece may 

be constituted by only a part for a Japanese drum. 

 (3. Second Embodiment) 5 

 A description is now given of another embodiment o f the game 

device 10 according to the present invention.  Acco rding to prior 

art, a user can continue the game play without brin ging the game 

device 10 into a given position, but in a game prod uced on the 

assumption that a user changes the position of the game device 10, 10 

in order for the user to enjoy the game play, the u ser preferably 

plays the game while bringing the game device 10 in to a given position. 

 The game device 10 according to a second embodimen t has been 

devised in view of the foregoing problem, and has a n object of ensuring 

that the user plays the game in a state in which th e user brings 15 

the game device into a given position.  The game de vice 10 according 

to the second embodiment may ensure that the user p lays the game 

in the state in which the game device 10 is in the given position.  

A detailed description is now given of the second e mbodiment referring 

to drawings. 20 

 (3-1. Hardware Configuration of Game Device) 

 A hardware configuration of the game device 10 acc ording to 

the second embodiment is the same as that of the fi rst embodiment, 

and a description thereof is therefore omitted. 

 (3-2. Games Executed on Game Device according to S econd 25 

Embodiment) 

 A description is now given of games executed on th e game device 

5(3. Second Embodiment)        A description is now given of another embodiment of the game device 10
according to the present invention. According to prior art, a user can continue the game play without
bringing the game device 10 into a given position, but in a game produced on the 10 assumption that a
user changes the position of the game device 10, in order for the user to enjoy the game play, the user
preferably plays the game while bringing the game device 10 into a given position .        The game device
10 according to a second embodiment has been devised in view of the foregoing problem, and has an obj
ect of ensuring 15 that the user plays the game in a state in which the user brings the game device into a
given position. The game device 10 according to the second embodiment may ensure that the user plays
the game in the state in which the game device 10 is in the given position. A detailed des cription is now
given of the second embodiment referring 20 to drawings. (3-1. Hardware Configuration of Game Device)
A hardware configuration of the game device 10 according to the second embodiment is the same as that
of the first embodiment, and a description thereof is therefore omitted. 25(3-2. Games Executed on Game
Device according to Second Embodiment) A des cription is now given of games executed on the game
device  



 44 

10 according to the second embodiment.  In the game  device 10, a 

game for requesting a user to change the position o f the game device 

10 when the situation of the game being executed re aches a 

predetermined situation, is executed. 

 In this embodiment, a description is given of a ca se where 5 

the game device 10 executes a game in which the use r carries out 

a game operation in time with a music piece.  In a predetermined 

period during a reproduction period of the music pi ece, the user 

is requested to change the position of the game dev ice 10.  A 

description is given below of, as an example, a cas e of execution 10 

of a game in which the user touches a given positio n on the touch 

panel 24 in time with the music piece. 

 When the user starts the game, the user selects an y of a plurality 

of music pieces prepared in advance.  Then, the sel ected music piece 

is reproduced.  For each of music pieces which the user can select, 15 

a situation (hereinafter simply referred to as "ref erence 

situation") of the game in which the position of th e game device 

10 should be changed, and a time (hereinafter simpl y referred to 

as "reference time") at which the game operation sh ould be carried 

out are determined.  The user changes the position of the game device 20 

10 in the reference situation.  Moreover, the user tries to carry 

out the game operation at a time coincident with th e reference time. 

 FIG. 13 is a diagram illustrating an example of th e game screen 

displayed on a display unit 22 of the game device 1 0.  The game device 

10 is sized so as to be held by the user.  As illus trated in FIG. 25 

13, on a game screen 50, a lower area viewed from t he user displays 

buttons 52A, 52B, and 52C (these buttons are herein after generally 

10 according to the second embodiment. In the game device 10, a game for requesting a user to change
the position of the game device 10 when the situation of the game being executed reaches a
predetermined situation, is executed. 5In this embodiment, a description is given of a case where the
game device 10 executes a game in which the user carries out a game operation in time with a music
piece. In a predetermined period during a reproduction period of the music piece, the user is requested to
change the position of the game device 10. A 10 description is given below of, as an example, a case of
execution of a game in which the user touches a given position on the touch panel 24 in time with the
music piece.         When the user starts the game , the user selects any of a plurality of music pieces
prepared in advance. Then, the selected music piece 15 is reproduced. For each of music pieces which
the user can select, a situation (hereinafter simply referred to as "reference situation") of the game in
which the position of the game device 10 should be changed, and a time (hereinafter simply referred to as
"reference time") at which the game operation should be carried 20 out are determined. The user
changes the position of the game device 10 in the reference situation. Moreover, the user tries to carry
out the game operation at a time coincident with the reference time.         FIG. 13 is a diagram illustrating
an example of the game screen displayed on a display unit 22 of the game device 10. The game device
25 10 is sized so as to be held by the user. As illustrated in FIG. 13, on a game screen 50, a lower area
viewed from the user displays buttons 52A, 523, and 520 (these buttons are hereinafter generally and
simply also referred to as buttons 52). A touch panel 24 is provided so as to overlap the display unit 22,
and, for example, an action of the user touching the buttons 52 corresponds to the "game operation". 5On
the game screen 50, a guidance area 54 is displayed. The guidance area 54 is an area for guiding the
user in the reference situation in which the user should change the position of the game device 10, and
shows the reference time at which the user should touch the button 52. 
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and simply also referred to as buttons 52).  A touc h panel 24 is 

provided so as to overlap the display unit 22, and,  for example, 

an action of the user touching the buttons 52 corre sponds to the 

"game operation". 

 On the game screen 50, a guidance area 54 is displ ayed.  The 5 

guidance area 54 is an area for guiding the user in  the reference 

situation in which the user should change the posit ion of the game 

device 10, and shows the reference time at which th e user should 

touch the button 52. 

 Reference marks 56A, 56B, and 56C (these marks are  hereinafter 10 

generally and simply also referred to as reference marks 56) are 

displayed in a left-side area of the guidance area 54.  Moreover, 

for example, reference time guidance marks 58A, 58B , and 58C (these 

marks are hereinafter generally and simply also ref erred to as 

reference time guidance marks 58) or a reference si tuation guidance 15 

mark 60 are displayed on the right side of the refe rence marks 56.  

The reference time guidance marks 58 and the refere nce situation 

guidance mark 60 gradually move from the right to t he left as the 

time elapses.  In other words, the reference time g uidance marks 

58 and the reference situation guidance mark 60 app roach the reference 20 

marks 56. 

 The reference marks 56 correspond to the buttons 5 2 arranged 

in the area below the guidance area 54.  When a tim e (reference time) 

at which the button 52A is to be touched arrives, t he reference 

time guidance mark 58A reaches the reference mark 5 6A, and overlaps 25 

the reference mark 56A.  When a time (reference tim e) at which the 

button 52B is to be touched arrives, the reference time guidance 

10Reference marks 56A, 563, and 560 (these marks are hereinafter generally and simply also referred to
as reference marks 56) are displayed in a left-side area of the guidance area 54. Moreover, for example,
reference time guidance marks 58A, 583, and 580 (these marks are hereinafter generally and simply also
referred to as 15 reference time guidance marks 58) or a reference situation guidance mark 60 are
displayed on the right side of the reference marks 56. The reference time guidance marks 58 and the
reference situation guidance mark 60 gradually move from the right to the left as the time elapses. In
other words, the reference time guidance marks 20 58 and the reference s ituation guidance mark 60
approach the reference marks 56. The reference marks 56 correspond to the buttons 52 arranged in the
area below the guidance area 54. When a time (reference time) at which the button 52A is to be touched
arrives, the reference 25 time guidance mark 58A reaches the reference mark 56A, and overlaps the
reference mark 56A. When a time (reference time) at which the button 523 is to be touched arrives, the
reference time guidance mark 583 reaches the reference mark 563, and overlaps the reference mark 563.
When a time (reference time) at which the button 520 is to be touched arrives, the reference time
guidance mark 580 reaches the reference mark 560, and overlaps the reference mark 560.  5 For
example, when the reference times corresponding to the buttons 52A, 523, and 520 arrive, the user can
acquire a high evaluation by touching the buttons 52A, 523, and 520. Note that it is not necessarily the
case that the user cannot acquire an evaluation unless the user touches the buttons 52A, 523, and 520 
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mark 58B reaches the reference mark 56B, and overla ps the reference 

mark 56B.  When a time (reference time) at which th e button 52C is 

to be touched arrives, the reference time guidance mark 58C reaches 

the reference mark 56C, and overlaps the reference mark 56C. 

 For example, when the reference times correspondin g to the 5 

buttons 52A, 52B, and 52C arrive, the user can acqu ire a high 

evaluation by touching the buttons 52A, 52B, and 52 C.  Note that 

it is not necessarily the case that the user cannot  acquire an 

evaluation unless the user touches the buttons 52A,  52B, and 52C 

at times completely matching the reference times, a nd an evaluation 10 

is given depending on a degree of matching. 

 Moreover, when the situation of the game being exec uted is 

brought into the reference situation in which the p osition of the 

game device 10 should be changed, the reference sit uation guidance 

mark 60 reaches the reference marks 56, and overlap s the reference 15 

marks 56.  Moreover, for example, on the reference situation guidance 

mark 60, a direction (rotation direction) to which the user should 

change the position of the game device 10 may be sh own. 

 In this way, the user can rely on the reference ti me guidance 

marks 58 and the reference situation guidance mark 60 which are 20 

gradually approaching the reference marks 56, there by recognizing 

the times at which the user should touch the button s 52 and the 

reference situation in which the user should change  the position 

of the game device 10. 

 As described above, when the game being executed i s brought 25 

into a predetermined situation (brought into the re ference 

situation), the user changes the position of the ga me device 10.  

10 at times completely matching the reference times, and an evaluation is given depending on a degree
of matching.        Moreover, when the situation of the game being executed is brought into the reference
situation in which the position of the game device 10 should be changed, the reference situation guidance
15 mark 60 reaches the reference marks 56, and overlaps the reference marks 56. Moreover, for
example, on the reference s ituation guidance mark 60, a direction (rotation direction) to which the user
should change the position of the game device 10 may be shown. In this way, the user can rely on the
reference time guidance 20 marks 58 and the reference situation guidance mark 60 which are gradually
approaching the reference marks 56, thereby recognizing the times at which the user should touch the
buttons 52 and the reference situation in which the user should change the position of the game device
10. 25As described above, when the game being executed is brought into a predetermined situation
(brought into the reference situation), the user changes the position of the game device 10. Note that in
this embodiment, as illustrated in FIG. 13, a position in which the display unit 22 of the game device 10
viewed from the user is long in the horizontal direction is referred to as "horizontal position". Moreover, for
example, as illustrated in FIG. 13, an 5 orientation of the game screen 50 when the display unit 10 is in
the horizontal position is referred to as "horizontal state". In other words , when the game being executed
is brought into the reference situation, the user changes the game device 10 from the horizontal position
to another position. 10For example, when a music piece being reproduced approaches a lively period
(climax), the reference situation guidance mark 60 for guiding the user to change the position of the game
device 10isdisplayed. For example, when the reference situation guidance mark 60 reaches the reference
marks 56, the orientation of the game 15 screen 50 changes. In response to the change in the orientation
of the game screen 50, the user changes the position of the game device 10. 
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Note that in this embodiment, as illustrated in FIG . 13, a position 

in which the display unit 22 of the game device 10 viewed from the 

user is long in the horizontal direction is referre d to as "horizontal 

position".  Moreover, for example, as illustrated i n FIG. 13, an 

orientation of the game screen 50 when the display unit 10 is in 5 

the horizontal position is referred to as "horizont al state".  In 

other words, when the game being executed is brough t into the reference 

situation, the user changes the game device 10 from  the horizontal 

position to another position. 

 For example, when a music piece being reproduced a pproaches 10 

a lively period (climax), the reference situation g uidance mark 

60 for guiding the user to change the position of t he game device 

10 is displayed.  For example, when the reference s ituation guidance 

mark 60 reaches the reference marks 56, the orienta tion of the game 

screen 50 changes.  In response to the change in th e orientation 15 

of the game screen 50, the user changes the positio n of the game 

device 10. 

 FIG. 14 is a diagram illustrating an example of a case where 

the orientation of the game screen 50 has changed.  As illustrated 

in FIG. 14, for example, the orientation of the gam e screen 50 rotates.  20 

Then, for example, the user rotates the display uni t 22 

counterclockwise.  For example, the display positio ns of the buttons 

52 are changed so that the buttons 52 are arranged on the lower 

side (shorter side of the display unit 22) viewed f rom the user.  

Moreover, for example, the display positions of the  reference marks 25 

56 are changed so that the reference marks 56 are a rranged on the 

top side as viewed from the user. 

FIG. 14 is a diagram illustrating an example of a case where the orientation of the game screen 50 has
changed. As illustrated 20  in FIG . 14, for example, the orientation of the game screen 50 rotates . Then,
for example, the user rotates the display unit 22 counterclockwise. For example, the display pos itions of
the buttons 52 are changed so that the buttons 52 are arranged on the lower side (shorter side of the
display unit 22) viewed from the user. 25 Moreover, for example, the display positions of the reference
marks 56 are changed so that the reference marks 56 are arranged on the top side as viewed from the
user.         Moreover, for example, in the situation in FIG. 13, the reference time guidance marks 58 and
the reference s ituation guidance mark 60 move leftward as viewed from the user, but in the situation in
FIG. 14, the reference time guidance marks 58 and the reference 5 situation guidance mark 60 move
upward as viewed from the user. In other words, as the display positions of the reference marks 56
change, the display content of the guidance area 54 is changed.        Note that in this embodiment, as
illustrated in FIG. 14, a position in which the display unit 22 of the game device 10 viewed 10 from the
user is long in the vertical direction is referred to as "vertical position". Moreover, for example, as
illustrated in FIG. 14, an orientation of the game screen 50 when the display unit 10 is in the vertical
position is referred to as "vertical state". As described above, during a lively period of a music piece, 15
the user plays a game while changing the game device 10 from the horizontal position to the vertical
position, and the user thus plays the game while distinguishing the lively period and the other periods of
the music piece from each other. For example, as illustrated in FIG. 14, in a lively period of a music piece,
a game 20 is produced to execute the display control so that the reference time guidance marks 58 and
the reference situation guidance mark 60 move upward as viewed from the user. In this case, during the
lively period of the music piece, the user plays the game while the game device 10 is placed in the vertical
position, and the user 25 can thus feel excitement.        In the game device 10 according to this
embodiment, when the situation of a game being executed is brought into the reference 
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 Moreover, for example, in the situation in FIG. 13 , the 

reference time guidance marks 58 and the reference situation guidance 

mark 60 move leftward as viewed from the user, but in the situation 

in FIG. 14, the reference time guidance marks 58 an d the reference 

situation guidance mark 60 move upward as viewed fr om the user.  5 

In other words, as the display positions of the ref erence marks 

56 change, the display content of the guidance area  54 is changed. 

 Note that in this embodiment, as illustrated in FI G. 14, a 

position in which the display unit 22 of the game d evice 10 viewed 

from the user is long in the vertical direction is referred to as 10 

"vertical position".  Moreover, for example, as ill ustrated in FIG. 

14, an orientation of the game screen 50 when the d isplay unit 10 

is in the vertical position is referred to as "vert ical state". 

 As described above, during a lively period of a mu sic piece, 

the user plays a game while changing the game devic e 10 from the 15 

horizontal position to the vertical position, and t he user thus 

plays the game while distinguishing the lively peri od and the other 

periods of the music piece from each other.  For ex ample, as 

illustrated in FIG. 14, in a lively period of a mus ic piece, a game 

is produced to execute the display control so that the reference 20 

time guidance marks 58 and the reference situation guidance mark 

60 move upward as viewed from the user.  In this ca se, during the 

lively period of the music piece, the user plays th e game while 

the game device 10 is placed in the vertical positi on, and the user 

can thus feel excitement. 25 

 In the game device 10 according to this embodiment , when the 

situation of a game being executed is brought into the reference 

situation, and the user does not change the position of the game device 10 to the reference position, the
buttons 52 are configured so as not to react even when the buttons 52 are touched. For example, there is
provided such a configuration that, when a lively period 5 of a music piece arrives, if the user does not
change the game device 10 from the horizontal position to the vertical position, the buttons 52 do not
react. A detailed description is now given of this technology. (3-3. Functions Realized in Game Device)
10FIG. 15 is a functional block diagram illustrating functions realized in the game device 10. As illustrated
in FIG. 15, the game device 10 includes a game data storage unit 90, a position detection unit 92, a game
operation detection unit 94, a game processing execution unit 96, a position determination unit 98, and a
game 15 processing restriction unit 100. (3-3-1. Game Data Storage Unit)        The game data storage
unit 90 (corresponding to the game data storage unit 70 of the first embodiment) is realized mainly by the
main memory 18 and the memory card 30. The game data storage unit 20 90 stores data required for
executing a game. For example, the game data storage unit 90 stores data of a plurality of music pieces.
FIG. 16 is a diagram illustrating an example of the music piece data corresponding to one music piece. As
Illustrated in FIG. 16, the music piece data Includes original music piece data, reference 25 position data,
and reference operation data. The original music piece data is, for example, general popular music and
the like stored in a predetermined data format.         The reference position data is data in which a
situation of the game and a reference position of the game device are associated with each other. In this
embodiment, in the reference position data, a reference situation of a game and a reference position of
the 
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situation, and the user does not change the positio n of the game 

device 10 to the reference position, the buttons 52  are configured 

so as not to react even when the buttons 52 are tou ched.  For example, 

there is provided such a configuration that, when a  lively period 

of a music piece arrives, if the user does not chan ge the game device 5 

10 from the horizontal position to the vertical pos ition, the buttons 

52 do not react.  A detailed description is now giv en of this 

technology. 

 (3-3. Functions Realized in Game Device) 

 FIG. 15 is a functional block diagram illustrating  functions 10 

realized in the game device 10.  As illustrated in FIG. 15, the game 

device 10 includes a game data storage unit 90, a p osition detection 

unit 92, a game operation detection unit 94, a game  processing 

execution unit 96, a position determination unit 98 , and a game 

processing restriction unit 100. 15 

 (3-3-1. Game Data Storage Unit) 

 The game data storage unit 90 (corresponding to th e game data 

storage unit 70 of the first embodiment) is realize d mainly by the 

main memory 18 and the memory card 30.  The game da ta storage unit 

90 stores data required for executing a game.  For example, the game 20 

data storage unit 90 stores data of a plurality of music pieces. 

 FIG. 16 is a diagram illustrating an example of th e music piece 

data corresponding to one music piece.  As illustra ted in FIG. 16, 

the music piece data includes original music piece data, reference 

position data, and reference operation data.  The o riginal music 25 

piece data is, for example, general popular music a nd the like stored 

in a predetermined data format. 

5 game device 10 are associated with each other.        The reference situation of the game stored in the
reference position data is a predetermined situation out of situations the game being executed can take,
and is a situation in which the position of the game device 10 should be changed. In this embodiment, a
10 description is given of a case where the reference situation is a situation in which the position of the
game device 10 should be changed to a reference position. For example, in the reference position data,
parameters representing the predetermined situation out of the situations the game being executed can
take are stored 15 as information representing the reference situation.        In this embodiment, a
description is given of a case where the reference situation of a game represents an elapsed time after
the reproduction of a music piece started. In other words, for example, when the elapsed time after the
reproduction of the music 20 piece started is within a predetermined period (for example, within a climax
period in which the music piece becomes lively), it is determined that the game being executed is brought
into the reference situation. The reference positions of the display unit 22 stored in the 25 reference pos
ition data are predetermined pos itions out of positions of the game device 10 which can be detected by
the position detection unit 92, and are positions relating to positions which the game device 10 should
take in the reference situations.In this embodiment, a description is given of a case where the reference 
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 The reference position data is data in which a sit uation of 

the game and a reference position of the game devic e are associated 

with each other.  In this embodiment, in the refere nce position data, 

a reference situation of a game and a reference pos ition of the 

game device 10 are associated with each other. 5 

 The reference situation of the game stored in the reference 

position data is a predetermined situation out of s ituations the 

game being executed can take, and is a situation in  which the position 

of the game device 10 should be changed.  In this e mbodiment, a 

description is given of a case where the reference situation is 10 

a situation in which the position of the game devic e 10 should be 

changed to a reference position.  For example, in t he reference 

position data, parameters representing the predeter mined situation 

out of the situations the game being executed can t ake are stored 

as information representing the reference situation . 15 

 In this embodiment, a description is given of a ca se where 

the reference situation of a game represents an ela psed time after 

the reproduction of a music piece started.  In othe r words, for 

example, when the elapsed time after the reproducti on of the music 

piece started is within a predetermined period (for  example, within 20 

a climax period in which the music piece becomes li vely), it is 

determined that the game being executed is brought into the reference 

situation. 

 The reference positions of the display unit 22 sto red in the 

reference position data are predetermined positions  out of positions 25 

of the game device 10 which can be detected by the position detection 

unit 92, and are positions relating to positions wh ich the game 

position is a position of the game device 10 which the user should achieve in a reference situation.
Moreover, a description is given 5 of a case where, as the reference positions of the game device 10, the
vertical position (first position) in which the display unit 22 viewed from the user is long in the vertical
direction, and the horizontal position (second position) in which the display unit 22 viewed from the user is
long in the horizontal direction, are 10set.        FIG. 17 is a diagram illustrating a data storage example of
the reference position data. A "t axis" illustrated in FIG. 17 is a time axis. The t axis represents elapsed
time after the reproduction of the music piece starts. For example, the reference 15 position data
represents a reference situation (time) where the position of the game device 10 should be changed in
units of 1/8th of a bar. FIG. 17, for the sake of simple description, illustrates data obtained by dividing one
bar into eight parts. In other words, FIG. 17 illustrates the reference situations where the user should 20
change the position of the game device 10 in units of 1/8th of a bar.        As illustrated in FIG. 17, at each
time point of 1/8th of a bar, whether or not the user should change the position of the game device 10 is
specified. For example, in the reference situation 25 in which the position of the game device 10 should
be changed, information for identifying a reference position which the game device 10 should take is
stored.         For example, at a time at which information representing the "vertical position" is stored
(timet3), the user changes the position of the game device 10 to the vertical position. In other words, the
arrival of the time t3 means that the game is brought into the 5 reference situation. Further, for example,
at a time at which information representing the "horizontal position" is stored (time t4), the user changes
the position of the game device 10 to the horizontal position. In other words, the arrival of the time t4 also
means that the game is brought into the reference situation. 10 The user plays a game while holding the
game 10 in the horizontal position until the time t3 arrives, for example. On the other hand, during a
period from the time t3 to the time t4 (such as a climax period where a music piece becomes lively), the
user plays the game while holding the game device 10 in the vertical position. The user 
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device 10 should take in the reference situations.  In this 

embodiment, a description is given of a case where the reference 

position is a position of the game device 10 which the user should 

achieve in a reference situation.  Moreover, a desc ription is given 

of a case where, as the reference positions of the game device 10, 5 

the vertical position (first position) in which the  display unit 

22 viewed from the user is long in the vertical dir ection, and the 

horizontal position (second position) in which the display unit 

22 viewed from the user is long in the horizontal d irection, are 

set. 10 

 FIG. 17 is a diagram illustrating a data storage e xample of 

the reference position data .  A "t axis" illustrated in FIG. 17 is 

a time axis.  The t axis represents elapsed time af ter the 

reproduction of the music piece starts.  For exampl e, the reference 

position data represents a reference situation (tim e) where the 15 

position of the game device 10 should be changed in  units of 1/8 th  

of a bar.  FIG. 17, for the sake of simple descript ion, illustrates 

data obtained by dividing one bar into eight parts.   In other words, 

FIG. 17 illustrates the reference situations where the user should 

change the position of the game device 10 in units of 1/8 th  of a 20 

bar. 

 As illustrated in FIG. 17, at each time point of 1 /8 th  of a 

bar, whether or not the user should change the posi tion of the game 

device 10 is specified.  For example, in the refere nce situation 

in which the position of the game device 10 should be changed, 25 

information for identifying a reference position wh ich the game 

device 10 should take is stored. 

15 plays the game after the time t4 while holding the game device 10 in the horizontal position.        As
described above, the user carries out the game operation while changing the position of the game device
10. When and what game operation the user should carry out are defined in the reference 20 operation
data.        FIG. 18 illustrates an example of the reference operation data . A "t axis" illustrated in FIG. 18 is
similar to the "t axis" of FIG. 17. In other words, the reference operation data represents times when the
buttons 52A, 523, and 520 should be touched in units 25 of 1/256th of a bar, and for the sake of simple
description, data in which the one bar is divided into eight parts is described. As illustrated in FIG. 18,
whether or not the buttons 52A,  523, and 520 should be touched at each time point of 1/8th of a bar is
represented by, for example, three-bit data. In FIG. 18, a bit represented by "A" corresponds to the button
52A. "0" represents that the button 52A should not be touched. On the other hand, "1" 5 represents that
the button 52A should be touched.        Similarly, bits of "3" and "C" respectively correspond to the buttons
523 and 520. In other words, it is considered that data including three bits, at least one of which is "1", is
data representing a reference time. 10According to this embodiment, based on the above-mentioned
reference position data and reference operation data, display contents of the game screen 50 are
determined. For example, when the situation of a game being executed is brought into a reference
situation, processing of guiding the user to change the position 
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 For example, at a time at which information repres enting the 

"vertical position" is stored (time t 3), the user changes the position 

of the game device 10 to the vertical position.  In  other words, 

the arrival of the time t 3 means that the game is brought into the 

reference situation.  Further, for example, at a ti me at which 5 

information representing the "horizontal position" is stored (time 

t 4), the user changes the position of the game device  10 to the 

horizontal position.  In other words, the arrival o f the time t 4 

also means that the game is brought into the refere nce situation. 

 The user plays a game while holding the game 10 in  the horizontal 10 

position until the time t 3 arrives, for example.  On the other hand, 

during a period from the time t 3 to the time t 4 (such as a climax 

period where a music piece becomes lively), the use r plays the game 

while holding the game device 10 in the vertical po sition.  The user 

plays the game after the time t 4 while holding the game device 10 15 

in the horizontal position. 

 As described above, the user carries out the game operation 

while changing the position of the game device 10.  When and what 

game operation the user should carry out are define d in the reference 

operation data. 20 

 FIG. 18 illustrates an example of the reference op eration data.  

A "t axis" illustrated in FIG. 18 is similar to the  "t axis" of 

FIG. 17.  In other words, the reference operation d ata represents 

times when the buttons 52A, 52B, and 52C should be touched in units 

of 1/256 th  of a bar, and for the sake of simple description, data 25 

in which the one bar is divided into eight parts is  described. 

 As illustrated in FIG. 18, whether or not the butt ons 52A, 

15 of the game device 10 to a reference position is executed.        FIG. 19 is a diagram illustrating display
processing for the game screen 50. In other words, FIG. 19 is a diagram illustrating a relationship
between the reference position data and the reference situation guidance mark 60, and a relationship
between the reference 20 operation data and display positions of the reference time guidance marks 58.
While a music piece is being reproduced, data in a predetermined period after the current time point
(hereinafter referred to as "guidance subject period") is readout from the reference position 25 data and
the reference operation data. Here, a description is given of a case where the guidance subject period is
a period of one bar from the current time point. For example, when the current time  point is a time t2, the
reference position data and the reference operation data from the time t2 to a time t3 are read out.
Based on the read data, a reference situation guidance mark 60 for providing guidance for the reference
position and reference 
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52B, and 52C should be touched at each time point o f 1/8 th  of a bar 

is represented by, for example, three-bit data.  In  FIG. 18, a bit 

represented by "A" corresponds to the button 52A.  "0" represents 

that the button 52A should not be touched.  On the other hand, "1" 

represents that the button 52A should be touched. 5 

 Similarly, bits of "B" and "C" respectively corres pond to the 

buttons 52B and 52C.  In other words, it is conside red that data 

including three bits, at least one of which is "1",  is data 

representing a reference time. 

 According to this embodiment, based on the above-m entioned 10 

reference position data and reference operation dat a, display 

contents of the game screen 50 are determined.  For  example, when 

the situation of a game being executed is brought i nto a reference 

situation, processing of guiding the user to change  the position 

of the game device 10 to a reference position is ex ecuted. 15 

 FIG. 19 is a diagram illustrating display processi ng for the 

game screen 50.  In other words, FIG. 19 is a diagr am illustrating 

a relationship between the reference position data and the reference 

situation guidance mark 60, and a relationship betw een the reference 

operation data and display positions of the referen ce time guidance 20 

marks 58. 

 While a music piece is being reproduced, data in a  predetermined 

period after the current time point (hereinafter re ferred to as 

"guidance subject period") is read out from the ref erence position 

data and the reference operation data.  Here, a des cription is given 25 

of a case where the guidance subject period is a pe riod of one bar 

from the current time point.  For example, when the  current time 

5 time guidance marks 58 for providing guidance for reference times in the guidance subject period are
displayed on the game screen 50.        For example, based on the reference position data, a guidance
image (such as reference situation guidance mark 60) for guiding 10 the user for reference situation and
reference position after the current time point is displayed on the game screen 50. For example, in the
guidance areas 54 on the game screen 50, the reference situation guidance mark 60 gradually moves
toward the display positions (reference positions) of the reference marks 56. 15The display position of the
reference situation guidance mark 60 is adjusted so that the distance between the reference situation
guidance mark 60 and the reference mark 56 is a distance corresponding to a time until the reference
situation arrives. For example, as a time until a reference situation in which the user should change 20 the
position of the game device 10 arrives decreases, the distance from the reference situation guidance
mark 60 to the reference mark 56 decreases. Similarly, based on the reference operation data, guidance
images (such as reference time guidance marks 58) for guiding the 25 user for reference times after the
current time point are displayed on the game screen 50. For example, in the guidance area 54 on the
game screen 50, the reference time guidance marks 58 gradually move toward the display positions
(reference positions) of the reference marks 56. 
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point is a time t 2, the reference position data and the reference 

operation data from the time t 2 to a time t 3 are read out. 

 Based on the read data, a reference situation guid ance mark 

60 for providing guidance for the reference positio n and reference 

time guidance marks 58 for providing guidance for r eference times 5 

in the guidance subject period are displayed on the  game screen 

50. 

 For example, based on the reference position data,  a guidance 

image (such as reference situation guidance mark 60 ) for guiding 

the user for reference situation and reference posi tion after the 10 

current time point is displayed on the game screen 50.  For example, 

in the guidance areas 54 on the game screen 50, the  reference situation 

guidance mark 60 gradually moves toward the display  positions 

(reference positions) of the reference marks 56. 

 The display position of the reference situation gu idance mark 15 

60 is adjusted so that the distance between the ref erence situation 

guidance mark 60 and the reference mark 56 is a dis tance corresponding 

to a time until the reference situation arrives.  F or example, as 

a time until a reference situation in which the use r should change 

the position of the game device 10 arrives decrease s, the distance 20 

from the reference situation guidance mark 60 to th e reference mark 

56 decreases. 

 Similarly, based on the reference operation data, guidance 

images (such as reference time guidance marks 58) f or guiding the 

user for reference times after the current time poi nt are displayed 25 

on the game screen 50.  For example, in the guidanc e area 54 on the 

game screen 50, the reference time guidance marks 5 8 gradually move 

The display position of the reference time guidance mark 58 is adjusted so that the distance between the
reference time guidance 5 mark 58 and the reference mark 56 is a distance corresponding to a time until
the reference time arrives. For example, as the time until the arrival of the reference time at which the
user should touch the button 52A decreases, the distance from the reference time guidance mark 58A to
the reference mark 56 decreases. 10 Moreover, according to this embodiment, the display control for the
game screen 50 is executed so that the orientation of the game screen 50 displayed on the display unit
22 is directed to an orientation corresponding to a reference position associated with the current situation
of a game being executed. For example, a 15 description is given of a case where, when the game being
executed is brought into a reference situation, the display control for the game screen 50 is executed so
that the orientation of the game screen 50 is directed to an orientation corresponding to the reference
position associated with the reference situation. 20The orientation corresponding to the reference
situation is an orientation of the game screen 50 when the game device 10 takes the reference position,
and the reference position and the orientation of the game screen 50 are associated with each other in
advance. For example, the display control is executed so that 25 when a reference situation arrives, the
orientation of the game screen 50 is changed from the horizontal state of FIG. 13 to the vertical state of
FIG. 14.         Returning to FIG. 15, the game data storage unit 90 stores, in addition to the
above-mentioned data, game situation data representing a situation of a game being executed. In the
game situation data, for example, an elapsed time after reproduction 5 of a music piece starts, and a
score data representing a score of a user are stored.        The score data changes in value based on an
evaluation made for the user. For example, when the user acquires a high evaluation, a value of the score
data increases. On the other hand, when the 10 user acquires a low evaluation, a value of the score data
decreases. At a time point of a start of a game, an initial value may be set for the score data.        Note
that the control unit 14 functions as means for acquiring various kinds of data to be stored in the game
data storage unit 



 55 

toward the display positions (reference positions) of the reference 

marks 56. 

 The display position of the reference time guidanc e mark 58 

is adjusted so that the distance between the refere nce time guidance 

mark 58 and the reference mark 56 is a distance cor responding to 5 

a time until the reference time arrives.  For examp le, as the time 

until the arrival of the reference time at which th e user should 

touch the button 52A decreases, the distance from t he reference 

time guidance mark 58A to the reference mark 56 dec reases. 

 Moreover, according to this embodiment, the displa y control 10 

for the game screen 50 is executed so that the orie ntation of the 

game screen 50 displayed on the display unit 22 is directed to an 

orientation corresponding to a reference position a ssociated with 

the current situation of a game being executed.  Fo r example, a 

description is given of a case where, when the game  being executed 15 

is brought into a reference situation, the display control for the 

game screen 50 is executed so that the orientation of the game screen 

50 is directed to an orientation corresponding to t he reference 

position associated with the reference situation. 

 The orientation corresponding to the reference sit uation is 20 

an orientation of the game screen 50 when the game device 10 takes 

the reference position, and the reference position and the 

orientation of the game screen 50 are associated wi th each other 

in advance.  For example, the display control is ex ecuted so that 

when a reference situation arrives, the orientation  of the game 25 

screen 50 is changed from the horizontal state of F IG. 13 to the 

vertical state of FIG. 14. 

15 90. Moreover, the control unit 14 functions as means for changing (updating) the various kinds of data
stored in the game data storage unit 90. Moreover, data stored in the game data storage unit 90 is not
limited to the above-mentioned example, and data required by the game device 10 for executing a game
may be stored. In addition, 20 for example, image data for the horizontal state and image data for the
vertical state may be stored. (3-3-2. Position Detection Unit) The position detection unit 92 (corresponding
to the position detection unit 72 according to the first embodiment) is realized 25 mainly by the control unit
14 and the sensor unit 42. The position detection unit 92 detects the position of the game device 10.
According to this embodiment, the display unit 22 and the game operation detection unit 94 ( such as the
touch panel 24) are integrated with each other in the game device 10, and the position of the game device
10 means the position of the display unit 22 and the game operation detection unit 94. 5The position
detection unit 92 detects the position of the game device 10 based on a detection signal of the sensor unit
42. According to this embodiment, the position detection unit 92 detects the vertical pos ition of the game
device 10 and the hori zontal pos ition of the game device 10. 10Note that various publicly known
methods can be applied to 
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 Returning to FIG. 15, the game data storage unit 9 0 stores, 

in addition to the above-mentioned data, game situa tion data 

representing a situation of a game being executed.  In the game 

situation data, for example, an elapsed time after reproduction 

of a music piece starts, and a score data represent ing a score of 5 

a user are stored. 

 The score data changes in value based on an evalua tion made 

for the user.  For example, when the user acquires a high evaluation, 

a value of the score data increases.  On the other hand, when the 

user acquires a low evaluation, a value of the scor e data decreases.  10 

At a time point of a start of a game, an initial va lue may be set 

for the score data. 

 Note that the control unit 14 functions as means f or acquiring 

various kinds of data to be stored in the game data  storage unit 

90.  Moreover, the control unit 14 functions as mea ns for changing 15 

(updating) the various kinds of data stored in the game data storage 

unit 90.  Moreover, data stored in the game data st orage unit 90 

is not limited to the above-mentioned example, and data required 

by the game device 10 for executing a game may be s tored.  In addition, 

for example, image data for the horizontal state an d image data 20 

for the vertical state may be stored. 

 (3-3-2. Position Detection Unit) 

 The position detection unit 92 (corresponding to t he position 

detection unit 72 according to the first embodiment ) is realized 

mainly by the control unit 14 and the sensor unit 4 2.  The position 25 

detection unit 92 detects the position of the game device 10.  

According to this embodiment, the display unit 22 a nd the game 

the method of detecting the position of the game device 10 based on the detection signal of a gyro
sensor, an acceleration sensor, or the like. For example, when the game device 10 includes a CCD
camera, the position of the game device 10 may be acquired based 15 on a change in the images
success ively photographed by the CCD camera. (3-3-3. Game Operation Detection Unit)        The game
operation detection unit 94 (corresponding to the game operation detection unit 78 of the first
embodiment) is realized mainly by the control unit 14 and the touch panel 24. The game 20 operation
detection unit 94 detects a game operation carried out by the user. The game operation detection unit 94
detects the game operation based on an operation content received from operation means operated by
the user. According to this embodiment, for example, the game operation detection unit 9 4 detects a
game operation 25 by determining whether or not the button 52 is touched by the user based on an
operation signal supplied from the touch panel 24. (3-3-4. Game Processing Execution Unit)         The
game processing execution unit 96 is realized mainly by the control unit 14. The game processing
execution unit 96 executes game processing corresponding to a game operation detected by the game
operation detection unit 94. The game processing is processing 5 relating to a game being executed, and
is, for example, processing of updating the game situation data, processing of evaluating a game
operation carried out by the user, and effect processing.        The game processing corresponding to a
game operation is game processing executed as a result of detection of the game operation. 10 In this
embodiment, a description is given of a case where, as the game processing corresponding to a game
operation, game processing of evaluating a game operation carried out by the user is executed based on
the reference operation data and a detection result by the game operation detection unit 94. 15For
example, the game processing execution unit 96 evaluates 
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operation detection unit 94 (such as the touch pane l 24) are integrated 

with each other in the game device 10, and the posi tion of the game 

device 10 means the position of the display unit 22  and the game 

operation detection unit 94. 

 The position detection unit 92 detects the positio n of the 5 

game device 10 based on a detection signal of the s ensor unit 42.  

According to this embodiment, the position detectio n unit 92 detects 

the vertical position of the game device 10 and the  horizontal position 

of the game device 10. 

 Note that various publicly known methods can be ap plied to 10 

the method of detecting the position of the game de vice 10 based 

on the detection signal of a gyro sensor, an accele ration sensor, 

or the like.  For example, when the game device 10 includes a CCD 

camera, the position of the game device 10 may be a cquired based 

on a change in the images successively photographed  by the CCD camera. 15 

 (3-3-3. Game Operation Detection Unit) 

 The game operation detection unit 94 (correspondin g to the 

game operation detection unit 78 of the first embod iment) is realized 

mainly by the control unit 14 and the touch panel 2 4.  The game 

operation detection unit 94 detects a game operatio n carried out 20 

by the user.  The game operation detection unit 94 detects the game 

operation based on an operation content received fr om operation 

means operated by the user.  According to this embo diment, for 

example, the game operation detection unit 94 detec ts a game operation 

by determining whether or not the button 52 is touc hed by the user 25 

based on an operation signal supplied from the touc h panel 24. 

 (3-3-4. Game Processing Execution Unit) 

a game operation based on a deviation between the reference time represented by the reference
operation data and a time (hereinafter referred to as "operation time") when the user has actually carried
out the game operation. For example, as the deviation in time between 20 the reference time and the
operation time decreases, the evaluation for the game operation increases. Depending on the evaluation,
the value of the score data increases/decreases. (3-3-5. Position Determination Unit) The position
determination unit 98 is realized mainly by the 25 control unit 14. The position determination unit 98
determines whether or not the position of the game device 10 detected by the position detection unit 92 is
a reference position associated with a situation of a game being executed. For example, the position
determination unit 98 determines, when the game being executed is brought into a reference situation,
whether or not the position of the game device 10 detected by the position detection unit 92 5 is a
reference position associated with the reference situation.        The position determination unit 98
determines, by comparing the current situation of the game represented by the game situation data and
the reference situation represented by reference position data with each other, whether or not the game
being executed has 10 been brought into the reference situation. According to this embodiment, by
determining whether or not an elapsed time of a music piece being reproduced is within a period
represented by the reference situation, whether or not the game being executed has been brought into
the reference situation is determined. 15Moreover, the position determination unit 98 determines, by 
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 The game processing execution unit 96 is realized mainly by 

the control unit 14.  The game processing execution  unit 96 executes 

game processing corresponding to a game operation d etected by the 

game operation detection unit 94.  The game process ing is processing 

relating to a game being executed, and is, for exam ple, processing 5 

of updating the game situation data, processing of evaluating a 

game operation carried out by the user, and effect processing. 

 The game processing corresponding to a game operat ion is game 

processing executed as a result of detection of the  game operation.  

In this embodiment, a description is given of a cas e where, as the 10 

game processing corresponding to a game operation, game processing 

of evaluating a game operation carried out by the u ser is executed  

based on the reference operation data and a detecti on result by 

the game operation detection unit 94. 

 For example, the game processing execution unit 96  evaluates 15 

a game operation based on a deviation between the r eference time 

represented by the reference operation data and a t ime (hereinafter 

referred to as "operation time") when the user has actually carried 

out the game operation.  For example, as the deviat ion in time between 

the reference time and the operation time decreases , the evaluation 20 

for the game operation increases.  Depending on the  evaluation, the 

value of the score data increases/decreases. 

 (3-3-5. Position Determination Unit) 

 The position determination unit 98 is realized mai nly by the 

control unit 14.  The position determination unit 9 8 determines 25 

whether or not the position of the game device 10 d etected by the 

position detection unit 92 is a reference position associated with 

comparing the position of the game device 10 detected by the position detection unit 92 and the reference
position associated with the reference situation by the reference position data with each other, whether or
not the position of the game device 10 is the reference 20 position. For example, by determining whether
or not a deviation between the position of the game device 10 detected by the position detection unit 92
and the reference pos ition is within a predetermined range, whether or not the position of the game
device 10 is the reference position is determined. 25(3-3-6. Game Processing Restriction Unit)        The
game processing restriction unit 100 is realized mainly by the control unit 14. Based on a determination
result by the position determination unit 98, the game processing restriction unit 100 restricts execution of
the game processing, which is performed by the game processing execution unit 96, and corresponds to
a game operation detected by the game operation detection unit 594.         For example, when the
position determination unit 98 does not determine that the current position of the game device 10 is a
reference position, the game processing restriction unit 100 restricts the execution of the game
processing by the game processing 10 execution unit 96. For example, in this case, even when the user
touches the button 52, the evaluation processing caused by the touch is not executed. For example, by
providing control so that the button 52 does not react, the execution of the game processing is restricted.
Although in this embodiment, as a method for the game processing 15 restriction unit 100 restricting the
game processing, the case where the button 52 is restricted so as not to react even when the user
touches the button 52 is described, but the restriction method by the game processing restriction unit 100
is not limited to this case. The game processing restriction unit 100 only needs to restrict 20 the game
processing that is executed by the game processing execution unit 96. In other words, the game
processing restriction unit 100 may 
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a situation of a game being executed.  For example,  the position 

determination unit 98 determines, when the game bei ng executed is 

brought into a reference situation, whether or not the position 

of the game device 10 detected by the position dete ction unit 92 

is a reference position associated with the referen ce situation. 5 

 The position determination unit 98 determines, by comparing 

the current situation of the game represented by th e game situation 

data and the reference situation represented by ref erence position 

data with each other, whether or not the game being  executed has 

been brought into the reference situation.  Accordi ng to this 10 

embodiment, by determining whether or not an elapse d time of a music 

piece being reproduced is within a period represent ed by the reference 

situation, whether or not the game being executed h as been brought 

into the reference situation is determined. 

 Moreover, the position determination unit 98 deter mines, by 15 

comparing the position of the game device 10 detect ed by the position 

detection unit 92 and the reference position associ ated with the 

reference situation by the reference position data with each other, 

whether or not the position of the game device 10 i s the reference 

position.  For example, by determining whether or n ot a deviation 20 

between the position of the game device 10 detected  by the position 

detection unit 92 and the reference position is wit hin a predetermined 

range, whether or not the position of the game devi ce 10 is the 

reference position is determined. 

 (3-3-6. Game Processing Restriction Unit) 25 

 The game processing restriction unit 100 is realiz ed mainly 

by the control unit 14.  Based on a determination r esult by the 

restrict the game processing by the game processing execution unit 96 when the user carries out a game
operation, by executing processing 25 different from ordinary game processing (namely, game processing
for a case where the display unit 22 takes the reference position) . For example, when the user touches
the button 52, a low evaluation may be given, or a message for guiding the user to place the game device
10 in a reference position may be output. (3-4. Processing Executed by Game Device) Next, a description
is given of processing executed by the 5 game device 10 . FIG. 20 is a flowchart mainly illustrating proces
s ing relating to the present invention, of the processing executed by the game device 10. The control unit
14 executes the processing illustrated in FIG. 20 in accordance with, for example, the program stored in
the memory card 30. 10As illustrated in FIG. 20, first, the control unit 14 starts the reproduction of a music
piece (S301). The control unit 14 reads out the reference position data and the reference operation data
in the guidance subject period, and provides control to display the game screen 50 (S302). In S302,
based on the time differences 15 between an elapsed time of the music piece at the current time point
and the reference situation and between the elapsed time and the reference time, the display control for
the reference situation guidance mark 60 and the reference time guidance marks 58 is executed. 
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position determination unit 98, the game processing  restriction 

unit 100 restricts execution of the game processing , which is 

performed by the game processing execution unit 96,  and corresponds 

to a game operation detected by the game operation detection unit 

94. 5 

 For example, when the position determination unit 98 does not 

determine that the current position of the game dev ice 10 is a 

reference position, the game processing restriction  unit 100 

restricts the execution of the game processing by t he game processing 

execution unit 96.  For example, in this case, even  when the user 10 

touches the button 52, the evaluation processing ca used by the touch 

is not executed.  For example, by providing control  so that the button 

52 does not react, the execution of the game proces sing is restricted. 

 Although in this embodiment, as a method for the g ame processing 

restriction unit 100 restricting the game processin g, the case where 15 

the button 52 is restricted so as not to react even  when the user 

touches the button 52 is described, but the restric tion method by 

the game processing restriction unit 100 is not lim ited to this 

case.  The game processing restriction unit 100 onl y needs to restrict 

the game processing that is executed by the game pr ocessing execution 20 

unit 96. 

 In other words, the game processing restriction un it 100 may 

restrict the game processing by the game processing  execution unit 

96 when the user carries out a game operation, by e xecuting processing 

different from ordinary game processing (namely, ga me processing 25 

for a case where the display unit 22 takes the refe rence position).  

For example, when the user touches the button 52, a  low evaluation 

The control unit 14 determines whether or not the current 20  situation of the game is in a reference
situation (S303). In S303, it is determined whether or not the elapsed time of the music piece at the
current time point is within a period represented by a reference situation stored in the reference position
data. When it is determined that the current situation of the game is not a reference 25  situation (N in
S303), the control unit 14 executes the evaluation processing on a game operation carried out by the user
(S304). The processing executed in S304 is the same as the processing (refer to FIG . 12)
executedinSillinthefirstembodiment, and a description thereof is therefore omitted.        On the other hand,
when it is determined that the current situation of the game is a reference situation (Y in S303), the 5
control unit 14 executes the display control for the game screen 50 based on a reference position stored
in the reference position data, (S305). For example, the display control for the game screen 50 is
executed so that the game screen 50 is directed in an orientation corresponding to the reference position.
For example, when the game 10 device 10 is changed from the horizontal position to the vertical position,
the game screen 50 changes from the horizontal state of FIG. 13 to the vertical state of FIG. 14. On the
other hand, when the game device 10 is changed from the vertical position to the horizontal position, the
game screen 50 changes from the vertical 15state of FIG. 14 to the horizontal state of FIG. 13.        The
control unit 14 acquires the position of the game device 10 based on a detection signal of the sensor unit
42 (S306). The control unit 14 determines, by comparing the position of the game device 10 acquired in
S306 and the reference position stored in 20 the reference position data, whether or not the position of
the game device 10 is a reference position (S307).        When it is determined that the position of the
game device 10 is a reference position (Y in S307), the processing proceeds to S304. In other words, the
position of the game device 10 is a 25 reference pos ition, and the evaluation proces s ing on a game
operation carried out by the user is thus executed without restriction. 
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may be given, or a message for guiding the user to place the game 

device 10 in a reference position may be output. 

 (3-4. Processing Executed by Game Device) 

 Next, a description is given of processing execute d by the 

game device 10.  FIG. 20 is a flowchart mainly illu strating processing 5 

relating to the present invention, of the processin g executed by 

the game device 10.  The control unit 14 executes t he processing 

illustrated in FIG. 20 in accordance with, for exam ple, the program 

stored in the memory card 30.   

 As illustrated in FIG. 20, first, the control unit  14 starts 10 

the reproduction of a music piece (S301).  The cont rol unit 14 reads 

out the reference position data and the reference o peration data 

in the guidance subject period, and provides contro l to display 

the game screen 50 (S302).  In S302, based on the t ime differences 

between an elapsed time of the music piece at the c urrent time point 15 

and the reference situation and between the elapsed  time and the 

reference time, the display control for the referen ce situation 

guidance mark 60 and the reference time guidance ma rks 58 is executed. 

 The control unit 14 determines whether or not the current 

situation of the game is in a reference situation ( S303).  In S303, 20 

it is determined whether or not the elapsed time of  the music piece 

at the current time point is within a period repres ented by a reference 

situation stored in the reference position data.  W hen it is 

determined that the current situation of the game i s not a reference 

situation (N in S303), the control unit 14 executes  the evaluation 25 

processing on a game operation carried out by the u ser (S304).  The 

processing executed in S304 is the same as the proc essing (refer 

When it is determined that the position of the game device 10 is not a reference position (N in S307), the
control unit 14 restricts the execution of the evaluation processing on a game operation carried out by the
user (S308). In other words, in this case, the restriction is imposed so as not to execute the evaluation 5
processing on a game operation in S304. Thus, even when the user touches the button 52, the evaluation
processing resulting from the touch is not executed. Note that while the execution of the evaluation
processing on a game operation is restricted, when the determination period reaches an end, and the
operation completion 10flag is "1", the operation completion flag is updated to "0".        The control unit 14
determines whether or not an end condition is satisfied (S309). It is only necessary for the end condition
to be a condition determined in advance, and examples of the end condition include whether or not a
music piece has finished, and 15 whether or not the score represented by the score data is in a
predetermined range.        When it is determined that the end condition is satisfied (Y in S309), the control
unit 14 finishes the processing. When it is not determined that the end condition is satisfied (N in S309),
20 the processing returns to S302.        According to the above-mentioned game device 10, when the
situation of a game being executed is brought into a reference situation, the restriction is imposed on the
user so that a game operation is not evaluated unless the user plays the game while 25 the game device
10 is placed in a reference position. Thus, it is ensured that the user plays the game while the game
device 10 is placed in a given position.         Moreover, when the s ituation of a game being executed is
brought into a reference situation, by changing the orientation of the game screen to an orientation
corresponding to a reference position, an optimal game screen 50 which is realized when the game
device 5 10 is in the reference situation can be provided for the user. 
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to FIG. 12) executed in S111 in the first embodimen t, and a description 

thereof is therefore omitted. 

 On the other hand, when it is determined that the current 

situation of the game is a reference situation (Y i n S303), the 

control unit 14 executes the display control for th e game screen 5 

50 based on a reference position stored in the refe rence position 

data, (S305).  For example, the display control for  the game screen 

50 is executed so that the game screen 50 is direct ed in an orientation 

corresponding to the reference position.  For examp le, when the game 

device 10 is changed from the horizontal position t o the vertical 10 

position, the game screen 50 changes from the horiz ontal state of 

FIG. 13 to the vertical state of FIG. 14.  On the o ther hand, when 

the game device 10 is changed from the vertical pos ition to the 

horizontal position, the game screen 50 changes fro m the vertical 

state of FIG. 14 to the horizontal state of FIG. 13 . 15 

 The control unit 14 acquires the position of the g ame device 

10 based on a detection signal of the sensor unit 4 2 (S306).  The 

control unit 14 determines, by comparing the positi on of the game 

device 10 acquired in S306 and the reference positi on stored in 

the reference position data, whether or not the pos ition of the 20 

game device 10 is a reference position (S307). 

 When it is determined that the position of the gam e device 

10 is a reference position (Y in S307), the process ing proceeds 

to S304.  In other words, the position of the game device 10 is a 

reference position, and the evaluation processing o n a game operation 25 

carried out by the user is thus executed without re striction. 

 When it is determined that the position of the gam e device 

(4. Modified Examples)        Note that the present invention is not limited to the second embodiment
described above. Changes can be appropriately made without departing from the gist of the present
invention. 10 (1) For example, according to the second embodiment, the description has been given of
the case where, when the situation of a game is brought into a reference situation, and the user does not
place the game device 10 in a reference position, the touch on all the buttons 52 is invalidated, but touch
on only some of 15 the buttons 52 may be invalidated. For example, a game operation corresponding to
game processing to be restricted may be defined in the reference position data.        In this case, the
reference position data is data in which the situation of a game, a reference position of the game device
20 10, and a game operation carried out by the user are associated with one another. FIG. 21 is a
diagram illustrating the reference position data in Modified Example (1) of the second embodiment. As
illustrated in FIG. 21, game operations corresponding to game processing to 25 be restricted by the game
processing restriction unit 100 are associated with the reference position data. For example, when a time
t3 arrives, and the user does not place the display unit 22 
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10 is not a reference position (N in S307), the con trol unit 14 

restricts the execution of the evaluation processin g on a game 

operation carried out by the user (S308).  In other  words, in this 

case, the restriction is imposed so as not to execu te the evaluation 

processing on a game operation in S304.  Thus, even  when the user 5 

touches the button 52, the evaluation processing re sulting from 

the touch is not executed.  Note that while the exe cution of the 

evaluation processing on a game operation is restri cted, when the 

determination period reaches an end, and the operat ion completion 

flag is "1", the operation completion flag is updat ed to "0". 10 

 The control unit 14 determines whether or not an e nd condition 

is satisfied (S309).  It is only necessary for the end condition 

to be a condition determined in advance, and exampl es of the end 

condition include whether or not a music piece has finished, and 

whether or not the score represented by the score d ata is in a 15 

predetermined range. 

 When it is determined that the end condition is sa tisfied (Y 

in S309), the control unit 14 finishes the processi ng.  When it is 

not determined that the end condition is satisfied (N in S309), 

the processing returns to S302. 20 

 According to the above-mentioned game device 10, w hen the 

situation of a game being executed is brought into a reference 

situation, the restriction is imposed on the user s o that a game 

operation is not evaluated unless the user plays th e game while 

the game device 10 is placed in a reference positio n.  Thus, it is 25 

ensured that the user plays the game while the game  device 10 is 

placed in a given position. 

in the vertical position, evaluation processing on touch on the button 52A is restricted. In this case,
evaluation processing on touch on the buttons 523 and 520 is not restricted. Moreover, for example, when
a time t4 arrives, and the user 5 does not place the display unit 22 in the horizontal position, evaluation
processing on touch on the buttons 523 and 520 is restricted. In this case, evaluation processing on touch
on the button 52A is not restricted. Based on a determination result by the position determination 10 unit
98, the game processing restriction unit 100 according to Modified Example (1) restricts, among game
operations detected by the game operation detection unit 94, the execution of game proces s ing
corresponding to a game operation associated with the situation of a game being executed and the
reference position. In other words, 15 for example, of the game operations detected by the game
operation detection unit 94, game processing corresponding to a game operation which is not as sociated
with the situation of the game being executed and the reference position is executed. Thus, of the game
operations detected by the game operation detection unit 94, the execution 20 of game processing
corresponding to some of the game operations determined based on the situation of the game being
executed and the reference position is restricted.        According to Modified Example (1), the game
processing restricted by the game proces s ing restriction unit 100 maybe changed 25 depending on the
situation of a game being executed and a reference position. (2) Moreover, for example, according to the
embodiment, the description has been given of the case, as an example, where a reference situation
represents whether or not the reproduction time of a music piece is brought into a predetermined period,
but the reference situation is not limited to this example, and the reference 5 situation may be a situation
which the game can be brought into. In addition, for example, the reference situation may represent
whether or not the score represented by the score data is brought into a predetermined range. In this
case, for example, when the score represented by the score data exceeds a reference value, the 
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 Moreover, when the situation of a game being execu ted is brought 

into a reference situation, by changing the orienta tion of the game 

screen to an orientation corresponding to a referen ce position, 

an optimal game screen 50 which is realized when th e game device 

10 is in the reference situation can be provided fo r the user. 5 

 (4. Modified Examples) 

 Note that the present invention is not limited to the second 

embodiment described above.  Changes can be appropr iately made 

without departing from the gist of the present inve ntion. 

 (1) For example, according to the second embodimen t, the 10 

description has been given of the case where, when the situation 

of a game is brought into a reference situation, an d the user does 

not place the game device 10 in a reference positio n, the touch 

on all the buttons 52 is invalidated, but touch on only some of 

the buttons 52 may be invalidated.  For example, a game operation 15 

corresponding to game processing to be restricted m ay be defined 

in the reference position data. 

 In this case, the reference position data is data in which 

the situation of a game, a reference position of th e game device 

10, and a game operation carried out by the user ar e associated 20 

with one another. 

 FIG. 21 is a diagram illustrating the reference po sition data 

in Modified Example (1) of the second embodiment.  As illustrated 

in FIG. 21, game operations corresponding to game p rocessing to 

be restricted by the game processing restriction un it 100 are 25 

associated with the reference position data.  For e xample, when a 

time t 3 arrives, and the user does not place the display u nit 22 

10 user changes the game device 10 from the horizontal position to the vertical position, and then plays
the game.         (3) Moreover, according to the embodiment, the description has been given of the case
where a reference position represents a position which the game device 10 should take in a reference 15
situation, but the reference position may represent a position which the game device 10 should not take in
a reference situation. For example, in a lively period of a music piece, in a case where the game device
10 is to be placed in the vertical position, as the reference pos ition, the hori zontal pos ition may be
defined . In other 20 words, in this case, when the position determination unit 98 determines that the
current position of the game device 10 is a reference position, the game processing restriction unit 100
restricts the execution of the game proces sing by the game processing execution unit 96. 25Moreover,
the description has been given of the case, as an example, where the reference position includes the
horizontal position and the vertical position, but the reference position is not limited to those positions, and
the reference position only needs to be a position of the game device 10 which can be detected by the
sensor unit 42. In addition, for example, the reference position may be the position acquired by rotating
the horizontal 5 position illustrated in FIG. 13 by 180 degrees (position in which the user holds the game
device 10 upside down).         (4) Moreover, for example, the description has been given of the case
where the game operation carried out by the user is the touch on the button 52, but the game operation is
not limited to 10 this case. In addition, for example, depression of the operation key unit 32 may be the
game operation, and various publicly known operations can be applied as the game operation. Similarly,
the game processing corresponding to a game operation is not limited to the example of the embodiment.
Processing to be executed as a 15 result of a game operation may be applied as the game processing. 
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in the vertical position, evaluation processing on touch on the 

button 52A is restricted.  In this case, evaluation  processing on 

touch on the buttons 52B and 52C is not restricted.  

 Moreover, for example, when a time t 4 arrives, and the user 

does not place the display unit 22 in the horizonta l position, 5 

evaluation processing on touch on the buttons 52B a nd 52C is 

restricted.  In this case, evaluation processing on  touch on the 

button 52A is not restricted. 

 Based on a determination result by the position de termination 

unit 98, the game processing restriction unit 100 a ccording to 10 

Modified Example (1) restricts, among game operatio ns detected by 

the game operation detection unit 94, the execution  of game processing 

corresponding to a game operation associated with t he situation 

of a game being executed and the reference position .  In other words, 

for example, of the game operations detected by the  game operation 15 

detection unit 94, game processing corresponding to  a game operation 

which is not associated with the situation of the g ame being executed 

and the reference position is executed.  Thus, of t he game operations 

detected by the game operation detection unit 94, t he execution 

of game processing corresponding to some of the gam e operations 20 

determined based on the situation of the game being  executed and 

the reference position is restricted. 

 According to Modified Example (1), the game proces sing 

restricted by the game processing restriction unit 100 may be changed 

depending on the situation of a game being executed  and a reference 25 

position. 

 (2) Moreover, for example, according to the embodi ment, the 

(5) Moreover, for example, the description has been given of the case where, as the method of restricting
the game processing by the game processing restriction unit 100, the processing in S304 is skipped so
that game processing corresponding to a detected game 20 operation is not executed, but the method of
restricting the game process ing by the game proces s ing restriction unit 100 is not limited to this case. In
addition, for example, the game processing restriction unit 100 may provide a restriction in which the
game processing for the game operation is not executed, by imposing a 25 restriction on the detection
itself of a game operation by the game operation detection unit 94. In this case, for example, the touch
panel 24 may be turned off.         (6)Moreover, for example, the present invention canbe applied to a
game other than the music game. The present invention can be applied to a game in which game
processing corresponding to a game operation carried out by the user is executed, and the user changes
5 the position of the game device 10 during the execution of the game.        In addition, for example, the
present invention may be applied to a simulation game in which the user communicates with a character.
In this case, for example, the reference situation is a situation in which a predetermined game event
occurs. When the situation is 10 brought into a reference situation, the user changes the position of the
game device 10, thereby communicating with the character. As in the embodiment, when the position of
the game device 10 is not changed, for example, the execution of game processing corresponding to the
game operation carried out by the user for 15 communicating with the character is restricted.
Moreover, for example, the present invention may be applied to a shooting game and a role playing game
in which the user plays the game by operating an operation subject. In this case, the reference situation is
a situation of a case where a predetermined 20 enemy appears. When the situation is brought into a
reference situation, the user changes the position of the game device 10, thereby fighting against the
enemy. As in the embodiment, when the position of the game device 10 is not changed, for example, the
execution of game processing corresponding to the game operation 25 carried out by the user for
attacking the enemy is restricted.        Moreover, for example, the first and second embodiments may be
combined. In other words, while the reference time data is 
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description has been given of the case, as an examp le, where a 

reference situation represents whether or not the r eproduction time 

of a music piece is brought into a predetermined pe riod, but the 

reference situation is not limited to this example,  and the reference 

situation may be a situation which the game can be brought into.  5 

In addition, for example, the reference situation m ay represent 

whether or not the score represented by the score d ata is brought 

into a predetermined range.  In this case, for exam ple, when the 

score represented by the score data exceeds a refer ence value, the 

user changes the game device 10 from the horizontal  position to 10 

the vertical position, and then plays the game. 

 (3) Moreover, according to the embodiment, the des cription 

has been given of the case where a reference positi on represents 

a position which the game device 10 should take in a reference 

situation, but the reference position may represent  a position which 15 

the game device 10 should not take in a reference s ituation.  For 

example, in a lively period of a music piece, in a case where the 

game device 10 is to be placed in the vertical posi tion, as the 

reference position, the horizontal position may be defined.  In other 

words, in this case, when the position determinatio n unit 98 20 

determines that the current position of the game de vice 10 is a 

reference position, the game processing restriction  unit 100 

restricts the execution of the game processing by t he game processing 

execution unit 96. 

 Moreover, the description has been given of the ca se, as an 25 

example, where the reference position includes the horizontal 

position and the vertical position, but the referen ce position is 

switched depending on the position of the display unit 22, a restriction may be provided so that game
processing is restricted unless the position corresponding to a situation is not attained. Similarly, the
Modified Examples of the first embodiment and the 5 Modified Examples of the second embodiment may
be combined.  Claims  [Claim 1] A game device for executing a game in which a user carries out a game
operation to a music piece, comprising: 5position detection means for detecting a position of display
means;        reference time data acquis ition means for acquiring, frommeans for storing a position of the
display means and reference time data representing a reference time at which the user should carry out
10 the game operation in association with each other, the reference time data associated with the position
of the display means detected by the position detection means;        display control means for controlling
the display means to display a guidance image for guiding the user regarding the reference 15 time,
based on the reference time data associated with the position of the display means detected by the
position detection means;        game operation detection means for detecting the game operation carried
out by the user; and 
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not limited to those positions, and the reference p osition only 

needs to be a position of the game device 10 which can be detected 

by the sensor unit 42.  In addition, for example, t he reference 

position may be the position acquired by rotating t he horizontal 

position illustrated in FIG. 13 by 180 degrees (pos ition in which 5 

the user holds the game device 10 upside down). 

 (4) Moreover, for example, the description has bee n given of 

the case where the game operation carried out by th e user is the 

touch on the button 52, but the game operation is n ot limited to 

this case.  In addition, for example, depression of  the operation 10 

key unit 32 may be the game operation, and various publicly known 

operations can be applied as the game operation.  S imilarly, the 

game processing corresponding to a game operation i s not limited 

to the example of the embodiment.  Processing to be  executed as a 

result of a game operation may be applied as the ga me processing. 15 

 (5) Moreover, for example, the description has bee n given of 

the case where, as the method of restricting the ga me processing 

by the game processing restriction unit 100,  the p rocessing in S304 

is skipped so that game processing corresponding to  a detected game 

operation is not executed, but the method of restri cting the game 20 

processing by the game processing restriction unit 100 is not limited 

to this case.  In addition, for example, the game p rocessing 

restriction unit 100 may provide a restriction in w hich the game 

processing for the game operation is not executed, by imposing a 

restriction on the detection itself of a game opera tion by the game 25 

operation detection unit 94.  In this case, for exa mple, the touch 

panel 24 may be turned off. 

game operation evaluation means for evaluating, based on the 20 reference time data associated with the
position of the display means detected by the position detection means and a detection result by the
game operation detection means, the game operation carried out by the user. 25[Claim 2] The game
device according to claim 1, wherein:        the reference time data represents a reference time at which
the user should carry out each of one or a plurality of types of  the game operation; and        the display
control means guides the user in each of the one or plurality of types of the game operation by setting
guidance areas corresponding to a number of types of the game operation 5 represented by the reference
time data associated with the position of the display means detected by the position detection means on a
game screen displayed on the display means, and controlling each of the set guidance areas to display
the guidance image. 10[Claim 3] The game device according to claim 2, wherein the display control
means guides the user in each of the one or plurality of types of game operation by moving the guidance
image in the each of the guidance areas to a target position so that a distance between the guidance
image and the target position corresponds to a remaining 15 time before the reference time arrives.
[Claim 4] The game device according to claim 1, further comprising means for acquiring the guidance
subject period data from means for storing guidance subject period data in which the position of 
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 (6) Moreover, for example, the present invention c an be applied 

to a game other than the music game.  The present i nvention can be 

applied to a game in which game processing correspo nding to a game 

operation carried out by the user is executed, and the user changes 

the position of the game device 10 during the execu tion of the game. 5 

 In addition, for example, the present invention ma y be applied 

to a simulation game in which the user communicates  with a character.  

In this case, for example, the reference situation is a situation 

in which a predetermined game event occurs.  When t he situation is 

brought into a reference situation, the user change s the position 10 

of the game device 10, thereby communicating with t he character.  

As in the embodiment, when the position of the game  device 10 is 

not changed, for example, the execution of game pro cessing 

corresponding to the game operation carried out by the user for 

communicating with the character is restricted. 15 

 Moreover, for example, the present invention may b e applied 

to a shooting game and a role playing game in which  the user plays 

the game by operating an operation subject.  In thi s case, the 

reference situation is a situation of a case where a predetermined 

enemy appears.  When the situation is brought into a reference 20 

situation, the user changes the position of the gam e device 10, 

thereby fighting against the enemy.  As in the embo diment, when the 

position of the game device 10 is not changed, for example, the 

execution of game processing corresponding to the g ame operation 

carried out by the user for attacking the enemy is restricted. 25 

 Moreover, for example, the first and second embodi ments may 

be combined.  In other words, while the reference t ime data is 

20 the display means and a guidance subject period which is a period for guiding the reference time are
associated with each other,        wherein the display control means controls the display means to display
the guidance image for providing guidance regarding the reference time in the guidance subject period
associated with the 25 position of the display means detected by the position detection means. [Claim 5]
The game device according to claim 1, wherein:        the music piece is a music piece including parts of a
plurality of musical instruments; and the reference time data acquisition means acquires the 5 reference
time data corresponding to any one of the parts of the plurality of musical instruments, which is
associated with the position of the display means detected by the position detection means, from means
for storing the position of the display means and the reference time data corresponding to any one of the
parts 10 of the plurality of musical instruments in association with each other. [Claim 6] The game device
according to claim 1, wherein:             the position detection means detects a position of the game 15
device; and the game device further comprises:        game processing execution means for executing
game processing corresponding to the game operation detected by the game operation detection means; 
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switched depending on the position of the display u nit 22, a 

restriction may be provided so that game processing  is restricted 

unless the position corresponding to a situation is  not attained.  

Similarly, the Modified Examples of the first embod iment and the 

Modified Examples of the second embodiment may be c ombined. 5 

20means for acquiring the reference position data from means for storing reference position data in which
a situation of the game and a reference position of the game device are associated with each other;
position determination means for determining whether or not 25 the position of the game device detected
by the position detection means is the reference position associated with the situation of the game being
executed; and         gameprocessingrestrictionmeansfor,basedonadetermination result by the position
determination means, restricting the execution of the game processing, which is executed by the game
processing execution means and corresponds to the game operation 5 detected by the game operation
detection means. [Claim 7] The game device according to claim 6, wherein: the reference position data is
data in which a reference      situation of the game and the reference position of the game device 10 are
associated with each other; and        the position determination means determines, in a case where the
situation of the game being executed is brought into the reference situation, whether or not the position of
the game device detected by the position detection means is the reference position associated 15 with
the reference situation.  [Claim 8] The game device according to claim 7, further comprising means for
guiding the user to change the position of the game device to the reference position, in the case where
the situation of the 
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Claims 

 

[Claim 1] A game device for executing a game in whi ch a user carries 

out a game operation to a music piece, comprising: 

 position detection means for detecting a position of display 5 

means; 

 reference time data acquisition means for acquirin g, from means 

for storing a position of the display means and ref erence time data 

representing a reference time at which the user sho uld carry out 

the game operation in association with each other, the reference 10 

time data associated with the position of the displ ay means detected 

by the position detection means; 

 display control means for controlling the display means to 

display a guidance image for guiding the user regar ding the reference 

time, based on the reference time data associated w ith the position 15 

of the display means detected by the position detec tion means; 

 game operation detection means for detecting the g ame operation 

carried out by the user; and 

 game operation evaluation means for evaluating, ba sed on the 

reference time data associated with the position of  the display 20 

means detected by the position detection means and a detection result 

by the game operation detection means, the game ope ration carried 

out by the user. 

 

[Claim 2] The game device according to claim 1, whe rein: 25 

 the reference time data represents a reference tim e at which 

the user should carry out each of one or a pluralit y of types of 

20 game being executed is brought into the reference situation. [Claim 9] The game device according to
claim 6, wherein:        the reference position data is data in which the situation of the game, the reference
position of the game device, and the 25 gameoperationcarriedoutbytheuserareassociatedwithoneanother;
and the game processing restriction means, based on the  determination result by the pos ition
determination means , restricts, of the game operations detected by the game operation detection means,
the execution of the game processing corresponding to the game operation associated with a current
situation of the game being 5 executed and the reference position. [Claim 10] The game device according
to claim 6, further comprising means for executing display control for a game screen so that an orientation
of the game screen displayed on the display means is 10 directed to an orientation corresponding to the
reference position 
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the game operation; and 

 the display control means guides the user in each of the one 

or plurality of types of the game operation by sett ing guidance 

areas corresponding to a number of types of the gam e operation 

represented by the reference time data associated w ith the position 5 

of the display means detected by the position detec tion means on 

a game screen displayed on the display means, and c ontrolling each 

of the set guidance areas to display the guidance i mage. 

 

[Claim 3] The game device according to claim 2, whe rein the display 10 

control means guides the user in each of the one or  plurality of 

types of game operation by moving the guidance imag e in the each 

of the guidance areas to a target position so that a distance between 

the guidance image and the target position correspo nds to a remaining 

time before the reference time arrives. 15 

 

[Claim 4] The game device according to claim 1, fur ther comprising 

means for acquiring the guidance subject period dat a from means 

for storing guidance subject period data in which t he position of 

the display means and a guidance subject period whi ch is a period 20 

for guiding the reference time are associated with each other, 

 wherein the display control means controls the dis play means 

to display the guidance image for providing guidanc e regarding the 

reference time in the guidance subject period assoc iated with the 

position of the display means detected by the posit ion detection 25 

means. 

 

associated with a current situation of the game being executed.    [Claim 11] A method of controlling a
game device for executing a game in which a user carries out a game operation to a music piece, 15 the
method comprising: a position detection step of detecting a position of display means;        a reference
time data acquisition step of acquiring, frommeans for storing a position of the display means and
reference time data 20 representing a reference time at which the user should carry out the game
operation in association with each other, the reference time data associated with the position of the
display means detected in the position detection step; a display control step of controlling the display
means to 25 display a guidance image for guiding the user regarding the reference time, based on the
reference time data associated with the position of the display means detected in the position detection
step,;         a game operation detection step of detecting the game operation carried out by the user; and
a game operation evaluation step of evaluating the game operation carried out by the user, based on the
reference time data 5 associated with the position of the display means detected in the position detection
step and a detection result in the game operation detection step. [Claim 12] A program for causing a
computer to function as a game 
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[Claim 5] The game device according to claim 1, whe rein: 

 the music piece is a music piece including parts o f a plurality 

of musical instruments; and 

 the reference time data acquisition means acquires  the 

reference time data corresponding to any one of the  parts of the 5 

plurality of musical instruments, which is associat ed with the 

position of the display means detected by the posit ion detection 

means, from means for storing the position of the d isplay means 

and the reference time data corresponding to any on e of the parts 

of the plurality of musical instruments in associat ion with each 10 

other. 

 

[Claim 6] The game device according to claim 1, whe rein:  

 the position detection means detects a position of  the game 

device; and  15 

 the game device further comprises: 

 game processing execution means for executing game  processing 

corresponding to the game operation detected by the  game operation 

detection means; 

 means for acquiring the reference position data fr om means 20 

for storing reference position data in which a situ ation of the 

game and a reference position of the game device ar e associated 

with each other; 

 position determination means for determining wheth er or not 

the position of the game device detected by the pos ition detection 25 

means is the reference position associated with the  situation of 

the game being executed; and 

10 device for executing a game in which a user carries out a game operation in time with a music piece,
the game device comprising: position detection means for detecting a position of display means;
reference time data acquis ition means for acquiring, frommeans 15 for storing a position of the display
means and reference time data representing a reference time at which the user should carry out the
game operation in association with each other, the reference time data associated with the position of the
display means detected by the position detection means; 20display control means for controlling the
display means to display a guidance image for guiding the user regarding the reference time, based on
the reference time data associated with the position of the display means detected by the position
detection means; game operation detection means for detecting the game operation 25 carried out by the
user; and        game operation evaluation means for evaluating the game operation carried out by the
user, based on the reference time data associated with the position of the display means detected by the
position detection means and a detection result by the game operation detection means. 5[Claim 13] A
computer-readable information storage medium having 
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 game processing restriction means for, based on a determination 

result by the position determination means, restric ting the 

execution of the game processing, which is executed  by the game 

processing execution means and corresponds to the g ame operation 

detected by the game operation detection means. 5 

 

[Claim 7] The game device according to claim 6, whe rein: 

 the reference position data is data in which a ref erence 

situation of the game and the reference position of  the game device 

are associated with each other; and 10 

 the position determination means determines, in a case where 

the situation of the game being executed is brought  into the reference 

situation, whether or not the position of the game device detected 

by the position detection means is the reference po sition associated 

with the reference situation. 15 

 

[Claim 8] The game device according to claim 7, fur ther comprising 

means for guiding the user to change the position o f the game device 

to the reference position, in the case where the si tuation of the 

game being executed is brought into the reference s ituation. 20 

 

[Claim 9] The game device according to claim 6, whe rein: 

 the reference position data is data in which the s ituation 

of the game, the reference position of the game dev ice, and the 

game operation carried out by the user are associat ed with one another; 25 

and 

 the game processing restriction means, based on th e 

the program according to claim 12 recorded thereon. 
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determination result by the position determination means, restricts, 

of the game operations detected by the game operati on detection 

means, the execution of the game processing corresp onding to the 

game operation associated with a current situation of the game being 

executed and the reference position. 5 

 

[Claim 10] The game device according to claim 6, fu rther comprising 

means for executing display control for a game scre en so that an 

orientation of the game screen displayed on the dis play means is 

directed to an orientation corresponding to the ref erence position 10 

associated with a current situation of the game bei ng executed. 

 

[Claim 11] A method of controlling a game device fo r executing a 

game in which a user carries out a game operation t o a music piece, 

the method comprising: 15 

 a position detection step of detecting a position of display 

means; 

 a reference time data acquisition step of acquirin g, from means 

for storing a position of the display means and ref erence time data 

representing a reference time at which the user sho uld carry out 20 

the game operation in association with each other, the reference 

time data associated with the position of the displ ay means detected 

in the position detection step; 

 a display control step of controlling the display means to 

display a guidance image for guiding the user regar ding the reference 25 

time, based on the reference time data associated w ith the position 

of the display means detected in the position detec tion step,; 
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 a game operation detection step of detecting the g ame operation 

carried out by the user; and 

 a game operation evaluation step of evaluating the  game 

operation carried out by the user, based on the ref erence time data 

associated with the position of the display means d etected in the 5 

position detection step and a detection result in t he game operation 

detection step. 

 

[Claim 12] A program for causing a computer to func tion as a game 

device for executing a game in which a user carries  out a game operation 10 

in time with a music piece, the game device compris ing: 

 position detection means for detecting a position of display 

means; 

 reference time data acquisition means for acquirin g, from means 

for storing a position of the display means and ref erence time data 15 

representing a reference time at which the user sho uld carry out 

the game operation in association with each other, the reference 

time data associated with the position of the displ ay means detected 

by the position detection means; 

 display control means for controlling the display means to 20 

display a guidance image for guiding the user regar ding the reference 

time, based on the reference time data associated w ith the position 

of the display means detected by the position detec tion means; 

 game operation detection means for detecting the g ame operation 

carried out by the user; and 25 

 game operation evaluation means for evaluating the  game 

operation carried out by the user, based on the ref erence time data 
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associated with the position of the display means d etected by the 

position detection means and a detection result by the game operation 

detection means. 

 

[Claim 13] A computer-readable information storage medium having 5 

the program according to claim 12 recorded thereon.  


