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 t0 as MESIR@AFIANIE EONESTHIERAY KOWR (RO EX AP ARG HEEapre AR AMPTARYST, @ 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 descriRE®RGATION FhERAGEMRNEdetermined game event occurs, a
user places a game device in a given position. Citation List Patent Literature 20Patent Literature 1: JP
2003-334387 A

Technical Field
5 The presentinvention relates to agame device, a method of
controlling a game device, a program, and an inform ation storage

medium.

Background Art

10 A game device for executing a game in which a user carries
outa game operation to a music piece (hereinafter referredto as
musicgame)isconventionallyknown(forexample,P atentLiterature
1).

Moreover,agameinwhichauserplaysthegamewh ilechanging

15 apositionofagamedeviceisconventionallyknown . Forexample,
PatentLiterature2describesagameinwhich,when apredetermined
gameeventoccurs,auserplacesagamedeviceina givenposition.
Citation List

Patent Literature
20 Patent Literature 1: JP 2003-334387 A

Patent Literature 2: JP 2010-136107 A

Summary of Invention

Technical Problem

25 Intheconventionalmusicgame, atime (hereinafte rreferred
toasreferencetime)whenausershouldcarryout agameoperation
isdeterminedinadvance,andtheusercannotinten tionallychange

1



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 g ORiRETHIMINIRY de-R F8EAGHARMICE 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 @rgamesdenicaenandienprogsaivedsoluimdetoProl@moi treler to solve the
above-mentioned problem, according to

above-mentioned problem, and therefore has an objec t to provide
a game device capable of, in a music game in which auser 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, acc ordingto
10 thepresentinvention,thereisprovidedagamedev iceforexecuting
agameinwhichausercarriesoutagameoperation toamusicpiece,
including: position detection means for detecting a position of
displaymeans;referencetimedataacquisitionmean sforacquiring,
frommeansforstoringapositionofthedisplayme ansandreference
15 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
means detected by the position detection means; dis play control
meansforcontrolling, basedonthereferencetime dataassociated
20 with the position of the display means detected by the position
detection means, the display meanstodisplay agui danceimagefor
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
25 reference time data associated with the position of the display
meansdetectedbythepositiondetectionmeansand adetectionresult
by the game operation detection means, the game ope ration carried
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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,PReEafin 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 thatrefeaeccelingettigirsssiiciatedZtherith the position of thgmisptRyimeans
detected by the position detection means, the display means to display a guidance image for

amethodofcontrollingagamedeviceforexecuting

a user carries out a game operation to a music piec

agameinwhich

e, the method

5 including: a position detection step of detecting a position of
displaymeans;areferencetimedataacquisitionst epofacquiring,
frommeansforstoringapositionofthedisplayme ansandreference
time data representing a reference time at which th e user should
carry out the game operation in association with ea ch other, the

10 reference time data associated with the position of the display
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

15 guidingtheuserinthereferencetime;agameoper ationdetection
step of detecting the game operation carried out by the user; and
agame operation evaluation step of evaluating the game operation
carriedoutbytheuserbasedonthereferencetime dataassociated
with the position of the display means detected in the position

20 detectionstepandadetectionresultinthegameo perationdetection
step.

Further,accordingtothepresentinvention there isprovided
a program for causing a computer to functionas ag ame device for
executing a game in which a user carries out a game operation to

25 amusic piece, including: position detection means for detecting

apositionofdisplay means;referencetimedataac

for acquiring, from means for storing a position of
3

quisitionmeans
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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 fRARgrBrsekinensene fhsteraryauidad a method of coplsphingipigame device for
executing a game in which a user carries out a game operation to a music piece, the method 5 including:
a position detegiwosgtieghoiidetaciinyaiogiine afalisidaymaeans; a reference tiprtaiavanquisition step
of acquiring, from means for storing a position of the display means and reference time data representing
a reference timeaghwitieh thereirespetifedaty astapeigamiioperation in assodlRRiBASIHIRA each other, the
10 reference time data associated with the position of the display means detected in the position

detection step;cg( SRR SIERD | 8ﬁfH_85qﬂ§8d on the referené@ﬂﬂ?@ﬂ%ﬁsﬁ@oc@ed with the
position ofghe 9&&!@}/&%%@%&%8%%%E&%@@&B@%Q%@gm step, the display megns jgqidisplay a

guidance image for 15 guiding the user e reference time; a game operation detection step of
detecting the gassecHretaliph thalsirgtioHopyht@sisey nthadame operation evabdadionyskep of evaluating
the game operation carried out by the user based on the reference time data associated with the position
of the display rpeaitisidetettidnmean pdbiidis @y detaostndispp and a detectiorasesgltiiiatice game
operation detection step.

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

detection means for detecting the game operation ca rried out by
10 theuser;andgameoperationevaluationmeansfore valuating,based

onthereferencetimedataassociatedwiththeposi tionofthedisplay

meansdetectedbythepositiondetectionmeansand adetectionresult

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

out by the user.
15 Further,accordingtothepresentinvention there isprovided
a computer-readable information storage medium havi ng the

above-mentioned program recorded thereon.

Accordingtothe presentinvention,inamusicgam einwhich

the user carries out the game operation to a music piece, itis
20 possible to allow the user to intentionally change the reference
time.

Further,accordingtoanaspectofthepresentinv ention,the
reference time datarepresents areference time at whichthe user
should carry out each of one or a plurality of type s of the game

25  operation, and the display control means guides the user in the
each ofthe one or plurality of types of game opera tion by setting
guidanceareascorrespondingtoanumberoftypeso fgameoperation
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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 F‘%é@ﬁf&ﬁ%ﬂﬁ@ﬂa?ef@ﬁ%&%ﬁ@d@%ﬁ@o\éﬁ'a@a&he user should q@mye%gmgame operation
in association with each other, the reference time data associated with the position of the display means
detected by thexfihe displaletection deransd; i spdayositomtieleneans for controlliigh brsed on the
reference time data associated with the position of the display means detected by the position detection
means, the dispBanaeares il iseiaksdninediselimasortfifding the user iRnHellgfgaskde time; game
operation detectjon means for detectinqrc}he %?me operation carried out by 10 the user; and game

i

operation evalPiiBh FREARYIBFR R0 BREYd 5 AEFRFErbnce time data as W88&ted with the position

of the display means %ﬁ'ﬂ?&?g&%Fﬁﬁlﬁgﬁiﬁigﬁgﬁgﬁﬁgﬂr&%ﬂﬂﬁ\ﬁnd a detection re%LHﬁg;(ﬁl;@ game

operation detection means, the game operation carried out by the user. 15Further, according to the
present inventigRplhgigoifraIovided guiasnHtersenmable datarmation storage medhandh@wving the
above-mentioned program recorded thereon. According to the present invention, in a music game in
which the userparaiiyadiegaenganesasioakatitavieganthesic piece, it is achoftheguidance

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

between the guidance image and the target position correspondsto
10 aremaining time before the reference time arrives.
Further,accordingtoanaspectofthepresentinv ention,the

game device further includes means for acquiring, f
storing guidance subject period datain which the p

display means and a guidance subject period whichi

rom means for
osition of the

saperiod for

15 guiding the reference time are associated with each other, the
guidancesubjectperioddata,andthedisplaycontr olmeanscontrols
thedisplaymeanstadisplaytheguidanceimagefor providingguidance
in the reference time in the guidance subject perio d associated
with the position of the display means detected by the position

20 detection means.

Further,accordingtoanaspectofthepresentinv ention,the
musicpieceisamusicpieceincludingpartsofap luralityofmusical
instruments,andthereferencetimedataacquisitio nmeansacquires,
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 wit

the reference time data corresponding to any one of
5

h each other,
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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 {Re QAT AlbeameloaraoRfiatiuysepresented by the refgrenggitiedata associated
with the position of the Isplay means detected by the position detection means on a game screen
displayed on thsoditiphayf thedizplaycheamiradiogtedbh wktpesitet guidance areadda disptayiihe guidance
image. 5 Further, according to an aspect of the present invention, the display control means guides the
user in the eac®&ke one or plurality of the game operation by moving, in the each of the guidance
areas, the guidance |ma etoa taégl%(}ﬁosmon SO that a distance between the gwdance |mage and the

target position correspoHtE 39 AR R RSB Mterence time arrivEION & rther,

according foa %HSﬁto%ft ﬁﬁ&wé%g& RifeMe: ice further include é\/ﬁeé acquiring,
from means fo storing guu?ance subject perllt%%ggtalt in Whﬁ%the position of the% spiay means and a
guidance subjegidgiioganiicieisca petied fnflddeguifing the ceéerence time are agsegiaiggoyith each
other, the guidance subject period data, and the display control means controls the display means to

display the guideerstsifieagxéoripnoviging quiztessinin cheasporehice time in the guidatiee gabgect period
associated with the position of the display means detected by the position

operation detected by the game operation detection means; means
for acquiring, from means for storing reference pos ition data in

10  whichasituation ofthe game and areference posit ion ofthe game
deviceareassociatedwitheachother,thereferenc epositiondata;
position determination means for determining whethe r or not the
positionofthegamedevicedetectedbythepositio ndetectionmeans
isthereferencepositionassociatedwiththesitua tionofthegame

15 being executed; and game processing restriction mea ns for
restricting, based on a determination result by the position
determination means, the execution of the game proc essing, which
isexecutedbythe game processingexecutionmeans andcorresponds
tothegameoperationdetectedbythegameoperatio ndetectionmeans.

20 Further,accordingtoanaspectofthepresentinv ention,the
reference position data is data in which a referenc e situation of
thegameandthereferencepositionofthegamedev iceareassociated
with each other, and the position determination mea ns determines,
inacasewherethesituationofthegamebeingexe cutedisbrought

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

position associated with the reference situation.
6



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 tigg#afacOSFaRRAPAIAS SR AP HIIPRERParts of the plurality of spygical
instruments, which is associated with the position of the display means detected by the position detection
means. Furtheg=asadsdit@uichannasprshafdhgopyeleridavention, the 5 podikoardsieation means detects a
position of the game device, and the game device further includes: game processing execution means for
executing gameffiegedsihgiteeesyitrdiryasahintRiitteiperation detected K§NERSEéatieoperation
detection means; means for ac% iring from means for storing reference position %in 10 which a

situation of the JAANE PR SGHREEAR édBEiBBﬂtmRQ B'8evice are associdlAFWHR R other, the

reference Bositrigl%%;?1 X 88§iiltii8ﬁ1. determination means for determining whether or not the position of the

game device detecte

y the position detection means is the reference position associated with the

situation of the game Further,accordingtoanaspectofthepresentinv ention,the
referencepositiondataisdatainwhichthesituat ionofthegame,
the reference position of the game device, and the game operation

carried out by the user are associated with one ano

ther, and the

10 game processing restriction means restricts, based on the
determination result by the position determination means, out of
thegameoperationsdetectedbythegameoperation detectionmeans,
the execution of the game processing corresponding to the game
operation associated with a current situation of th e game being

15 executed and the reference position.

Further,accordingtoanaspectofthepresentinv ention,the
game device further includes means for executing di splay control
foragamescreensothatanorientationofthegam escreendisplayed
on the display means is directed to an orientation corresponding

20 tothe reference position associated with a current situation of
the game being executed.

Brief Description of Drawings
[FIG.1]Adiagramillustratingahardware configur ationofagame
25 device according to an embodiment of the present in vention.

[FIG.2]Adiagramillustratinganexampleofagam

on a display unit of the game device.

escreendisplayed



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 'S[ﬁj@?eﬂ'k\ff%%% ﬁﬁ]‘gr,gﬂﬁg gﬁ%ﬁ@%ﬂﬂ%%me_anq the referea{pﬁ@&(pégmh%fnthe game
device are associated with each other, and the position determination means determines, in a case where
the situation ofghggachariyging preitisiedfishbraisghiydminto 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 referefickésstiddiiagtionalblpgleirgratadurdiaingian aspect of the preswtionteatiert the game
device further includes means for, in the case where the situation of the game being executed is brought
into the refererBd G tHaM5OY\Iffing the user to change the position of the game machine to the 5
reference positj F ing t t esent invention, the r ce position
data is datBa in T/%%hqh% gﬁ%@%@ﬁoﬁ‘%ﬁ@%ﬁ%@ﬁé&r@@fsp%rsition of the game %%(?e{%nd the game
operation carrigdrasggandeyuseindrsmaseqsieded 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 detéctedobirdiagiganikisipiintiadatestadgr enasns, the execution ofebisejareecgrocessing
corresponding to the game oger_ation associated with a current situation of the game being 15 executed
and the referertBERRIBIN. 2 NOrEGRLIPAREBRding to an aspect of the present invention, the game device

further include for executing dj trol for a game screen s | tion of the game
screen dispIayi%@?’r?ﬁl‘i‘a’gl Egﬁﬁy%g@%&%@%@é@ fg;%qn orientation corre%lp%ﬂt'cﬁngé%%%t@(?}he reference
position agsocighigsl yid B caUemktaitpasiapPf the game being executed. Brief Description of Drawings
[FIG. 1] A diagram illustrating a hardware configuration of a game

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

subject period data

[FIG. 9] Adiagram forillustrating display process ing foragame
screen when the display unit is in the horizontal p osition.

15 [FIG. 10] A diagram for illustrating the display pr ocessing for
the game screenwhenthe display unitisinthever tical position.
[FIG. 11] A flowchart mainly illustrating processin g, of the
processingexecutedbythegamedevice,thatrelate stothepresent
invention.

20 [FIG.12]Aflowchartillustratingevaluationproce ssingonagame

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
25  orientation of the game screen has changed.

[FIG 15]Afunctionalblockdiagramillustratingf unctionsrealized

in the game device.



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 mu
storage example of re

erence time data for a horizontal position.

i i iccpiege. [FIG. 6] A diag
?i@ %fF AREFETIIROREIRG i BAaRIS GRS, [FIG. 7] A d%g]?am illustrating a data

lustrating a data

storage examptewésherieiejeoond thtigie glata 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 screenleh/iRdiagsprallusiraidgrepsastiaeattdposition. 15 [FIG. Mgotrigienssor illustrating
the display processing for the game screen when the display unit is in the vertical position. [FIG. 11] A
flowchart mainRPRUSE &R processing, of the processing executed by the game device, that relates to the

present inventinn 208\ 42h A flowehiar Iiustcating Galyation processing qn.a.88Masion
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25

data.

[FIG. 19] A diagram illustrating display processing
screen.
[FIG.20]Aflowchartmainlyillustratingprocessin
executedbythegamedevice,thatrelatestothepr
[FIG. 21] A diagram illustrating the reference posi

Modified Example (1) of a second embodiment.

Description of Embodiments

(1. First Embodiment)

A detailed description is now given of an example
embodimentofthepresentinventionwithreference
Agamedeviceaccordingtothe embodimentofthe pr
isimplemented in, for example, a portable game dev
gamedevice,acellularphone,apersonaldigitala
orapersonalcomputer. Adescriptionisgivenher
thegamedeviceaccordingtotheembodimentofthe
is implemented in a portable game device.

(1-1. Hardware Configuration of Game Device)

FIG. lisadiagramillustratingahardware config
thegamedeviceaccordingtotheembodimentofthe

AsillustratedinFIG.1,agamedevice 10includes
9

for the game

g,ofprocessing
esentinvention.

tion data in

of an
tothedrawings.
esentinvention
ice, anarcade
ssistant(PDA),
eofacasewhere

presentinvention

urationof
presentinvention.

aportablegame



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 &%\ﬂe@lmu‘ﬁipeB@%|J§A%e%&%@iq9{a%a§§trating a data stegage exaqple of reference
position data. 5[FIG. 18] A diagram ilfustrating an example of reference operation data. [FIG. 19] A
diagram illustratisgraige mitpcassingdentre tBaeistgeprdtdG. 20] A flowchasihgaiitigollustrating
processing, of processing 10 executed by the game device, that relates to the present invention. [FIG. 21]
A diagram illusé&ifjathené e deusbhnos! dtaain INBIABEPEXample (1) of a sddyreessibddiment.
Description of Emhodiments

unit26,amemory card slot 28, an operation key un it32,anaudio

5  processing unit 34, an audio output unit 36, an aud io input unit
38, acommunication interface (I/F) 40, asensor un it42,andthe
like.

Thecontrolunitl4controlsthecomponentsofthe gamedevice
10basedonanoperatingsystemwhichisstoredin thestorageunit

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

15 The main memory 18 includes, for example, a RAM. A program
stored inthe storage unit 16 and the program read outofthe game
memory card 30 via the memory card slot 28 are writ ten into the
mainmemory 18astheneedarises. Themainmemory 18isalsoused
as a work memory of the control unit 14.

20 Abus 12 is used to exchange addresses and various kinds of
databetweenthecomponentsofthegamedevicel0. Thecontrolunit
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 anotherbythe bus 12inamannerthatallowst hose components

25 to communicate data between one another.

The image processing unit 20 includes a VRAM. The image
processingunit20rendersanimageinthe VRAMin accordance with

10



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 th%ﬁﬁi&%@ﬁ&?ﬁ%ﬁ%@@ﬂﬁ&%m&'ﬁ*ﬂ%ﬂmgﬂt of the present

portable game device. (1-1. Hardware Configuration of

inventiehigiinemented in a

ame Device) 25FIG. 1 is a diagram illustrating a

hardware configeratitsdiaitiagagrimthdeigiceyantazditg peetie embodiment oftthenpres@ntrigvention. As
illustrated in FIG. 1, a game device 10 includes a portable game device 11. The portable game device 11
includes a contfbEuhapiay, Wndtdrdgcfarfkasrientilit Pherfbiia 18, an image proch¥sphnawN20, a display
unit 22, a toucqﬁfanel 24, an input/output processing unit 26, a memory card slot .a%éé/an operation key unit

WS ShaDISY P elS it BGHE CYES6. an audio input

32, an audio 5

unit 3%5

nication

interface (gF) ﬁ&é%?@%&ﬁ%‘iﬂ? éﬁ“%}‘da iKExtio gfowgamgol unit 14 controls, iiéegg_o,t_rbqonents of the

game device
program and vayasiplkinies:of clasanalnalz gresriesed dstagnemory card 30.

ased on an operating system which is stored in the storage unit 10°16, and on a

erlagthegtpiage unit 16

includes a non-volatile storage medium such as a flash memory. The storage unit 16 stores the operating

system and theufike22.
The touch panel 24 functions as input means with w
userperformsoperations. Thetouchpanel24suppl
10  unitl4viatheinput/outputprocessingunit26wit

information corresponding to a position of a touch

hich the
iesthe control
hcontactposition

(depression)

by the user or an object (such as a touch pen) held by the user.
Theinput/outputprocessingunit26isaninterfac ebywhich
the controlunit 14 exchanges various kinds of data withthetouch
15 panel 24, the memory card slot 28, the operation ke y unit 32, the
audio processing unit 34, and the communication I/F 40.
The memory card slot 28 reads a game program and g ame data
storedinthememorycard30inaccordancewithan instructionissued

fromthecontrolunitl4. Thememorycard30inclu
20 anon-volatile storage medium in which the game dat
data is stored.

Inthisembodiment, the descriptionisgivenofa
the program and the data stored in the memory card
execute agame, but any information storage medium

25 memorycard 30 may be used. Inaddition, the progr
may be suppliedtothe game device 10fromaremote

communication network such as the Internet.
11

des,forexample,

asuch as save

casewhere
30 are used to
otherthanthe
amandthedata

siteviaadata



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 ?HQHS&%G%ﬁﬂﬁﬁﬁlﬂ%éﬁg%ﬁrpﬂ%EﬁQ memory 18, the jmagRgidyocessing unit
20, and the input/output processing unit 26 are connected to one another by the bus 12 in a manner that
allows those cahgnesreptsfamio\cofooskiricatef dpéadieheeadhene another. Dheririagkgyrocessing unit
20 includes a VRAM. The image processing unit 20 renders an image in the VRAM in accordance with an
instruction fromVfHSZbelkslasfcssTHhapedpetiehasted Rethe VRAM is displayaitPopkiéslisplay unit 22

at a predetermined timing. The display unit 22 is, for example, one or a plurality of known liquid crystal
display panels.%tﬁaﬁign@pﬁﬁediggég}pbgﬁgf@még??@?example, a given é@%ﬁ'&‘f@?ﬁ?‘f’fﬁr example,

16:9). Forgxam@&a{g&etg%m%&f%&@mg cﬁqgl%o as to overlap theg{;g I eHQ{E%ﬁined The touch
put means with w

panel 24 functions as Inpu ich the user performs operations. The touch panel 24 supplies
the control 10 ypitld 4 &g the/éput/entput processing Weitcif)vithgosiechmnsitgpanformation
corresponding to a position of a touch (depression) by the user or an object (such as a touch pen) held by
the user. TeeregrItiogtihg sraveisgingsulhis 260w liottheace by which the ceamrtsblmiit14 exchanges
various kinds of data with the touch 15 panel 24, the memory card slot 28, the operation key unit 32, the

audio processing (RIN8RUaAE thBEANFARIEHE IRERIpES acontentofthe
user's operation based on the operation signal.
10 The audio processing unit 34 includes a sound buff er. The
audio processing unit 34 outputs amusic piece ora soundfromthe

audio output unit 36 based on data for outputting t

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

he music piece

The audio input unit 38 includes a microphone or t he like.
15 The audio input unit 38 detects a user's voice or t he like, and
inputsadetectionsignaltothecontrolunitl4vi atheinput/output
processing unit 26. The communication I/F 40is an interface for
connecting the game device 10 to the communication network.
The sensor unit 42 includes a gyro sensor for dete cting an
20 angular velocity, an acceleration sensor for detect ing an
acceleration,andthelike. Thesensorunit42det ectsaposition

ofthedisplayunit22. Inthisembodiment,adesc

riptionisgiven

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 changesthe
25  position of the game device 10, the position of the display unit
22 changes accordingly.
NotethattheconfigurationofthegamedevicelO isnotimited

12



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 UsggHeB¥GEHHR ABAREXAHIATIREHRRHRDiSterRge medium ghen tadhge5 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 viaco@pieneatsnRuticaiinplagGeg stiglvaa deDotereet. The apexdtienikey unit 32
functions as input means with which the user performs various kinds of operations. The operation key unit
32 includes a ditssaisapednsluesd, ia BIrigaiae dexisutinds of buttons, and the like. The input/output
processing unit 26 sczns 5 the state of eaﬁg}ﬁart of the operation key unit 32 every predetermined cycle

(e.g., every 1/60th of 4£58cBATICARGSAIEH AN S519AF RRBYEEanting the scanning result is supplied to the
control unig 14 via the A?d@s i %ﬁ%&;&b}{!}i&&ﬁa&féﬁé@}i@%&ﬁontem of the usgé'gnq 9\@8” based on
the operation signal. 10The audio processing unit 34 includes a sound buffer. The audio processing unit
34 outputs a MUSICTREGET desREND Habiilee agshtemiichait 36 based onydatadaicdiputting 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 Thegyaugiopetionaip3gdeirese. usdescuplemsr the like, and inpgigendel@eton signal to the
control unit 14 via the input/output processing unit 26. The communication I/F 40 is an interface for

connecting the R ABAIE"ED : ﬁé%ﬁﬂﬂﬁmﬂ{‘wg{work. The s.ensﬁphrﬁi‘t'ﬁmn%s a gyro sensor
for detecting a%iigni,gtgﬂ‘%ggmﬁ%}/or@%}aﬁﬁg%@ﬁﬂﬂqg RO for detecting an t@ig?ﬁ&%cjgég%and the like.

The sensor un ects a positio e display unit 22. In this embodiment, a cription is given of a

case wheyg the displayyHafed 48 dieaiaigshvdihaa depesingsah the game devicggkydragiper words, when

the user changes the

15

ofmusicpiecespreparedinadvance. Then,thesel

is reproduced. A music piece which the user can se
example, a music piece including parts of a plurali
instruments (such asalead guitar, abass guitar,

this embodiment, a descriptionis given of a case w

times at which a game operation should be carried o

ectedmusicpiece
lect is, for
ty of musical
anddrums). In
here reference

ut are defined

foreachoftheparts. Theusertriestocarryout thegameoperation
at a time coincident with the reference time.
FIG.2isadiagramillustratinganexampleofthe gamescreen

20 displayedonthedisplayunit22 ofthe game device 10. Notethat
the game screen 50 of the display unit 22 is rectan gular. As
illustratedinFIG.2,apositioninwhichthedisp layunit22viewed
from the user is long in the horizontal direction i sreferred to
as "horizontal position". Moreover, for example, a s illustrated

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

unit22isinthe horizontalpositionisreferredt

state". Forexample,whenthedisplayunit22isi
13

oas"horizontal

nthehorizontal



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 eXGCUt%Qﬂ&HStﬁ%&@r@é‘M@@oﬁﬁh@Bﬁrﬁé‘%r%%i’?@ 10 executes a gamig,ip ¥higharuser carries
out game operations to a music piece. A description is given below of, as an example, a case of
execution of a gamthéuabighidhe theepiauches gses QagitioAs on the touch paneb24xaripie, with the
music piece. 10 When the user starts the game , the user selects any of a plurality of music pieces
prepared in adVeieteNcEnémetHataelsetd@ B raprovbesadipstiticed. A music piddayuiitZ2Zhe user can

e

select is, for example, a music piece includinﬂ%%%sﬁgfﬁtoplurality of musical instru

guitar, a bass (oEPEAIZRTRABOTHHI9E IHHd
times at ngch aag@@ﬂ]g%%rgi

°4 description is giveh'8Y

i

such as a lead
Where reference

Giéig_ould be carried out are defined for each of the parts. The user tries to

carryout the game operation aga time coincident with the reference time. FIG. 2 is a diagram illustrating

an example of the gamg|petege R tEspiayed-pretiecdiguiay unit 22 of the gamgerigviemthp. 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 stieig@dowerareaviewedfromtheuserdisplaysb

10

15

20

25

and 52C (these buttons are hereinafter generally an
referred to as buttons 52). The touch panel 24 is
tooverlapthe display 22, and, forexample, anact
touching the buttons 52 corresponds to the "game op
otherwords,whenthedisplayunit22isinthehor
the user carries out three types of game operation.
Guidanceareas54A,54B,and54C(theseareasare
generally and simply also referred to as guidance a
respectively corresponding to the buttons 52A, 52B,
setonthe game screen50. The guidance area54is
set to guide the user regarding reference times whe
52 is to be touched.
Referencemarks56A,56B,and56C(thesemarksare
generally and simply also referred to as reference
displayedinaleftside areaofthe guidance areas
forexample,referencetimeguidancemarks58A,58B
marks are hereinafter generally and simply also ref
reference time guidance marks 58) are displayed on
of the reference marks 56.

Thereferencetimeguidance marks58areguidance
14

uttons52A,52B,
d simply also
provided so as
ionofthe user

eration”. In

izontalposition,

hereinafter
reas 54)
and 52C are
adisplay area

n the button

hereinafter
marks 56) are

54, Moreover,

,and58C (these
erred to as

theright side

imagesfor



from the user is long in the horizontal direction is referred to as "horizontal position". Moreover, for
example, as lllustrated 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 9Uﬁb%fidFr@tﬁé‘Gé@Pn'@%é%‘?ﬁdSﬂ{@éi@%&%tﬁn"f’éeﬁﬁé’r the case where the displaydnit 22 is in the

horizontal position is produced base

on a rhythm of the 5 part of the bass guitar.

As illustrated in F

IG . 2, in the gajuidaareandksiribharbatizplaial slateha tpidainaecargiewed from the asey. digplays buttons
52A, 523, and 520 (these buttons are hereinafter generally and simply also referred to as buttons 52).
The touch pané¢fRaeRceridvieladidanas mans Soamagually MepRY®R2, and, for exdmibrelightition of the user
touching the button§R52 corresponds to the "?ame %(geration". In other words, when the display unit 22 is

in the horizontd'p§
and 540 (tF

respective

y corresponding to t

[BRCHIBREPU SRS SOPIRIER

uttons 52A, 523,

. B%s of game operatﬁ)rlf‘@ﬂ?d‘ﬂﬁ&%sareas 54A, 543,
esett?é?@f%r%ﬁ?c@ﬁm{éﬁé?éﬁgé ﬂ%ﬁé@@'%%ﬁapﬁamﬂlﬁé plso referred to gg auidapeareas 54)

520 are set on the game screen 50. The

guidance area §¢ 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

10

15

20

25

Whenatime(referencetime)whenthebutton52Ai
arrives,thereferencetimeguidancemark58Amovin
areab4Areachesthereferencemark56A,andoverla
mark 56A. When atime (reference time) when the bu
be touched arrives, the reference time guidance mar
ontheguidancearea54Breachesthereferencemark
thereferencemark56B. Whenatime(referencetim
52Cistobetouchedarrives, thereferencetimegu
moving on the guidance area 54C reaches the referen
and overlaps the reference mark 56C.

For example, when the reference times correspondin
buttons 52A, 52B, and 52C arrive, the user can acqu
evaluation by touching the buttons 52A, 52B, and 52
it is not necessarily the case that the user cannot
evaluation unless the user touches the buttons 52A,
attimescompletelymatchingthereferencetimes,a
is given depending on a degree of matching. For ex
increases or decreases according to an evaluation a
user.

Inthisway,theusercanrecognizeatimetotouc

52 byrelyingonthereference time guidance mark 5
15

stobetouched
gontheguidance
psthereference
tton 52B is to
k 58B moving
56B,andoverlaps
e)whenthebutton
idance mark58C

ce mark 56C,

gtothe
ire a high
C. Note that
acquire an
52B, and 52C
ndanevaluation
ample, ascore

cquired by the

hthebutton

8 movingonthe



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 imaggsfor auisloashengLIEaRHBR R AlgiRBragme. The referepse. iig gaisiance 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 guidareeatedced aadber dimptelnigsesodainteer words, 5 the refaienaestime
guidance marks 58 approach the reference marks 56. When a time (reference time) when the button
52A is to be toysREe @RS eqeitine AtB 6 s RIRNdance2Bhrk 58A moving on 8feagittRidce area 54A

reaches the reference mark 56A, and overla s{ﬂ;he reference 10 mark 56A. thn a time U%reference time)
when the buttof 284418 g %@ﬁ@@&rﬁx@? & FRHSIE RS e guidance mark%841HbHRg on the

guidance afea ?ﬁ%ﬁnﬁmmﬁﬂ?{ﬁéﬂaﬂ%%%ﬁgﬁiﬁﬂg@(%laps the referencgor;rg}{ . When a time

(reference time e button 5207Is to ed arrives, the reference time guidance mark 580 15
moving on the gxislateepareaf w4 rearhsisdbesrelareeee tark 560, and overlapsrthr éafgignce mark 560.
For example, when the reference times corresponding to the buttons 52A, 523, and 520 arrive, the user
can acquire a fitfraisesheangsd byl eoeehéndotexdnpiensB2r)e523, and 520. Neaetofthea®iiés not necessarily
the case that the user cannot acquire an evaluation unless the user touches the buttons 52A, 523, and

520 at times c&ﬁﬁ%@@‘ﬁ%ﬂiﬂ@fﬂﬁ%@%@ﬁ% hitHaes 2Rdthe evaluation is giv@W%éﬁH?ﬁg on a degree
of malching. Foy GXamPleA.5291e feases e Agpleasen ARcarding to an evalygign agayjred by the

25user. Inthis way, the user can recognize a time uch the button 52 by relying on the reference

time guidggce gIgskRSGRYINY RAdPRords, for example, when th e position of
thedisplayunit22ischanged,thenumberoftypes ofgameoperation
which the user should carry out is also changed.
FIG.3isadiagramillustratinganexampleofthe gamescreen

15

50whentheuserchangesthe positionofthedispla
that in this embodiment, as illustrated in FIG. 3,
whichthedisplayunit22viewedfromtheuserisl
direction is referred to as "vertical position". M
illustratedinFIG.3,forexample,anorientation

50whenthedisplayunit22isinthevertical posi

yunit22. Note
a position in
onginthevertical
oreover, as
ofthegamescreen

tionisreferred

20 to as "vertical state".

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

25 isinthe 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 mus ic piece

16



guidance area 54 and gradually approaching the reference mark 56.
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. Moregy i fpifasaPholliea iR RaneY-ie Spepit Piece is changeg heiuky

In the game device 10 according

Bgr of the buttons

52, the number of the guidance areas 54, and the number of the reference marks 56 are 10 also
changed. In othies wonder dorhexainngie Saineretihe piasititneeftthe display unit 2@sig.dnatigad, the number of

types of game operation which the user should carry out is also changed.

FIG. 3 is a diagram

illustrating an exarpiBentiebsgssityBercdaasoegneration wihchanges the podigdis@istiruisplay unit 22.

Note 15 that in this embodiment, as illustrated in FIG. 3, a position in which the di

from the user @%W@%'ﬁ%é%‘éﬁféé‘?’&%@ﬁéﬂ%éﬁé‘??&dﬂ%{%s "vertical position®>
FIG. 3, forexample.an Qiienan 0k ine BagsESGrrFsHR0

position is referred 20to as "vertical state".

Ia@%nit 22 viewed
t{) 553 illustrated in

en the display uni'g i&-é (e vertical
For exampméwhen the display uﬁ}%zé IPs%?the vertical

position, the usRIRRIHSSTENE BDECRIPE ARCFRIS Kb Safihe manner that the usigtdpiays dre part of the
lead guitar. For example, reference time data used for the case where the display unit 22 25 is in the

vertical positioiitapgediaoetd warsdetshartbsgidgotihedésplart of the lead guitayukidR)geared 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 HB%H?S@%%H&%QQFBW?@@ Pk A Bﬁﬁ%ords, the numbersgi‘tﬁ/pes of game
operation which the Uger SHOLIcCAIY AL RSARBR I TIRE M@ b These increaseg hyijans 52

10

15

20

25

and the guidance areas 54 correspond to each other,
to match the buttons 52, the number of which has in
three to six, the number of the guidance areas 54 i
three to six. These increased guidance areas 54 ar
as guidance areas 54D, 54E, and 54F.

The button 52D corresponds to the guidance area 54
reference time at which the user should touch the b
approaches areferencetimeguidancemarks8Dappr
mark56D. Thebutton52E correspondstotheguidan
a reference time at which the user should touch the
approaches areferencetimeguidancemarks8Eappr
mark56E. Thebutton52Fcorrespondstotheguidan
a reference time at which the user should touch the
approaches areferencetimeguidancemarks58Fappr
mark 56F.

Asdescribedabove,whentheuserchangestheposi
displayuni22fromthehorizontalpositiortathe

the part of the music piece for which the user shou
17

and in order
creased from
ncreases from

e referred to

D. Asa

utton 52D
oachesareference
ceareab4E. As

button 52E
oachesareference
ceareab4F. As

button 52F

oachesareference

tionofthe
verticalposition,

Id carry out



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 m@iggrﬁgédg%ﬁ%gqg%g@_r%mmﬁgwper of the guidqq@gi@% $qft increases from
three to six. These increased guidance areas 54 are referred to as guidance areas 54D, 54E, and 54F.
15The button S2ZDLiartesporigsitalthesglddaneqisseadrdés As a reference time atiwthicthitbe user should
touch the button 52D approaches, a reference time guidance mark 58D approaches a reference mark
56D. The buttolyBzRfgarmesperiioteaHepIINeHRRBAE. As a referendthghfssauifich the user should
touch the button 52E 20 aé) roaches, a reference time guidance mark 58E approaches a reference mark

56E. The buttoA Y &BIR %%%%M@QFQE 4F. As a reference trAPSE{Mich the user should
touch th tt i id k 58F - k
ouch the l%u omi%élg@ Q&Qﬁmfﬁgggr i aﬁﬂ%‘é&“' ance mar rm &% Zﬁ({ﬂ rence mar

56F. 25As descr ove, when anges the position of the 2 Ifr mthe horizontal
position to the uetriigphRestiencdog melt ofihe wiisieHdege for which the user slagulsltoany out the game
operation is changed. For example, when the display unit 22 is in the horizontal position, the user carries
out the three tyiptcuedispiposiioratdagrenelsiibndingfto the part of the bassthagiamebrtahes the display
unit 22 is brou% into the vertical position, 5 the user has to_carryout the s ix types of game operation

corresponding tahe IRagsaheraiie direiah@itisplay unit 22 is in fReSVEAR&I position, a
degree of difﬁcﬁgngnﬁgf %mgnb%ﬁi)mgsugg %HB%‘%&E‘ tl!ﬂ' the case where the r%)sRmblérpiB?Z is in the
on, but the carri ,

horizontal positi user carries out a large number of 10 game operations, and can gain more

chances i@ acoytiRdaRiatiOrdetaeeresarPHoR isnaaregieacalithis technologye o unctions Realized
in Game Device)

detailed description is now given of this technolog y.

(1-3. Functions Realized in Game Device)

FIG. 4isafunctional block diagramillustrating functions
realizedinthegamedevice 10. Asillustratedin FIG.4,thegame
15 devicelOincludesagamedatastorageunit70,ap ositiondetection
unit72,areferencetimedataacquisitionunit74, adisplaycontrol
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.
20 (1-3-1. Game Data Storage Unit)
The game datastorage unit 70isrealized mainly b ythemain
memory 18 and the memory card 30. The game data st orage unit 70
stores data required for executing agame. Forexa mple, the game
data storage unit 70 stores data of a plurality of music pieces.
25 (Music Piece Data)
FIG.5isadiagramillustratinganexampleofthe musicpiece
data corresponding to one music piece. The music p iece data

18



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;instng AR Sa60 Bths2Hdidin EapreBata Storage Unit) 4 the,gafpg 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 refgudias fimexktating ceigdedevitfothexassipien tife game data storageeutisipldy stores data of
a plurality of music pieces. 25(Music Piece Data) FIG. 5 is a diagram illustrating an example of the
music piece datitdfreEpoAtHBATBINCRIgSR GAtRES, Thie@Xausic piece data illustFRieddderel. 5 contains
original music piece data, and the rljaference time cé%a associated with the posl(iiign of the display unit 22.

The original mPSBYPRLEL§ANE B6/ KR SIRIHE R RSP ISERIIEr music and the IKELBRER-a
predetermg1ed data fqﬂagfgrgﬁgeg%%@g{%%ﬂmgrgﬁpgégﬁﬁ]t%é%}r.esenting referencgngg}ﬁﬁegt which the

user should carry out a game operation. The reference time data is associated with the position of the
display unit 22 ghoniexgiBpir e likfesenertipaniatpdsagianed for each positignefefaeedisplay unit 22
detected by the position detection unit 72. 10 According to this embodiment, the display unit 22 takes the
hori zontal postiiva datd ithassetiriadputitiba pasididresidbelde reference time dataplay it Barizontal position
and the reference time data for the vertical position are contained in the music piece data. FIG. 6 is a

diagram iIIustrdflﬁ{geéa&é‘?}fs%‘?_dS?@%HTB%?'QS ¥ 8tPesei%ce time data for th@ar%‘r&‘b?ﬁtﬂﬁppqsition. At
axis" 'IIUStratedoWh'éll.&Spﬁ??&H%ﬂ%ﬁ%’[ ?Z%%ﬁ{@%ﬁq gﬁ%rneggtnts elapsed time af%e{t%]iegrgeiﬁﬁductlon of the

music piece starts. For example, the re C ata represents, in units 0 of a bar, a
reference; ime &t WRIGRYRRILIRH STMEA BsspIdtfogame operation. 20 Neig Ensfifenthe sake of simple
description, FIG. 6 illustrates data obtained by dividing one bar into eight parts. In other words, FIG. 6

illustrates, in upksiodiABiH thicaybaicaipestanvwdmndhanreeter should carry out thefpmeneofi@eation.

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

15 the reference time data for the horizontal position . A"t axis"
illustratedinFIG.6isatimeaxis. Thetaxisr epresentselapsed
timeafterthereproductionofthemusicpiecestar ts. Forexample,
the reference time data represents, in units of 1/2 56" of abar,
areferencetimeatwhichtheusershouldcarryout thegameoperation.

20  Note that for the sake of simple description, FIG. 6 illustrates
dataobtainedbydividingonebarintoeightparts. Inotherwords,
FIG. 6 illustrates, in units of 1/8 h of abar, times at which the

user should carry out the game operation.

AsillustratedinFIG.6 ateachtimepointofl/ 8bar,whether
25  or not the user should carry out a game operation i s specified.
Thereferencetimedataforthehorizontalposition is,forexample,
datarepresentingreferencetimesforthe partoft hebassguitar,

19



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 buttonsp2AcBdes ARd el shriddibs iFRed & & ggpresented by, for Rlghtifyree-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 thatihechypion di2Aamsbagdrattheftaiimiey B tietother hand, "1" repeeseAisHmmt the button
52A should be touched. 10Similarly, bits of "3" and "C" respectively correspond to the buttons 523 and
520. In other wad3Cs 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 vertié’é{%ﬁ%fﬁmpﬁh‘?lﬁQ@nﬁ é?e%l?ﬂiﬁ%ﬁg;'@’iimilar to the t agﬁsemli‘—;f@. 6. In other

words, thegefeljﬁ%%ge@m&%?yg%pét%aﬁm%}m%ﬁ_\gﬁagtt%%q (puttons 52A, 523, 5&91%%35%% and 52F

should be touch In units of of'a bar, and for sake of simple description, data in which 20 the

one bar is dividaghéng eighit grabisr isriieecsiBBRr figisschigdsfareaee time data for the vesdisahdposition is, for
example, data representing reference times for the part of the lead guitar, and defines reference times at

which the usertstibellitany 2t D sixagpets tfagdrmduparation for touching tHebshonki B, 523, 520,
betouched. Onthe otherhand,"1"representsthat the button 52A

should be touched.

10 Similarly,bitsof'B"and"C"respectivelycorres pondtothe
buttons 52B and 52C. In other words, it is conside red that data
includingthreebitsatleastoneofwhichis"1'i sdatarepresenting

a reference time.

FIG. 7 is a diagram illustrating a data storage ex ample of
15 the reference time data for the vertical position. A "t axis"
illustratedinFIG. 7 issimilartothe taxisin F IG.6. Inother
words, the reference time data represents times whe n the buttons
52A,52B,52C,52D,52E,and52Fshouldbetouched inunitsofl/256 th
of a bar, and for the sake of simple description, d ata in which
20 the one bar is divided into eight parts is describe d here. The
referencetimedatafortheverticalpositionis, f orexample,data
representing reference times for the partof the le ad guitar, and
definesreferencetimesatwhichthe usershouldca rry outthe six
types of game operation for touching the buttons 52 A, 52B, 52C,

25 52D, 52E, and 52F.
The reference time data for the vertical position is

represented by six bits. The bits for "A", "B", an d"C" are the
20



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 repieseoUagiR IRIRIBREE HME data ifhEFRAEBIREIFPOVe, according todhigeigpdiment, the
reference time data represents reference times at which the user should carry out each of the one or
plurality of typesdetgéamiernperedinthEafexamptediiBitpbsition of the display ontib22emaiydoe at 10 least a
first position (such as the horizontal position) and a second position (such as the vertical position) in the
game device 18"TRepegéyelycotiafreRrMci5edtIHans bR, #%Efirst position (sucl$3RE-HBrizontal

position) is data representing referenc

operations of 1% IRdirEPRY A téf"

imes at which the user should carry out each of the game
YHYAI$N=3 in the example”ﬁg'f:‘ﬁé?.I

%W pes. For example,

the refere@e ti & g%ﬁ?@“f‘?g Wéttlﬁ pﬁfrg@rﬁﬂ?%o%@}é%h as the horizontal pg%iﬁj]%r.l) is reference time

data corresponding to parts of one or a plurality of

rst musical instruments (such as the bass guitar) out

of a plurality of musicalde#tsiretaeots ddteieierantedinmeigaiatassociated with ghecsergid position (such
as the vertical position) is data representing reference times at which the user should carry out each of
the game operétimatsfrepresentsreferencetimesatwhichtheu
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out each of the one or plurality of types of game o

For example, the position of the display unit 22 m
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The reference time data associated with the second
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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 fypes b ARDEARRIALIRJEERBIRARNGELNY a bit string stored indhg,Kpf'@QER time data. For

5 example, the reference time data for the horizontal position represented by three bits represents that
the number of ypaw st ghmetapeatisimwhiciithefusesishbuld carry out is three. G3erdheentser hand, for
example, the reference time data for the vertical position represented by six bits represents that the

number of types 10 off@ane&aspeigatitie wiEP ielisepshovidieansy opeiatisiR. (Guidance Subject Period

Data)

unit 70 stores JBRIGACASY,

Moreover, in thjs embodiment, a description is given of a case where thai@%ame data storage

S P LS RO RIE I B osition of display nfSARE

1 &Rs the display 15

unit 22) angl a ggmcp@(? Wj?&%fﬁ{&dtmcaa{%afBPEWéj ﬁ%rr.- B%Yg;li.ng guidance rega%ggiélae reference
er.

time are as sociate

with each o

FIG. 8 Is a table illustrating an example of a data storage
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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 proviggpe((@hgqé%%m data SM%{SQM% #beigangfata storage unit g fteres, in addition
to the above-mentioned data, game situation data representing a situation of a game being executed. In
the game situatiothélateofemexaioptel aaslgpaasdimatiaferatepeoduction of a mysiespigtiigyastarted, and a
score data representing a score of the user, are stored. The score data changes in value based on
an evaluation rit#idRtiesy @ha IEe PRineexafledyviehergamsiacquires a high evalirigatea value of the
score data increases. On the other hand, when the 10 user gcquires a low evaluation, a value of the

score data decl¥aRMPle, JR@RSEA MR ARF IR AUARions as means for AFYRIS&rious kinds of

data to be §tor§gaﬂggﬁ%g@%}§c% gr?&ﬁégyﬁtfr?gg:%i%vghthe control unit 14h@nggpr§.@s means for

changing (updating) the various kinds of data sto e game data storage 15 unit 70. Moreover, data
stored in the gamesdata 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 tacereldesafohahgessticallpbsisethanay eeadtered. 20(1-3-2. PositiedeDetection
Unit) The position detection unit 72 is realizedmainly by the control

fortheuser. Forexample whentheuseracquires ahighevaluation,
avalue of the score data increases. On the other hand, when the
10 useracquiresalowevaluation,avalueofthescor edatadecreases.
Notethatthecontrolunitl4functionsasmeansf oracquiring
various kinds of data to be stored in the game data storage unit
70. Moreover,the controlunitl4functionsasmea nsforchanging
(updating)thevariouskindsofdatastoredinthe gamedatastorage
15 unit 70. Moreover, data stored in the game data st orage unit 70
isnotlimitedtotheabove-mentionedexampleaslo ngasdatarequired
bythegamedevice 10executingagameisstored. Inaddition, for
example,image dataforthehorizontal positionand image datafor

the vertical position may be stored.

20 (1-3-2. Position Detection Unit)
Thepositiondetectionunit7 2srealizedmainly bythecontrol
unitl4andthesensomuni42. Thepositiondetec tionunit72detects
the position of the display means (such as the disp lay unit 22).
The positiondetectionunit72 detectsthe position ofthedisplay
25 unit22basedonadetectionsignalofthesensoru nit42. According
tothisembodiment,thepositiondetectionunit72 detectsatleast
thefirstposition(suchasthehorizontalposition )andthesecond

23



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 posifiQmibAf iR iiePiRY W2 positidhPE dhakigarious publicly known,methads can be applied
to the method of detecting the position of Phe display unit 22 based on the detection signal of a gyro
sensor, an accelerationose teatyariou s bkely kaoexanttedyben ileeagame device 10 phielticles a CCD
camera (photographing means), the position of the display unit 22 may be acquired based on a change in
the images sudbesBrIBRAsHErIgeHpa PP ST hedisripy. (1-3-3. ReferencetiddageA cquisition Unit)

10The reference time data acquisitjon unit 74 is realized mainly by the control unit 14. The reference time

data acquisitio?UHE AR AR ASHABLREISILTREFREYame data storagd THAP 6¥8F storing the
position oféhe Qﬁﬂm@%ﬁd}%ﬁ%é%ﬁﬁﬂj\%ﬁm%&& gpd the reference timgggaaréerﬁsenting the

reference

camera (photographing means), the position of thed isplay unit22
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)

10 Thereferencetimedataacquisitionunit74isrea lizedmainly
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 asthedisplay

unit 22) and the reference time data representing t

he reference

15 timeswhentheusershouldcarryouthegameopera tioninassociation
witheachother thereferencetimedataassociated withtheposition
of the display means detected by the position detec tion unit 72.
Forexample, the reference time data acquisition un it 74 acquires
thereferencetimedataforthefirstposition(suc hasthehorizontal

20 position)andthereferencetimedataforthesecon dposition(such
as the vertical position).

Inthis embodiment, a description is given ofaca se where,

fromthe means (such as the game data storage unit 70) for storing
the position of the display means (such as the disp lay unit 22)

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

apluralityof musicalinstrumentsinassociationw

the reference time data corresponding to any one of
24

itheachother,

the parts of



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 Mﬁfé)it%ﬁmﬁﬁéﬁhﬁgimﬁ@mé M|&ggw§ given of a case wﬁg{gpggm,phe means (s_uch
as the game data storage unit 70) for storing the position of the display means (such as the display unit
22) 25 and the gefesatispldiynacinia dayespdnding positynateerf parts of a pluraliigwtimugical instruments
in association with each other, the reference time data corresponding to any one of the parts of the
plurality of mudfcafftedments associated with the position of the display means detected by the position
detection unit 72 is ac uired.Dé%-DTA Display Control Unit) 5The display control unit 76 is realized mainly
(s UrviRe arah

by the control unit 14.
(such as the display upjf.27)

controls, the display means to display guidance images

10

15

20

25

i
EBFﬁH)RDﬁﬁ"/%iBPe%ﬂE’Qo‘?ﬁézﬁﬁlﬁg
such as
unit 14. Based on the reference time data associat
positionofthedisplaymeans(suchasthedisplay
by the position detection unit 72, the display cont
controls, the display means to display guidance ima
the reference time guidance marks 58) providing gui
reference times.
For example, when the position of the display unit
the first position (such as the horizontal position
control unit 76, based on the reference time data a
thefirstposition,controlsthedisplayunit22to
images (such asreference time guidance marks 58) f
userregardingthereferencetimestocarryouteac
ofgameoperation. Moreover,forexample,whenthe
display unit 22 is in the second position (such as
position),thedisplaycontrolunit76,basedonth
dataassociatedwiththesecondposition,controls
22todisplayguidanceimages(suchasreferenceti
58) for guiding the user regarding the reference ti
out each of the n types of game operation.
According to thisembodiment, by setting the guida
54correspondingtothenumberoftypesofgameope

bythereferencetimedataassociatedwiththeposi
25

Wifne data associated with the position of the display means
unit 72, the displa;mg&gmlldlmit 76

ed with the
unit22)detected
rol unit 76
ges (such as

dance for the

22isin
), the display
ssociated with
displayguidance
or guiding the
hofthemtypes
positionofthe
the vertical
ereferencetime
thedisplayunit
meguidancemarks

mes to carry

nce areas
rationrepresented

tionofthedisplay



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 rgfeses émgﬁégﬁscagwgﬁm(gggwm types of game opggﬁgggeﬂglargﬁ)ver, for example,
when the position of the display unit 22 is in the second position (such as the vertical 20 position), the
display control uitt72e, thageehes dheenaierebedisipie datm associated with the sepmchpmsitipn, controls the
display unit 22 to display guidance images (such as reference time guidance marks 58) for guiding the
user regarding@ne isfafgitge eRmBel ti sl dUtRaNIgRTcE MM@ees of game operatfofUBBAAscording to this

embodiment, t)))/ﬂfettin%the guidance areeksg54 corresponding to the number of types of game operation
S i

represented by ¥ FRE IMEHHGE R NSRS §§h8Y%¢tion of the displ&Y AIEARSTsuch as the
display unit 22 itj g it 72 in the game scr, isplayed on the
display me%ns%%&%%%%ﬁ%ﬁ%} ﬁgfpﬁ%{%ﬁe Eidance images (suc%ﬁggﬁg%?‘e Erﬁ%%b?fme guidance
marks 58) on themsetidedianapareas 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 pluraligxefipleethefdirniay opurationt Byguidesith each of the guidartoesighiiges ( such as
the reference time guidance 10 marks 58) toward a target position so that the distance between the

guidance imag€'8 5@ tAL e PpBSHRIH BB A PR Ab9 M aining time until thd FERIRh &Y

in each of the

posiion of a SNV E oLt PR TERRCDS e quidance Sl ERr A, the target

position igdhe gigpkaysB el Ph RSB Bt Ghe dist

theguidanceimageandthetargetpositioncorrespo
timeuntilthereferencetimearrives,ineachoft
54. Thetargetpositionisapositionsetintheg

and is a position of a destination of the travel of

ance between
ndstoaremaining
heguidanceareas
uidancearea54,

the reference

15 time guidance mark 58. For example, the target pos ition is the
display position of the reference mark 56.
For example, when the position of the display unit 22isin
thefirst position (such as the horizontal position ), thedisplay

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

ypes of game

20 operation,ineachofthemguidanceareas54seto nthegamescreen
50displayed onthe display unit22, by movingthe guidanceimages
(such as the reference time guidance marks 58) towa rd the target
positions. Moreover,forexample,whenthepositio nofthedisplay
unit22isinthe second position (such asthevert ical position),

25 thedisplaycontrolunit 76 guidesthe userforeac hofthe ntypes

of game operation, in each of the n guidance areas

gamescreen50displayedonthedisplayuni22 by
26
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movingtheguidance
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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, wijgR i BASHANAL IR AURPINNEI FddscB igassond position (sshas figerertica
position), 25 the display control unit 76 guides the user for each of the n types of game operation, in each
of the n guidaneeggasshidrset 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.

Moreover, inthis embodiment, adescriptionis giv

case where the display control unit 76 controls the

enofthe

display means

5 to display guidance images (such as the reference t ime guidance
marks58)providingguidanceforthereferencetime sintheguidance
subject period associated with the position of the display means
(such as the display unit 22) detected by the posit ion detection
unit 72.

10 For example, when the position of the display unit 22isin
the first position (such as the horizontal position ), the display
control unit 76 displays guidance images (such asr eference time
guidance marks 58) for providing guidance forthe r eferencetimes
ofeachofthemtypesofgameoperationarrivinga fterthecurrent

15 timepointintheguidancesubjectperiodassociate dwiththefirst
position. Moreover, forexample,whentheposition ofthedisplay
unit22isinthe second position (such asthevert ical position),
the display control unit 76 displays guidance image S (such as
reference time guidance marks 58) for providing gui dance for the

20 reference times of each of the n types of game oper ation arriving
aftethecurrenttimepointintheguidancesubjec tperiodassociated
with the second position.

First, a specific description is given of a displa y method
ofthegamescreen50inthe horizontal state when thedisplayunit

25 22isin the horizontal position.

FIG. 9isadiagramfor illustrating display proce ssing for

the game screen 50 when the display unit 22 isin t
27
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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 positm%ﬂw_q,mglgmitc%i@ei%ttg@rfg%’ggﬁjuggo(,such as the horizqjg| Resiion), the display
control unit 76 displays guidance images (such as reference time guidance marks 58) for providing
guidance for thguigferensebjogseabeaantead thefrortybesaiegame operation arriviegiakeratiae current 15
time point in the guidance subject period associated with the first position. Moreover, for example, when
the position of ¥ ekaiR|euHIE 2RIMARCHBUSIRE ME LRSI $SIRth as the vertical Pydit@aAn te display
control unit 76 displa sg idance images (such as reference time guidance marks 58) for providing
guidance for th B'Qéf‘ér&!ﬁc S[ﬂffi‘é( B% each' S5 IGHRY of game operation &HGSY 5ﬂ8fthe current

time point jn th ig@l’ﬂﬁgg ' I0[: ' {th the second posifi First, a specific
descriptiong?s g%?%% of a @&%ﬁﬁé{tﬁ)@g %?t%g%?gﬁgqsﬁgﬁgn 50 in the horiz@%%g}asl zgtsg{{:/d\)/ﬁen the display
unit 25 22 is in dh@d@iggRyiahipesitaneriod df Kpe Basfiogiagram for illustratingr@ispreanpiiggessing for the
game screen 50 when the display unit 22 is in the horizontal position. While a music piece is being
reproduced, dapaintr s exacaavbebjde perand tismegzaindist from the referenca timet data. ther example,
the guidance subject period varies depending on the position of the display unit 22. Here, a description is

given of 5 a catf&fie tRe AR e RFEHOTR HSHI¥BEthe horizontal posit®FE8ftRB display unit 22 is a

period of one bar fro Ime,paint. e e current time point is. a time to, the
reference time data |%§S\%X%%}?§i&r%%g8tﬁ% g %ereaéﬂgé%ﬁ\gc% a&(%ﬁple, based onef#EEaL%@/%-mentioned
read refefencedine the gaidaribe igtgas s tnagesrtsbrbamigigrence time guidapgrddarksss) guiding
the user for the reference times after the current time point are displayed on the game screen 50. When
the display unit32gisidmtitedcréz otk pefeitet atimddbafreumber of game operheensavtitchehe user should
carry out ism (in this example, m=3), m guidance

point are displayed on the game screen 50. When th e display unit
22isinthehorizontal position and the number of game operations
whichtheusershouldcarryoutism(inthisexamp le,m=3),mguidance
15 areasb54aresetonthegamescreen50. Forexampl e,themguidance
areasb4areareasrespectivelyextendingparallel withoneanother
fromafirstend(forexample,oneendofalonger sideorashorter
side) ofthe display unit 22 toward asecond end (f orexample,the
other end of the longer side or the shorter side) o pposite to the
20 first end.

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 onthe screen (such asthe game sc reen50) ofthe
display means, and moves each of the guidance image s(suchasthe

25 reference time guidance marks 58) toward the refere nce position
(such as the display position of the reference mark 56) so that
atimedifference betweenthe currenttime pointan dthereference

28



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 conjrabunit 8,8 ti aHdrlIce: MaaR o Rai@plavith one anotherpghiescspen (such as
the game screen 50) of the display means, and moves each of the guidance images (such as the 25
reference time @ueigiadaadamisy &) dovetddira cefarsiioripasition (such as the gisgday gagition of the
reference mark 56) so that a time difference between the current time point and the reference time
corresponds tood 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 guidSH %%fé&é’%é%?ﬁ%’?&ﬁéf"ﬁﬂ%ﬁ@%ﬂ%? on the game scrael'8% ¥br example,
in the guidgnc gl:tgarﬁc% R ?hg ﬂﬁ&egﬁ?éﬁﬁEeS%eg?ﬁfg%@&%lﬂme guidance n]g.lrmtﬁ%rgéadually move
S) of the ren

toward the display positions (reference position re ce marks 56.

anotheronthe game screen50. Forexample,inthe

guidance areas

54 on the game screen 50, the reference time guidan ce marks 58
gradually move towardthe display positions (refere nce positions)
of the reference marks 56.

10 The display position of the reference time guidanc emark 58
isadjustedsothatthedistancebetweentherefere ncetimeguidance
mark 58 and the reference mark 56 is a distance cor responding to
atime untilthereferencetimearrives. Forexamp le,asthetime
until the arrival of the reference time at which th e user should

15 touch the button 52A decreases, the distance from t he reference
time guidance mark 58A to the reference mark 56A de creases.

Ontheotherhand,whenthedisplayunit22isin thevertical
position, forexample, sixguidance areas 54 are se tparallelwith
one another on the game screen 50 in the vertical s tate.

20 FIG.10isadiagramforillustratingdisplay proc essingfor
thegamescreers0whenthedisplayuni22isint heverticalposition.
According to this embodiment, when the display unit 22 isinthe
vertical position, the guidance subject period is a period
correspondingtol/2abar whichisshorterthant heguidancesubject

25  periodforthe case wherethe display unit22isin the horizontal

position. For example, when the current time point

the reference time data in the 1/2 a bar from the t
29
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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 refeggpce 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 statew®@rritie.dispisyaudiergasim foe brgtralipagidisplay processing fothengamee 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 verticalposieicH opeennasaiansubiebtirusrr shauléerid correspondiny @ti$2 dbar , which is
shorter than the guidance subject 25 period for the case where the display unjt 22 is in the horizontal

position. For eXAmBEMAieRThs LaHEAPERASHIRFR G/ o, the reference TREAAESTFRIL 1/2 a bar
from the tilg'ue tgds ﬁ%q] P F@r@é@@ eléﬂUe%z is in the verticg| Qﬁéﬁit‘? %%pe 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 sgigRoN2 &bt deronghtislanari gteasedplaienareas respectivelyegxtemsing gerallel 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 esifleairtie ghptiay sidi, Athtoniardifiefentfroent (for example, the otreeslirehend) 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 8&'@1%\3@@'8)’@5%‘ gat%%m@éh&?mf%ence time data for fﬂ%“?fé?ﬁ*ﬁhﬁbsition is six,
and hence the g%gﬂwquﬁ%éggﬁs?ﬁ]%% Igﬁé&ﬁgﬂﬁhygﬁp one another. The g%fﬁ%ergﬁﬁr%me guidance

marks 58 move so as to m

10 the first end) opposite to the third end.
Moreover,thenumberofthe guidance areas54repr esentedby
thereferencetimedataforthevertical positioni ssix,andhence

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
15 guidance areas 54. A control method for the displa y 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 m ainly by
20 the control unit 14 and the touch panel 24. The ga me operation
detectionunit78detectsagameoperationcarried outbytheuser.
The game operation detection unit 78 detects the ga me operation
basedonanoperationcontentonoperationmeans(s uchasthetouch
panel24)bytheuser. Accordingtothisembodimen t,forexample,
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 touc h panel 24.

30



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 deteg{s3llac @ame GPEF&iON BRSES:R dpigPeration 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 deteTiseggamepepstiatiendhyateteunisng whetedr or not the buttonrbaingytoyiched by the
user based on an operation signal supplied from the touch panel 24. (1-3-6. Game Operation Evaluation

Unit)

The daenentpbraitich Ehansateapearatomisteatin®d mainly by thecoRtESieivataates

Thegameoperationevaluationunit80evaluates a game Oé)ser tion carried out by the user, based on the

reference 5 timdYaLE 8§§6@i%88\mﬁﬁ_jtﬂ‘ét B¥EoSEFh
detected by thg; ﬁ%ﬁiﬁ@‘a@?&%@@ﬂ SRk he

78. For example,

e game operation evaluation unit 80 e

858y means (such d9SHEBIEPRS unit 22)
e siniechigy result by the game,gperation.datection unit
g0611 ogeratlon%

luates 10 a game

ased on a

deviation betwegnHbeliegfarense 1rmadepiegaiesehotigoreiRrence time data angaiimer{ipereinafter
referred to as "operation time") when the user actually carries out the game operation. For example, as

the deviation in“8raeddbedstectien refsirit hydhingamadplesatipecition time decreastestigieueialuation 15 for
the game operation increases. Depending on the evaluation, the value of the score data
increases/decré8ses. (1-4. Processing Executed by Game Device)

10

15

20

25

Forexample,thegameoperationevaluationunit80
a game operation based on a deviation between the r
represented by the reference time data and a time (
referred to as "operation time") when the user actu
outhegameoperation. Forexample asthedeviat
thereferencetimeandtheoperationtimedecreases
forthegameoperationincreases. Dependingonthe
value of the score data increases/decreases.

(1-4. Processing Executed by Game Device)

Next, a description is given of processing execute
gamedevicel0. FIG1lisflowcharimainlyillu
relating to the present invention out of processing
the game device 10. The control unit 14 executes t
illustrated in FIG. 11 in accordance with the progr
the memory card 30.

Asillustratedin FIG. 11, first, the controlunit
thereproductionofamusicpiece(S101). Thecont
the position of the display unit 22 (S102). Accord

embodiment,whetherthedisplayunit22isinthev
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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 GrpsichiesR &P 0dtiohhe gerikRlynit 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. WhaWbesptuitipositioandi g whapliginmie2?2 is in the horizontabpesitian (horizontal
position in S102), the control unit 14 acquires the reference time data for the horizontal position (S103).
Based 5 on thePRsidpsxterigaidaRealtionitzlaglitmert@sition, the control unbtaedeidthes the number

of the guidance are?s 54 to be aet (%n the game screen 50, and sets the guidance areas 54 on the game
screen 50 (51045 BT AGHHIBIEdaiR HUH%%P BPRIBEOSH8Ame operation repre@ﬂgb B?ShE reference time

data for thg hogﬁ%%ﬁp&t&%rﬁgdét%ﬁ?%ﬁﬁ&qimg@[ fee guidance areas %ﬁﬁ%%ﬁmpding to the three

types of game operation are set paralle one another. The control unit 14 refers to the guidance

subject period datier Anet@eAMES$HE A GHRRREEHsURiRRINRerigEder the case whersshepdisplay unit 22 is in
the horizontal position (S105). For example, 15 with the horizontal position, the fact that the guidance

subject period Bndhe drnéssatgrithiteand sets the guidance areas

screen50(S104). Forexample,thenumberoftypes

representedbythereferencetimedataforthehori

54 on the game
ofgameoperation

zontalposition

10 isthree, and hence three guidance areas 54 corresp onding to the
three types of game operation are set parallel with one another.

Thecontrolunitl4referstotheguidancesubject perioddata,
and acquires the guidance subject period for the ca se where the
displayunit22isinthehorizontalposition(S105 ). Forexample,

15  with the horizontal position, the fact that the gui dance subject
period is one bar is associated.

The controlunit14referstothereferencetimed ataofthe
guidance subject period (such as one bar) in the ca se 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,
todisplayreferencetimeguidancemarks58(S106). INnS106,based
on the time difference between an elapsed time of t he music piece
atthecurrenttimepointandthereferencetime,t hedisplaycontrol
for the reference time guidance marks 58 is execute d.

25 Onthe other hand, when the position of the displa y unit 22
isintheverticalposition(verticalpositioninS 102),thecontrol

unit14acquiresthereferencetimedatafortheve
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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 refereQ@@f’)‘ﬁﬂé@&iﬁ%’lﬁﬁiﬁ%@@rfﬂfn‘ék‘?l{é‘é,@&%‘ﬁ?e time guidance magtsrafdsigrecuted. 25 On
the other hand, when the position of the display unit 22 is in the vertical position (vertical position in
S102), the conttalafoitthd veguigsoditorefi@rencamben@idatagfor the vertical positigidagsd @rgad he control
unit 14 determines, based on the reference time data for the vertical position, the number of the guidance
areas 54 to be Stt®hatseiRinibesapses TucemdGasdirei§iitfatide areas 54 on tHéaggmarsateen 50

(S108). For example, the number of types 5 of game operation represented by the reference time data for
the vertical posiff FE%S&%&%%?Béfé@%%@%&%&“&gwe%nding to the siﬁW'B%%@ﬁéfBﬁ?e operation

are set pa@IIeld@/' angg Q%%rre{)org%e%ﬁ tﬂ% Vé‘l’éﬂaﬁ glers,to the guidance &é{l&jﬁgtngriod data, and

acquires the guidance subject per e case where the 10 display unit 22 is In the vertical position
(5109). For exasipte:l poditibeiyeitieabrpsiiomaibe dasidiBat the guidance subjeefrreieddmd/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) ineHeesxtpernigetieond alisprrgsaijitaralligl in the vertical posititthoaeanctirols the game
screen 50, to which the guidance areas 54 are set in 5108, to display reference time guidance marks 58

(S110). In 5110, baseﬁ'@ﬁ%ﬁ%@ﬂfﬁ&%@@ KSbsed time of the mBEfE) fLR at the current
time point and %91% @é&@gg&ﬁﬂi{l &Qﬁ C%%é&ﬁﬁéoégéﬁ’g%rtn‘eea reference time ggéd\%ﬂg?e ks 58 is

executed. he co execu valuation processing on the game operation carried out

by the useg (Skidpidy etft PRkt RUMAHRIEPPIIRER$STEbflescribed below is exegyteghagrd on the

reference time data depending on the position of the display unit 2522.

15

withtheverticalposition thefactthattheguida
is 1/2 a bar is associated.

The controlunit14referstothereferencetimed
guidance subject period (such as 1/2 a bar) in the
display unit22isinthe vertical position,and co
screen50,towhichtheguidanceareasb54areseti

referencetimeguidancemarks58(S110). InS110,

ncesubjectperiod

ataofthe
case where the
ntrolsthe game
nS108,todisplay

basedonthetime

differencebetweenanelapsedtimeofthemusicpie ceatthecurrent
time point and the reference time, the display cont rol for the
20 reference time guidance marks 58 is executed.
Thecontrolunitl4executestheevaluationproces singonthe
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
25 22.
FIG.12isaflowchartillustratingtheevaluation processing

on the game operation, which is executed in S111.
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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 pointis 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 referepgedime,nERg firsiupfiadeasithinessaraRdyperiod may be the,sameady Hiffgrent from each
other. When it is determined that the current time point is not in the determination period (N in S201),
the control unitiitdefishisinthecpsaoassiogpbriotisron rde; the control unit 14eaxseuiesdiien10processing
in S112 of FIG. 11. On the other hand, when it is determined that the current time point is in the
determination Pefied iy ReEZHIYMisdiERedItamtcle@siinfines whether or néPafosiiBigition completion
flag is "0" (8202%1. The o?era on completion fla%is information stored in the 15 main memory 18 or the

[
like and represBREOWRE Ré%‘l"?ﬁ%fte{ﬁg‘%ﬁﬂmﬁ@ HEE B8Mh%ouched in the currdhEARRIMIESion period.
The operation ' aligfe - Thevalue O represent ton 52 has not
been toucﬁed.%rmg%%%ﬁraﬁaén hg%fgll'l%geiér%{?rée%{ang tThat the button 52 %@;@%{?g rt%}s}ched. 20 When it

is determined thiad theseperatinicompeiiandgnisdratitéredy in S202), the caatidashbifedoes not
execute processing in S203-S206 of FIG. 12, and executes processing in S207 described later. On the

other hand, when it is\dlessrihisidetenaingd tbptitagion EBidongetisn flag is "0" (Y in SEOX)tithe control unit
14 determines whether or not a button 52 corresponding to the reference time has been touched (S203).

The button 52

10

: W%S%Wﬁ@f@ﬂ@%f&%ﬁ%@mrﬂ@ o8 RiHon 52 to be tou.c:hé‘('Jt WEP?H?@
arrives. The deth{ﬂf)ﬁé?%@ ‘?’r?(%% émgFﬁ%ﬂ%%ﬁfﬁ%?g“ [r;Lthe operation &gnahgigguge% {Fl%m the touch

panel 24. When |

termrthed that the
processing in S112 of FIG. 11.

as no

Ontheotherhand,whenitisdeterminedthatthe
pointisinthe determination period (Y in S201), t
14 determines whether or not an operation completio

(S202). Theoperationcompletionflagisinformati

been touched

currenttime
he controlunit
nflagis"0"

onstoredinthe

15 mainmemory18orthelikeandrepresentswhethero rnotthebutton
52 has been touched in the current determination pe riod. The
operation completion flag takes a value of O or 1. The value 0
represents that the button 52 has not been touched. Onthe other
hand, the value 1 represents that the button 52 has beentouched.

20 Whenitis determined that the operation completio nflagis
not"0"(NinS202),thecontrolunitl4doesnote Xecuteprocessing
inS203-S206 of FIG. 12,and executes processingin S207described
later.

Onthe other hand, when itis determined that the operation

25  completionflagis"0" (Y inS202),the controluni t14determines

whetherornotabutton 52 correspondingtothe ref

beentouched(S203). Thebutton52correspondingt
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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 opergfindias ABRE SAIHEhAL§FaRRh (bffgwiation time takes a pgoativgiyalue when the
operation time is earlier than the reference time. On the other hand, the deviation time takes a positive
value 15 whenthe dpriatioationénisEisidhanide sefermssekbdime. Note that whendhupelisfibay unit 22 is in
the horizontal position, the deviation time based on the reference time data for the horizontal position is
acquired, and wisaa! tpienglgsidyoomine 20mctheangtid4l position, the deviation time based on the reference

time data for the vertical 20 position is a

unit 14 carries out the'SUSIHFERBHRIE
the game gper 'qH §26§ ’ri

QhdsP

g}gﬁir d. Based on the deviation time acquired in $205, the control

Iﬁ@&@ﬁ?f&?&%% ut by the user (S?S@j%ﬁ;éegvaluation of
dinp f%pé(;e\é'emg, whether or not the ggé/'g}' ifime 25

acquired in S2051s in a rﬁéetermlne@ﬂanggqur%%%& Moreoeer, for example, bglseé o’rﬁ1I

he evaluation,

the score represgoieddo Hiel eco1eadaistotestit fiecaaimgnemory 18 is ingisasedéidesirased.

10

15

20

25

later. On the other hand, when it is determined th
52 has been touched (Y in S203), the control unit 1

operation completion flag to "1" (S204).

Further, the control unit 14 acquires the deviatio

betweenthereferencetimeandtheoperationtimea
operation has been carried out (S205). The deviati
anegativevaluewhentheoperationtimeisearlier
time. Ontheotherhand,thedeviationtimetakes
whentheoperationtimeislaterthanthereference
whenthedisplayunit22isinthehorizontalposit
time based on the reference time data for the horiz
isacquired,andwhenthedisplayunit22intheve
thedeviationtimebasedonthereferencetimedata
position is acquired.
BasedonthedeviationtimeacquiredinS205,the
14 carries out the evaluation of the game operation
bytheuser(S206). Theevaluationofthegameope
out depending on, for example, whether or not the d
acquired in S205 is in a predetermined range in S20
forexample, basedonthe evaluation, the scorerep

score data stored in the main memory 18 is increase
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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 ifhe29otiRicoNtaLHRAIh 4 Astarmrinesvuhgther or not the opggaiisezompletion flag
10 is "0" (S208). The case where the operation completion flag is "0" is a case where the button 52 has
not been touchga@dktengiad aieteriodhataniped(@207). WHean it is determinedisoatehaioperation
completion flag is "0" (Y in S208), the control unit 14 determines the evaluation to 15 be the lowest one
(S209). Then, thetébaesPdimelcf Hifsiesertniayioeessiog has dther words, the copitsliviest M executes the

processing in $112 of FIG. 11. On the other hand, when it is determined that the o%eration

completion fladAS N ATEI38)t i BERESILIRR DA Hates 20 the operatiB® dBHPRtion flag to "0"
(5210). Then. {e-gonteL o -nisRssdie piacsRRagtp other words, the GoRtie, yydd executes the
processing in S112 of FIG. 11. Returning to FIG. 11, the control unit 14 determines whether or not an end
condition is satigfied (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

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

10 is"0"(S208). Thecasewheretheoperationcomple tionflagis"0"
is a case where the button 52 has not been touched during the

determination period.

Whenitis determined that the operation completio nflagis
"0" (Y in S208), the control unit 14 determines the evaluationto
15 bethelowestone (S209). Then, the control unit 1 4 finishes the
processing. In other words, the control unit 14 ex ecutes the

processing in S112 of FIG. 11.

On the other hand, whenitis determined that the operation
completionflagisnot"0"(NinS208),the control unitl4updates
20 theoperationcompletionflagto"0"(S210). Then, thecontrolunit
14 finishes the processing. In other words, the co ntrol unit 14

executes the processing in S112 of FIG. 11.

ReturningtoFIG.11,thecontrolunit14determin eswhether
ornotanendconditionis satisfied (S112). Itis only necessary
25 fortheendconditiontobe aconditiondetermined inadvance, and
examplesofthe end conditioninclude whetherorno tamusic piece
hasfinished and whether or notthe score represent edbythescore
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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 dependi%@qgtﬂgdnﬁﬁgggfb%mgdqigﬁ&y 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, Wieensits dete ravitichittaethasnafcamitizicipiece, and can then ptayi¢d¢ygame.
Moreover, depending on the position of the display unit 22, the number of types of game operation which
the user should"éaFiybtheeentel thiAdéaistpstheripee st types of game opergtiofkenitiSponds 15 to the
number of the guidance areas 54 set on the game screen 50, and hence the user can chapge the number
of guidance ar(g&% %aéfedgﬁ'éﬁ%mé‘t&%etﬁ@%&ﬁ%ﬂo& RISy unit 22. For examPe\iHerthhe display unit
(212 isin th%ver{i@#mggmgtr&dm%eé%Quidance areas 54 is more.than that in the case where the
isplay unit 22 1s in 20 the horizontal position. When the number of guidance areas 54 increases, the

number of game operatieasovbiate Hie nHaRashRldd camy-putsagreases, with the regdfetaatdifficulty of a
game can be changed depending on the position of the display unit 22. Moreover, the guidance subject
period is detertiredateiosadimydeoantingositiemasiton display unit 22, andhddistadingibn the
orientation of the display unit 22, as many reference time guidance marks 58 as the game screen 50 can

contain can be‘isplESaE2NRisRIG brangriEsreferenc etimebychanging

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

10 changes the position of the display unit 22, the us er can switch
the part of a music piece, and can then play the ga me.

Moreover, depending on the position of the display unit22,

the number of types of game operation which the use

outcanbechanged. Thenumberoftypesofgameop

r should carry

erationcorresponds

15 tothe number of the guidance areas 54 seton the g ame screen 50,
andhencetheusercanchangethenumberofguidanc eareasb4depending
onthepositionofthedisplayunit22. Forexampl e whenthedisplay

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 guidan ce areas 54
increases,thenumberofgameoperationswhichthe usershouldcarry
out increases, with the result that difficulty of a game can be
changed depending on the position of the display un it 22.
Moreover theguidancesubjectperiodisdetermine ddepending
25 on the position of the display unit 22, and, depend ing on the

orientationofthedisplayunit22,asmanyreferen

marks 58 as the game screen 50 can contain can be d
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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 gamg, bgiggifeENGHNESS 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 displayNutit22thepydse dispéyietisnotimitectexample, informationtrepraisediingna
predetermined period in a reproduction period of a music piece and a reference position which the display
unit 22 should €g&shay ROSusredGhargRTiSAONPES AR eEhalthera#®r example, durvi@Wnusic piece,

the display unit 22 may he brought into the vertical position in a lively period, and the display unit 22 may
be brought intc§RaH %ﬂ?&”&%gfﬁbﬂﬂﬁﬁw@rﬁ%ﬁa KABLC N this way, the game play can be differentiated

bet the livel i ind in.t iG iece. M , le,
etween i%e |veyper$%§g%§;tﬁgpgrlhlmﬁlc ] Méﬂt’%%g%gplece oreover lflcp{ag)é%g}pe

depending on whethe eatw e position of t isplay unit 22 is changed satisfies a

predetermined Goeddigicaseatigiéanemay it geosrR@ssrihat a part of a mysisaldasiplpent

corresponding to the reference time 25 data is not changed. The predetermined condition is, for example,
unit22 atan arbitrary time, butthe position oft he display unit

22maybechangeddependingonthesituationofag

amebeingexecuted.

Forexample,whenthesituationofthegamebeinge xecutedisbrought
10 intoareferencesituationdeterminednadvancea nmageforguiding
theusertochangethepositionothedisplayunit 22maybedisplayed.
Forexample,informationrepresentingapredetermi nedperiod
inareproduction period ofamusic piece and aref erence position
whichthe display unit22 should take may be stored inassociation
15  with each other. For example, during a music piece , the display
unit22maybebroughtintotheverticalpositioni nalivelyperiod,
andthedisplayunit22maybebroughtintothehor izontalposition
intheotherperiod. Inthisway thegameplayca nbedifferentiated
between the lively period and the non-lively period in the music
20 piece.
Moreover, forexample, depending onwhetherornot atime 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
25 dataisnotchanged. Thepredeterminedconditioni s,forexample,

aconditionrepresentingwhetheromotthetimeat

of the display unit 22 is changed is in a predeterm
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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 withfbepesifiRnds pelisgdiitedulicgaeewords, 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 usesehefopietvbaitbagadatpbiititiegddiierdisplay unit 22. Foftiedispig, based on 10
whether or not, at a predetermined time during the reproduction period of the music piece, the user has
changed the po%itiéa sfahrngrprgeametsatishstheeiedRietMimether or not the garc@di®musical
instrument is changed_. For example, when a time at which the user has chan%ed the 15 position of the

display unit 22 FEE8HRGTGIMPRE ISEIHENAFHEf a bar of a music LR ERPBAMY switched. In
other WC.)rdé, Wp)eggtgﬁ &%qiﬁi@gc%fl mzﬂiﬁgﬁyﬁ%{c%@eﬁﬁmpged at a time suitq@&gﬁt%rq%ﬁmiter of the

music piece, the part may be switched from t IS case, the reference
notacquired. In otherwords, the display control

thegamescreen50andtheevaluationprocessingon
are executed by using the samereferencetime data
change in position of the display unit 22. For exa

10  whether or not, at a predetermined time during the
period of the music piece, the user has changed the
the display unit 22, it is determined whether or no

the musical instrument is changed.

For example, when a time at which the user has cha

15  positionotthedisplayunit?2isatimeforapre
of a bar of amusic piece, the part is switched. |
whenthepositionofthedisplayunit22ischanged
as a delimiter of the music piece, the part may be
the bass guitar to the lead guitar. In this case,
20 time dataacquired by the reference time data acqui
is changed from the reference time data correspondi
guitartothereferencetimedatacorrespondingto
Onthe other hand, when atime atwhichthe userh
the position of the display unit 22 is not the time
25  predetermineddelimiterofthebarofthemusicpie
isimposed sothatthe partis notswitched. Inot

thepositionofthedisplayunit22ischangedata
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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. Iggﬁ#@@ﬁg{@éﬂ{p@%@ﬂg@ﬂ]%ﬁ}gg@olw unit 22 is changeghiatR §imggnot 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 refareinsadinepadgtireblydhieareiatkigce time data acquisitiageithiéréferemsd changed, and
remains as the reference time data corresponding 5 to the bass guitar. As described above,
depending on ti@aiatsiditethriRagieEnea g dalBpRAKISHIP22 is changed, byresitiédnig) the change in
part, for example, the user can be prevented from playing a part of another musical instrument starting
from an improp 8 HROE SHBIABI 6 Lk FIE GRHETRHAL on whether or it {RSRE5EYepresented by
the score %ata RNIeLS,842r gﬁg@rmined range, the user may be prompted to change the position of the
display unit 22. For exam[ge, when the score represented by the score data is brought into the

predetermined range, e $bEbésRbEY €1@5peiedMnthetimeatwhich theposition
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.
10 Inaddition forexample dependingonwhetheror notthescore
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 datais
broughtintothe predeterminedrange,andtheuser isclosetoover
15 theendofthe game,the user may be promptedto br ing thedisplay
unit 22 into the horizontal position, thereby decre asing the
difficulty. Moreover forexample,inasituation inwhichthescore
representedbythescoredataisnotwithinthepre determinedrange
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 diffi culty.
(2)Moreover, thedescriptionhasbeengivenofth ecase,as
anexample,wherethedisplayunit22takesthehor izontalposition
and the vertical position, but the position of the display unit
25  22associatedwiththereferencetimedataonlynee dstobeaposition
of the display unit 22 which can be detected by the sensor unit
42. Inaddition, forexample, apositionacquired byrotatingthe
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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 ffisylil posiiéNQISREh ERe desaelipn has been given of ghe.casi:@s an example,
where the display unit 22 takes the horizontal position and the vertical position, but the position of the
display unit 25 g&aissociaitésh withudwe relathegytime datr®nty needs to be a papiioa dduing display unit
22 which can be detected by the sensor unit 42. In addition, for example, a position acquired by rotating
the horizontal poaities ansosied withiGfargicedmaddfides (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 be‘&“@%@ﬂvﬁ’ ﬁé%?@ﬂﬁ%?&iﬂéoaaﬂ{@ﬁ%‘?gnon is the touchn@(ﬁvﬁ{b%_utton 52 by
the user, béjt tl*a[ﬂéggg%g %%rrgtm% g%ﬂnﬁ% %Fﬁﬁoﬁ? @{ﬁé:mhlra@gdltlon, for examm_gbgﬁgﬁ%s?on of the

operation key unit 32 may eration, and various publicly-known operations can be applied
as the game opgradéonsekObt) MO RaMexferfxampiet titdisplay contents of thesgaidieasereen 50 are not
limited to the example of the embodiment. The game screen 50 only needs to display a guidance image
for providing guicedttieoinfeetxample titepecssivpobthedingradithe position of the didgimynind222. In addition,
for example, a guidance image for 15 providing guidance in the reference time may change to a

predetermined 'BRLRERRIREIE ARG Re RS HARIRRUBNENSBY Droviding guidaNéEARF M RSference time.
(5) Moreover, fg neégrgg}l a'lgsdt%%c g% q#gg; Eg n given of the case where the guidance subject period
él 3\? é %t e dis ﬁ

changes depending on e position 0 play unit 22, but the guidance subject period may be the

same length regardlegs)@fisheopesiineeiifedine @y¥piaiictaidiygpver, the guidanceigyiggkperiod may

be data in a table form, or data in a numerical equation form.

screen 50 are not limited to the example of the emb odiment. The
gamescreen50onlyneedstodisplayaguidanceima geforproviding
guidance for reference times corresponding tothe p osition of the
display unit 22. In addition, for example, a guida nce image for
15 providingguidanceirnthereferencetimemaychange togpredetermined
size asthereferencetime approaches, thereby prov iding guidance

for the reference time.

(5)Moreover, forexample,the descriptionhasbee ngivenof
the case where the guidance subject period changes depending on
20 thepositionofthedisplayunit22,buttheguidan cesubjectperiod
may be the same length regardless of the position o f the display
unit 22. Moreover, the guidance subject period may be datain a

table form, or data in a numerical equation form.

(6) Moreover, forexample, based onthe evaluation resultby
25 the game operation evaluation unit 80, a sound may be output from
the audio output unit 36. For example, when the us er acquires a

high evaluation, a sound corresponding to a part of a musical
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(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 posiympw%ﬁgq]gp Bléeoﬁtfﬁlf‘ﬁgﬁptﬁ%séﬁfdwmﬁ)@ﬁﬁﬂﬁ operation evaluag@n unit 80, a sound 5
(such as a tone of the bass gquitar) corresponding to the one or plurality of first musical instruments (such
as the bass guitar) maobexauipigt frthenthe posiim oot uikibI3¢ uMoreover, for exampme,iguhen the position
of the display unit 22 is in the second position (such as the vertical position), based on the evaluation
result 10 by théhgdirsénessienicGhndiasiReiberaants®asitonnd (such as a tone of Baseead eitar)
corresponding to the one or plurality of second musical instruments (such as the lead guitar) may be

output from theeXau 8NE G S NIRRT 08 YBIH8ple, according tofHEPRABSU M ent, the 15
descriptiorgha Qﬁﬂ%gi\éetﬂrg m%gﬁ%yﬁﬁﬁgﬁh&rﬁgﬁgﬂ%qWe data is determiquﬁgrngqﬁh of parts for
ents, e da y needs

musical instru ut the reference ti aon o be as sociated with the position of the
display unit 22 phpaifeot AR SIVEICERHid Ghisehay (d0Brs ihén the horizontal positigzagdithe vertical
position, reference 20 time data representing the same musical instrument part may be specified.
However, in thi®ayseguimdhitentiehdioedfitrehedItndldega associated withvieisforriaomis, position and a
content of the reference time data associated with the vertical position are different from each other. For

example, the |31 RARECHPIENES SRIAHAY A7dHBIRE have a larger numb&FEAMERISHRR times so as to
be higher in d“‘é&%&'%@ tt)gnfﬁgﬂ% ﬁ%er'%rﬁr% %ém%qﬁ\éae\ggpuMoreover, for exarg{:&g,f %Fguﬂresent
er than 0

invention canbe applied to a game ot e music game described in this embodiment. For

example, 1@ MugiciRiesshiBapdiatier Spnshiidiedinepasisdad plurality of musicaldnsisurnsis. For

example, a music piece may be constituted by only a part for a Japanese drum.
oftheleadguitar)correspondingtotheoneorplu ralityofsecond
musical instruments (such as the lead guitar) may b e output from
the audio output unit 36.
(7) Moreover, forexample, according to the embodi ment, the
15 description has been given of the case where the re ference time
data is determined for each of parts for musical in struments, but
thereferencetimedataonlyneedstobeassociated withtheposition
of the display unit 22. For the cases where the di splay unit 22
isinthehorizontal positionandthe vertical posi tion,reference
20 time data representing the same musical instrument part may be
specified. However,inthiscase,acontentofthe referencetime

data associated with the horizontal position and a contentof the

reference time data associated with the vertical po

differentfromeachother. Forexample,thelatter

sition are

referencetime

25 data may be set to have a larger number of referenc e times so as
to be higher in difficulty than the former referenc e time data.
(8)Moreover forexample thepresentinventionc anbeapplied
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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 play, WEAAMEHNIBRINMEIEEARORAaHER Hinto a given Posilenodimbie dame device
10 according to a second embodiment has been devised in view of the foregoing problem, and has an obj
ect of ensuringFids éxahiple Usetugiaysdtergaynima giatgitinediich the user bringpahs fpare device into a
given position. The game device 10 according to the second embodiment may ensure that the user plays
the game in th@lSralByiafnisisaasiarmeisyicer edagmetfNyiven position. A desgRERIVRYiption is now
given of the second embodiment referring 20 to_drawings. {{3-1. Hardware Configuration of Game Device)
A hardware coRAFAISHIG? %%%%f%ﬁé@@f@r%%ﬁﬁ B8'the second embodiment is the same as that
of the firstgmbodimeqé.%&g%&mﬂéﬁ:}sreof 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 Adescriptionis nowgiven ofanotherembodimento fthegame
device 10 according to the presentinvention. 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
10 assumptionthatauserchangesthe positionofthe gamedevice 10,
in order for the user to enjoy the game play, the u ser preferably
playsthegamewhilebringingthegamedevicellin toagivenposition.
The gamedevice 10accordingtoasecondembodimen thasbeen
devisedinviewoftheforegoingproblem,andhasa nobjectofensuring
15 thatthe user plays the game in a state in which th e user brings
thegamedeviceintoagivenposition. Thegamede vicelOaccording
to the second embodiment may ensure that the user p lays the game
inthe state inwhich the game device 10isinthe given position.
Adetaileddescriptionisnowgivenotheseconde mbodimenteferring

20 to drawings.

(3-1. Hardware Configuration of Game Device)

Ahardware configuration of the game device 10 acc ordingto
the second embodimentisthe same asthat ofthefi rstembodiment,
and a description thereof is therefore omitted.

25 (3-2. Games Executed on Game Device according to S econd
Embodiment)

Adescriptionisnowgivenofgamesexecutedonth egamedevice
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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 predefarRinGAPerind sheim aaRiadistiomnpegdatthe music piecgelfigusseris 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 gamefdnraduebtthgausertsiciee tgpaitipasition on the touchtipegwehaddnitene with the
music piece. When the user starts the game , the user selects any of a plurality of music pieces
prepared in add@nBeNhéie thitugdpttet] heseapieceelmis@sadcer]. For each of magh€piéces which
the user can select, a situation (hereinafter simply referred to as "reference situation") of the game in
which the posittSReSHSHE PaHHRURL $¥RGHPbe changed, and a time (hereinafter simply referred to as
"referenceéime") at quﬁigmﬁgﬁggﬂjg@c ﬂUM&’@\‘r‘é}%‘Fg gg out are determinege Wﬂgrgser

changes the position of the game device 10 in the reference situation. Moreover, the user tries to carry
out the game opergéigr abaidine exesiea wilmdhe Fefierehea.time. FIG. ¥Zigrrémgram 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 sagwapetasiehiy thee vyt axsutiespiaced in F1G. 13, on a gamepsedetaiBded lower area
viewed from the user displays buttons 52A, 523, and 520 (these buttons are hereinafter generally and

simply also ref@FBetd UNBHERLISFIANBEHAGAHEFIAUE HRbvided so as to ovEASPRRE eREplay unit 22,
and, for example ion.of er, touching th t 2 corresponds to the. " e qperation”. 50n
S SILREHAN S éﬂsn;ga{gg;é%@g% yﬁ%@gﬁ*@ éi%?/ icd21g° R

the game screen 50, a guidance a € guidance area 54 is an area for guiding the

user in thegrefegeBepsitnatignédn bdshdhadiseeshorld ehaRge the position of dhg gamaiggvice 10, and

shows the reference time at which the user should touch the button 52.
of a game in which the user touches a given positio non the touch

panel 24 in time with the music piece.

Whentheuserstartshegame theuserselectsan yoiplurality
ofmusicpiecespreparedinadvance. Then,thesel ectedmusicpiece
15 isreproduced. Foreachofmusicpieceswhichthe usercanselect,
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'referencetime")atwhichthe game operationsh ouldbecarried
20 outaredetermined. Theuserchangestheposition ofthegamedevice
10inthe reference situation. Moreover, the user triesto carry
outthegameoperationatatimecoincidentwithth ereferencetime.
FIG.13isadiagramillustratinganexampleofth egamescreen
displayedonadisplayunit22ofthegamedevicel 0. Thegamedevice
25 10issized so asto be held by the user. As illus trated in FIG.
13,onagamescreen50,alowerareaviewedfromt heuserdisplays
buttons52A,52B,and52C (these buttonsareherein aftergenerally
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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,fghihside eh taserpiarenseynasis 86). Thg [pference time guidanpg fBpsksso8 and the
reference situation guidance mark 60 gradually move from the right to the left as the time elapses. In
other words, thersefeseneeaimeoyeitiante aigpksy20ib8anradhe reference s ituatfonegaiahpise mark 60
approach the reference marks 56. The reference marks 56 correspond to the buttons 52 arranged in the
area below thea\AGHABOHReSA! IpUfhiNg thadyrsiesd7ceotiidie) at which the blREONSGDIR 1880 be touched
arrives, the reference 25 time guidance mark 58A reaches the reference mark 56A, and overlaps the
reference mark SRS ARFER"2Yime (reference time) at which the button 523 is to be touched arrives, the

reference ime guida F‘eﬁe‘rﬂﬁ)ﬁ )
When a tingl)e (referenncéeﬂtlmeq ﬁ%ﬁﬁc the bgllj to@&%%%ggtg%aef%i%i
guidance markpffhrRacdies Haay afpirncRmaltikphean@dareriaps the referenggemadtdfz@. S For

example, when the reference times corresponding to the buttons 52A, 523, and 520 arrive, the user can
acquire a high sitatiationiycioihehingr o biditbasdahe BeSt and 520. Note thatrivishegareeessarily the
case that the user cannot acquire an evaluation unless the user touches the buttons 52A, 523, and 520

10

15

20

25

device 10, and shows the reference time at which th
touch the button 52.
Referencemarks56A,56B,and56C(thesemarksare
generally and simply also referred to as reference
displayed in a left-side area of the guidance area
forexample,referencetimeguidancemarks58A,58B
marks are hereinafter generally and simply also ref
referencetimeguidancemarks58)orareferencesi
mark 60 are displayed ontherightside ofthe refe
The reference time guidance marks 58 and the refere
guidance mark 60 gradually move from the rightto t
time elapses. In other words, the reference time g
58andthereferencesituationguidancemark6Oapp
marks 56.
Thereferencemarks56 correspondtothe buttons5
intheareabelowtheguidancearea54. Whenatim
at which the button 52A is to be touched arrives, t
timeguidancemark58Areachesthereferencemark5
thereferencemark56A. Whenatime (referencetim

button 52B is to be touched arrives, the reference
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e user should

hereinafter
marks 56) are
54. Moreover,
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rence marks 56.
nce situation
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uidance marks
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2arranged
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10 at times completely matching the reference times, and an evaluation is given depending on a degree
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 saferiea shituatinararifangamask BAqgwiFpetion (rotation digeligriipauhich 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 guittaee: Ahoraikisnedrafddhetefenenogpititation guidance maduionshcisare gradually
approaching the reference marks 56, thereby recognizing the times at which the user should touch the
buttons 52 andi@heteifehedesiyrgdtiereieeteiMRIUSEBNSAould change the poRiibAloraRrgRame device
10. 25As described above, when the game beig&);hxecut d is brought into a predetermined situation

of matching.

(brought into tHEG&FErERES SRakiBRAY, ARG

(his embogment, as AR Witerl el AARHRA MO

viewed from the user Is long In'the horizonta

DELHRIYYSition of the gameB&Y®%0. Note that in
gr.l:tﬂhay unit 22 of th% SmE device 10

irection is referred to as "horizontal position®. Moreover, for

example, as illygitatedsnA 1628 Saah Soigriaiomefdbergamersgieen S0 when thggligmaghunit 10 is in
the horizontal position is referred to as "horizontal state". In other words , when the game being executed

is brought into eévelrsfioemydditianothetritices BRANG2S, theddzdne device 10 frdth thefdhthatontal position

to another position. 10For example, when a music piece bein

reproduced approaches a lively period

(climax), the refdfeRtE Seea8AY tigarrse Hakies ‘f'é?bﬁ?dm@?the user to change #&P63i#Bn of the game
device 1Oi5di3%\?‘§/ﬁgtti.gﬁ[j %@mgu\g e%&}g?erse %n?t%%tga jon guidance marl%%% rg@&lg@ the reference
nta

marks 56, the orie

ion or tne game

screen 50 changes. Ih response to the ¢

ange in the orientation

of the game scrp@iea@otipitiefiRhrRgRAHBRRPSHIQN PEHE game device 10yganevaluation

15

20

25

is given depending on a degree of matching.

Moreover, when the situation of the game being exec

brought into the reference situation inwhich the p
gamedevice 10shouldbe changed,thereferencesit
mark 60 reachesthereference marks56,andoverlap
markss6. Moreover forexample pnthereference
mark 60, adirection (rotationdirection)towhich
change the position of the game device 10 may be sh
Inthisway,theusercanrelyonthereferenceti
marks 58 and the reference situation guidance mark
gradually approaching thereference marks 56, there
the times at which the user should touch the button
reference situation in which the user should change

of the game device 10.

As described above, when the game being executed i

into a predetermined situation (brought into the re

situation), the user changes the position of the ga
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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)\4emed ifrem dig UeRrheAP MARAREJiIRERXample, the display_gg%igﬁthe reference
marks 56 are changed so that the reference marks 56 are arranged on the top side as viewed from the
user. MoreonBicHatexispiyainin b efsitbigtiore iekice. 103, the reference tiviewgeddesmehmarks 58 and
the reference s ituation guidance mark 60 move leftward as viewed from the user, but in the situation in
FIG. 14, the ref&eiengifbejaitraitaldiiaskiemgeiadane reference 5 situatidpagiigare@tahark 60 move
upward as viewed from the user. In other W?I‘dS, s the di(iﬁlay positions of the reference marks 56

change, the digfEYYONN SIYRE KN RHATER'e 83 BUSEA A% hged.  Note that thifs EnBBdiment, as
illustrated i F'%ie]n‘%aﬁoﬂ%?iﬂf@y%@&r%@r? ISplay H{%'ld% F§/the game device J0vigywef 10 from the
int [ ectl IC

user is long in the vertical direction Is referred to as "vert osition". Moreover, for example, as
illustrated in Fifre kérigbr@sipaiationiofdherganasaiearod® when the display ugitsidtds. imthe vertical
position is referred to as "vertical state". As described above, during a lively period of a music piece, 15
the user plays atgamerdayilbertizaggingoginggaesatadsiteutth from the horiZimedlgrfsittmeao the vertical
position, and the user thus plays the game while distinguishing the lively period and the other periods of
the music piecE EHPBAER IR AMSSIBRAARSLLNIGS AN FIG. 14, in a AP Y& a music piece,
agame 20 is gb%g l%%dt(goa éﬁ\ce"f‘tﬁ‘& Eogtsplay control so that the reference time guidance marks 58 and
the reference situation guidance mar move upward as viewed from the user. In this case, during the
lively periggl of the musi; piase it RNSEs RlaYR PrecadRfgralpthr &hine device 10 ispiasaskin the vertical
position, and the user 25 can thus feel excitement. In the game device 10 according to this
embodiment, whigrety pesituaidimalka teemefdeincpesieatimtds brought into the retédance mark

60 for guiding the user to change the position of t he game device
10isdisplayed. Forexample whenthereferences ituationguidance
mark60reachesthereferencemarks56,theorienta tionofthegame
15 screen 50 changes. In response to the change in th e orientation
of the game screen 50, the user changes the positio n of the game
device 10.
FIG. 14isadiagramillustrating an example ofa casewhere
the orientation ofthe game screen50has changed. Asillustrated
20 inFIG.14 forexample theorientationofthegam escreens0Orotates.
Then, for example, the user rotates the display uni t 22
counterclockwise. Forexample thedisplaypositio nsofthebuttons
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.
25  Moreover,forexample,thedisplaypositionsofthe referencemarks
56 are changed so that the reference marks 56 are a rranged on the

top side as viewed from the user.
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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 descgjpjign\isy N %@,tmﬁﬁcaﬁ%% PEdungctions Realized in Ggype Device)
10FIG. 15 is a functional block diagram illustrating functions realized in the game device 10. As illustrated
in FIG. 15, the gaenendeniceylidanckidaskssganibaatarstm@ge unit 90, a pssiiitiogeieaios unit 92, a game
operation detection unit 94, a game processing execution unit 96, a position determination unit 98, and a
game 15 procedsifk pervetiin@it aniewedromtensendd Storage Unit)  inthEsdypiipe data storage

unit 90 (corresponding to the game data starage unit 70 of the first embodimepy) is realized mainly by the

main memory 18 AHa e SRR a8 QUARD SR SR8 M orage unit 20 9 H57ELiER G equired for
executing 8 ga%aﬁgﬁ Eﬁm&% r%ﬁlzg 6@ @gsmg@&%Fores data of a erﬁlétxlgépusic pieces.

FIG. 16 is a diagram illustrating an example of the music piece data corresponding to one music piece. As
lllustrated in FlG.olee thdrasisis pircigaég pudiadas efigisabmusic piece data, refesapsendpkposition data,
and reference operation data. The original music piece data is, for example, general popular music and
the like stored FfaleoRtdheispiyeratintotthe guiddnee astsrence position dabd isa@zotwhich a
situation of the game and a reference position of the game device are associated with each other. In this

embodiment, in the reNETEELIBENDAARRS BE¥ R HUSEXSHIB bf a game and a refé&ette?position of
the

positioninwhich the display unit22 of the gamed evice 10viewed
10 fromthe userislong inthe vertical directionis referred to as
"verticalposition". Moreover,forexample,asill ustratedinFIG.
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".
Asdescribedabove, duringalively period ofamu sicpiece,
15 the user plays a game while changing the game devic e 10 from the
horizontal position to the vertical position, and t he user thus
playsthegamewhiledistinguishingthelivelyperi odandtheother
periods of the music piece from each other. For ex ample, as
illustratedinFIG. 14, inalively period ofamus icpiece,agame
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. Inthis ca se, during the
lively period of the music piece, the user plays th e game while
thegamedevice 10isplacedinthevertical positi on,andtheuser

25 can thus feel excitement.
Inthegame device 10accordingtothisembodiment ,whenthe

situation of a game being executed is brought into the reference
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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 1Qishguldl Bechaneed 86 IRIErRRREARRIIIBRiEOr example, in the refargnegRosition data,
parameters representing the predetermined situation out of the situations the game being executed can
take are storeddébiesliofotnmatnerpspsshivngtted vatarebre situation. Indhésemriodichent, a
description is given of a case where the reference situation of a game represents an elapsed time after
the reproducticsPasPRNRASISaBVERteeh URAPRIaiRSPYS, for example, witatl i EspvetEtime after the
reproduction of the music 20 is within a predetermined period (fof. example, within a climax

iece started ;
period in whicH /RS SR SUE A FBLINER 1A CUbsiined tha the gamdWARRFEREcuted is brought
into the fe%fref&%ﬁ'ﬁg%%gﬁ%é%fﬁfﬁgﬁgePd’éé@ﬂﬂ?cﬂéﬁhe display unit 22 ﬁt&r ;L:nﬁ@&e%' éeference pos
ine IC

ition data are predeter pos Itions out of positions of the game device™ 10 w can be detected by
the position detegtignistibH2o AP HEROSHIERSEMRBY to positions whichiiaa grmeteeyice 10 should

take in the reference situations.In this embodiment, a description is given of a case where the reference
52 do not react. A detailed description is now giv en of this
technology.

(3-3. Functions Realized in Game Device)

10 FIG.15isafunctionalblockdiagramillustrating functions
realizedinthegamedevicel0. Asillustratedin FIG.15,thegame
devicelOincludesagamedatastorageunit90,ap ositiondetection
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)

Thegamedatastorageunit90(correspondingtoth egamedata
storage unit 70 of the firstembodiment) isrealize dmainly bythe
main memory 18 and the memory card 30. The game da tastorage unit

20 90storesdatarequiredforexecutingagame. For example,thegame
data storage unit 90 stores data of a plurality of music pieces.

FIG.16isadiagramillustratinganexampleofth emusicpiece
datacorrespondingtoonemusicpiece. Asillustra tedinFIG. 16,
themusicpiecedataincludesoriginalmusicpiece data,reference

25  position data, and reference operation data. The o riginal music
piecedatais,forexample,generalpopularmusica ndthelikestored

in a predetermined data format.
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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 ?H@?E%Peﬁé@_&@ﬁﬁ&n dataﬁé_%a@aﬁﬂ%i@li?&éﬁm illustrating a datq, sterage 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 reprgduetion afdheantsiopitntosiasifarhodexample, the referanne d<spcatidan data
represents a reference situation (time) where the position of the game device 10 should be changed in
units of 1/8th oVviheaehpitmri inthisefnbashke fidigéEtR scription, illustratedcgpsibereriad by dividing one
bar into eight parts, In other words, FIG. 17 illus ratgf the reference situations where the user should 20

change the po@ti§iFIHR YRR A&l iR ST HANIR SRR Sbar.

As illustFe85iBIG. 17, at each

time point Qf 1/8%@%%@ mggg%rs%agfet@wﬁ%%ﬁ%%rqhange the position of the game device 10 is
e

specified. For examp

, In the re

erence situation 25 In which the position of the game device 10 should

be changed, informatippefastidentibdngadicaisneecrpesitiradvhiet the game device 1Brshmdel take is

stored.

For example, at a time at which information representing the "vertical position" is stored

(timet3), the useesiteindata ihe presitteroinee s devicef $0 to the vertical pogitsiensitbener 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 whR3MRRSIRARSHYES

e FiePsHERYRME position” is stodd

P9)UBe user changes

the position of g?qr%?g&%qgeag%& %r?[éo% %IHOJEZQH%?%%.S%O{H %n other words, the rﬁ%\@ln%frﬁhg time t4 also

means that the gam

IS broug e reference situation.

0 The user plays a game while holding the

game 10 {p thedagtApitAl BYProHaLAEE iMed 3 rieredeeexample. On the ofigadsnd, 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 gamaticmie Wwoldinteipe sjaoneotibeigart detlee vertical position. @ he sksmrd be

changed to a reference position. For example, in t
positiondata,parametersrepresentingthepredeter

out of the situations the game being executed cant

he reference
minedsituation

ake are stored

15 asinformation representing the reference situation
In this embodiment, a description is given of a ca se where
thereferencesituationofagamerepresentsanela psedtime after
the reproduction of a music piece started. In othe r words, for
example,whenthe elapsedtime afterthe reproducti onofthemusic
20 piecestartediswithinapredeterminedperiod(for example,within
a climax period in which the music piece becomes i vely), itis
determinedthatthegamebeingexecutedisbrought intothereference
situation.
Thereference positionsofthedisplay unit22 sto redinthe
25 referencepositiondataarepredeterminedpositions outofpositions

ofthegamedevicelOwhichcanbedetectedbythe

unit 92, and are positions relating to positions wh
50

positiondetection
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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 "tRxis 01 FlShobld IRRENET W desthsnrefelpistopperation data represeipts firaes 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, datariboaimentedsserdpiols idiyidetohicaighivpards is described. Ashilusteaéaddn 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 byPdsitierisaplesitinieel e darae HeERE 198vhichit represented by "ie s6aewtidls to the button

52A. "0" represents that thg button 52A should not be touched. On the other hand, "1" 5 represents that

the button 52A%BRNE'BA G ‘Eféﬁ_k&&.s't“a_t'%?{'%?lsﬁ%a&@% and "C" respecti\r/’é’f}'f)é'bﬁ%"fﬁbnd to the buttons
523 and 580. g aibetane inApsifiered ibak A feluding three bits, atdggsl grpcahyhich is "1 is
data representing a reference time. 10According to this embodiment, based 6n the above-mentioned

reference positipd iatr AN $RIGHENCE MRMIaHPN ddiah eheplay contents of the gagngpegrasin 50 are
determined. For example, when the situation of a game being executed is brought into a reference

situation, proce¥dwrynedduaditietireiséong iotamgrrtibal giosition ection,andthe
horizontal position (second position) in which the display unit
22 viewed from the user is long in the horizontal d irection, are
10 set.

FIG. 17 isadiagramillustrating a data storage e xample of
the reference position data . A"taxis"illustrated inFIG. 17 is
a time axis. The t axis represents elapsed time af ter the
reproductionofthemusicpiecestarts. Forexampl e thereference

15 position data represents a reference situation (tim e) where the
position of the game device 10 should be changed in units of 1/8 th
ofabar. FIG.17,forthesakeofsimpledescript ion,illustrates
dataobtainedbydividingonebarintoeightparts. Inotherwords,
FIG.17illustratesthereferencesituationswhere theusershould

20 change the position of the game device 10 in units of 1/8 " ofa
bar.

As illustrated in FIG. 17, at each time point of 1 /8 " ofa
bar,whetherornottheusershouldchangethe posi tionofthegame
device 10 is specified. For example, in the refere nce situation

25 in which the position of the game device 10 should be changed,
information for identifying a reference position wh ich the game

device 10 should take is stored.
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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 iqgglegggrﬁ%mpﬂggﬁ% Halgdn iﬁfBFﬁ%%Eﬁ{FBB?%Q period after the %leiﬁamgne point
(hereinafter referred to as "guidance subject period") is readout from the reference position 25 data and
the reference operatiaipodaten g ea(lascription is given gftadasemdigfestiepgsititance 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 positthih@arandenieedietetie sbeatippstiag: fiom the time t2 to a tieibaBVEREdfead out.

Based on the read data, g reference situations%idance mﬁrk 60 for Brovidin_ t%lflfil%ance for the reference

position and re ?é’)ﬁegalo thetimet eans thatthe game isbroughti
5 reference situation. Further, for example, at a ti me at which

informationrepresentingthe"horizontalposition" isstored(time
t 4), the user changes the position of the game device 10 to the
horizontal position. In other words, the arrival o fthe time t 4
also means thatthe game is broughtinto the refere nce situation.

10 TheusemplaysagamewhileholdingthegamelOin thehorizontal
positionuntilthetimet sarrives,forexample. Ontheotherhand,
during a period from the time t stothetimet 4 (such as a climax
periodwhereamusicpiecebecomeslively),theuse rplaysthegame
whileholdingthegamedevicelOintheverticalpo sition. Theuser

15 playsthe game after the time t 4 While holding the game device 10

in the horizontal position.

As described above, the user carries outthe game operation
while changing the position of the game device 10. When and what
gameoperationtheusershouldcarryoutaredefine dinthereference

20 operation data.

FIG 18illustratesanexampleofthereferenceop erationdata.
A "t axis" illustrated in FIG. 18 is similar to the "t axis" of
FIG. 17. Inotherwords, the reference operationd atarepresents
timeswhenthebuttons52A,52B,and52Cshouldbe touchedinunits
25 of1/256 " ofabar, 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 butt ons 52A,
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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 areag54 g {80 9amRIEHERHAR BPRIRIRAEBSItEion guidance magk 60 giagsally moves
toward the display positions (reference positions) of the reference marks 56. 15The display position of the
reference situaisoapgesaaratn dkex@nisphsl iuséechieistat e distance betweerriee 18fatgince situation
guidance mark 60 and the reference mark 56 is a distance corresponding to a time until the reference
situation arriveeFep@xXampie Aasairgrrengigiictrefuipaétuation in which thédiseRrerenis change 20 the
&gme device 10 arrives degctéeas%ii the distance from the reference situffxgjon guidance

position of the
mark 60 to the

R AR UG ageR Y

ferPH0Eed on the referen@'6p

orJr"data, guidance

images (s%ch %épé‘géﬁ&cﬁ]gmﬁe%ﬁ Hc&mgﬂ&@%é‘%&ﬂgmg the 25 user for reference times after the

current time poin

are disp

ayed on the game screen 50. For example, in the guidance area 54 on the

game screen 50, the refanange e Bradance éapecsiatiygtreisally move toward thepdigii@ndositions
(reference positions) of the reference marks 56.

10

15

20

25

buttons 52B and 52C. In other words, it is conside
including three bits, at least one of which is "1",

representing a reference time.

According to this embodiment, based on the above-m

reference position data and reference operation dat

contents of the game screen 50 are determined. For
the situation ofagame being executedis broughti
situation, processing of guiding the user to change

of the game device 10 to a reference position is ex

FIG.19isadiagramillustratingdisplay processi

gamescreen50. Inotherwords, FIG. 19isadiagr
arelationshipbetweenthereferencepositiondata
situationguidancemark60,andarelationshipbetw
operationdataanddisplaypositionsofthereferen
marks 58.
Whileamusicpieceisbeingreproduced dataina
period after the current time point (hereinafter re
"guidancesubjectperiod")isread outfromtheref
dataandthereferenceoperationdata. Here,ades
of acase where the guidance subject periodisape

from the current time point. For example, when the
53

red that data

is data

entioned
a, display
example, when
ntoareference
the position
ecuted.
ngforthe
amillustrating
andthereference
eenthereference

cetimeguidance

predetermined
ferred to as
erenceposition
criptionisgiven
riod of one bar

current time



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 ngr,lﬁgﬁaq%qases. 10 MQF@%B@%HW&&&@E@W@%W& 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 topmnaniderdationaroniespoereding to a referencenpesition assedgiededwith 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 irfgseeeiatbaceasitdrifion afesamieprilpabpm@litbr the game screedse Maskecuted so

that the orientation of theﬂﬁfgmeﬁgeen 58 is directed to an orientation corresponding to the reference
position associated’ Rt Hled I RAESHSITR W FRIYI ntation correspondiABAE IREPSference

situation is?an (ﬁﬂ%a}mgé nmﬁﬁgﬁgg?&%%gmiﬁg W%%q&qme device 10 talgqgrg?]%éﬁ%%nce position,

and the reference position a rientation o game screen 50 are associated with each other in
advance. For exafplpidaacisnipycopsrRldarxaripiedepdhaieS when a referenggsiguasiesrarrives, the
orientation of the game screen 50 is changed from the horizontal state of FIG. 13 to the vertical state of
FIG. 14. Re€turning 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, fSP%WBI'&%?%‘FQE% HHEERAGAIRBHE ion 5 of a music FB¢EMSRs, and a
score data represe ti C%%%orré e%ﬁcléss ﬁugg%ﬁﬁl{rl nce m](;n%%core data chan%?grg%jy&}hﬁ based on an
) t [Gation, a val

evaluation made for the User. For example, w e user acquires a high eva ue of the score

data incragses{andbersthaeaed sian fimd rsenseppiies a low evaluatiofea yaduthef 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 controlcuni¢dtirhepdiots sp laneaios foegeegesineevarious kinds of ddié. tedrexstongd, in the game
data storage unit

intheguidanceareasb4onthegamescreen50the referencesituation
guidance mark 60 gradually moves toward the display positions

(reference positions) of the reference marks 56.

15 Thedisplaypositionofthereferencesituationgu idancemark
60isadjustedsothatthedistancebetweentheref erencesituation
guidancemark60andthereferencemarks6isadis tancecorresponding
to atime until the reference situation arrives. F orexample, as
atime untilareference situationinwhichtheuse rshould change

20 thepositionofthegamedevice 10arrivesdecrease s,thedistance
fromthereferencesituationguidancemark60toth ereferencemark

56 decreases.

Similarly, based on the reference operation data, guidance
images (such asreference time guidance marks 58) f or guiding the
25 userforreferencetimesafterthecurrenttimepoi ntaredisplayed
onthegamescreen50. Forexample,intheguidanc earea54onthe
gamescreen50,thereferencetimeguidancemarks5 8graduallymove

54



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 %M/Qr%tﬂé’cﬁ%‘ﬂﬂa( 'g'sﬁ?tiﬁeéjéi@ﬂeﬁéé?{%@ﬁf&ﬁéﬁ‘it) The position detggtiqp:eniLdL (corresponding
to the position detection unit 72 according to the first embodiment) is realized 25 mainly by the control unit
14 and the senspirkg§642. 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 intégrdisiayRRERModthe refetRBGEdIME Beidiercl0, and the positieiFrifBgame device

10 means the position of the display unit 22 and the game operation detection unit 94. 5The position
g/ g%{aelo based on a dePXHBRESIYHANEE the sensor unit

s aem R e opslionleterionunl 2 detects he vericghpgy gy

evice 10. 10Note that various'p

detection unit SPLEELSHB '
42. Accorcgng
device 10 and

IRBFERE Y SINgS

orl zontal pos ition o € game

methods can bgtapeliad tRe reference time arrives. Forexamp

time guidance mark 58A to the reference mark 56 dec reases.

10 Moreover, according to thisembodiment, the displa ycontrol
for the game screen 50 is executed so that the orie ntation of the
game screen 50 displayed on the display unit 22 is directedtoan
orientation correspondingto areference positiona ssociated with
the current situation of a game being executed. Fo r example, a

15 descriptionisgivenofacasewhere,whenthe game being executed
isbroughtintoareference situation, the display controlforthe
gamescreen50isexecutedsothattheorientation ofthegamescreen
50 is directed to an orientation corresponding to t he reference
position associated with the reference situation.

20 The orientation corresponding tothereference sit uationis
an orientation of the game screen 50 when the game device 10takes
the reference position, and the reference position and the
orientation of the game screen 50 are associated wi th each other
in advance. Forexample, the display control is ex ecuted so that

25 when a reference situation arrives, the orientation of the game
screen 50 is changed from the horizontal state of F IG. 13 to the

until the arrival of the reference time at which th

touch the button 52A decreases, the distance from t

vertical state of FIG. 14.
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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 Urﬂ%ﬁfrr(ﬁf%{f@ﬁ?@f‘i@f‘ﬂw NROADE AR detection unit 78 of thg st
embodiment) is realized mainly by the control unit 14 and the touch panel 24. The game 20 operation
detection unit 94 detitiih agahee aps@hoedandeddauta pydheeusiaiaThe game operation dghgtection unit 94
detects the game operation based on an operation content received from operation means operated by
the user. Accor@ipigienting ensiiodiiore of dcrasraiping Bxe¢4atk operation detectibhti@i@@zedetects a

game operation 25 b ﬁchéerminin whether or not the button 52 is touched by the user based on an

operation signdl Sty ol REIORSE BARREIBLE me Processing ExSERIRATEHAB The
game ProG?S,S'BQa%GQHW&H@Ea?@,'ﬁr{ﬁﬁl&%qerﬂﬂia%ﬁyggé%tcontro' unit 14. Tnﬁ graracessing
execution unit 96 executes game processing corresponding to a game operatlorg getected by the game
operation detegtiggepaiteIorbae 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 ersusatanihaifes iprnalgsdaged on arteyglame processing dmmespddding to a

game operation is game processin

ection resu

example,jihe gasaeRERHRSHINESLUHBR, M Kb RMaLIes

15

At a time point of a start of a game, an initial va

for the score data.
Notethatthecontrolunitl4functionsasmeansf

various kinds of data to be stored in the game data

90. Moreover,the controlunit 14 functionsas mea

(updating)thevariouskindsofdatastoredinthe

unit 90. Moreover, data stored in the game data st

is not limited to the above-mentioned example, and

bythegamedevicelOforexecutingagamemaybes

e game operation det

executed as a result of detection of the game operation. 10 In this

embodiment, a4 RsHoh ??é%ﬁ?%wﬁﬁ@@%ﬁ@%qﬁgeﬁ'ue game processfitPEEYAYBBRRIng to a game
operation, game proces 'ré%g&%vﬂ%%?{ageg&%msﬁ@%ﬁ%%? carried out by thehuol e iﬁhee?eﬁé ed based on
e y ec .

the reference operaﬂlon ata and a

10h uni
edatadecreases.

lue may be set

oracquiring
storage unit
nsforchanging
gamedatastorage
orage unit 90
data required

tored. Inaddition,

20 for example, image data for the horizontal state an d image data
for the vertical state may be stored.
(3-3-2. Position Detection Unit)
Thepositiondetectionunit92(correspondingtot heposition
detection unit 72 according to the first embodiment ) is realized
25  mainlybythecontrolunitl4andthesensorunit4 2. Theposition
detection unit 92 detects the position of the game device 10.
According to this embodiment, the display unit 22 a nd the game
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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,seplRARRIIRAREHHRIRASESuéRsame Position Determinatien dgitkddne position
determination unit 98 is realized mainly by the 25 control unit 14. The position determination unit 98
determines wheiitresawhot¢hie phegjtiore abiiee garaadiaeicesilO detected by thgopositiogatetection unit 92 is
a reference position associated with a situation of a game being executed. For example, the position
determination Gi§Yio8 Hereeansdse whdHahefdhendisiiangekéduted is brought intensl ieReaMe situation,
whether or not the position of the game device 10 detected by the position detection unit 92 5 is a
reference posit?@r‘?rﬁé'ggc‘iiﬂgﬁtwmﬁwegféference situation.  The position determination unit 98
determine%, by compalri{%%tﬁwﬁ%%aiw%ﬁag?eggrfﬁé;&ﬁﬁ ented by the game ﬁigfjmg)n data and
re n data wit

the reference situation represented by reference positio each other, whether or not the game

being executedjha® Y\IeenoBasehd i@ dhectiviesriing sitHation. According todhéseimkRadiment, by
determining whether or not an elapsed time of a music piece being reproduced is within a period

represented byAteordiegtativeesitaadions Witsbesidonstieetiqgame being execotsiidgetests brought into

the reference situation is determined. 15Moreover, the position determination unit 98 determines, by
theverticapositionothegamedevicelGandhe horizontaposition

of the game device 10.

10 Note that various publicly known methods can be ap

the method of detecting the position of the game de
on the detection signal of a gyro sensor, an accele
or the like. For example, when the game device 10

camera, the position of the game device 10 may be a

plied to

vice 10 based
ration sensor,

includesaCCD

cquired based

15 onachangeintheimagessuccessivelyphotographed bytheCCDcamera.

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

The game operation detection unit 94 (correspondin gtothe
gameoperationdetectionunit78ofthefirstembod iment)isrealized
mainly by the control unit 14 and the touch panel 2 4. The game

20 operation detection unit 94 detects a game operatio n carried out
bytheuser. Thegameoperationdetectionunit94 detectsthegame
operation based on an operation content received fr om operation
means operated by the user. According to this embo diment, for
example thegameoperationdetectionunit94detec tsagameoperation

25  bydetermining whether or notthe button 52 istouc hed by the user
based on an operation signal supplied from the touc h panel 24.

(3-3-4. Game Processing Execution Unit)
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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 posyifjogdsWiRiBR OIS MG dHire8R RAIR’er o not the positign;gf e game
device 10 is the reference position is determined. 25(3-3-6. Game Processing Restriction Unit) The
game processitig¢eatruitinmunit A€ihisepalizadimgixdg ljothe control unit 14irfidecexkeantesdetermination
result by the position determination unit 98, the game processing restriction unit 100 restricts execution of
the game procE8sNePrasfehing peifesarsdipg tha grinfopriatiesihg execution uelitg8d&kEh€orresponds to

a game operation detected by the

ame operation detection unit 594.

For example, when the

position deternfARFORUAN ‘?:fS&?%HPB% ermiff R ERirrent position SFUB'G5FTE'08vice 10 is a

reference gosit,igfg‘,ti
processing by the game processin

RN RIAGRGRNL LRSI ISHAI YHELQG restricts the exe_“g‘t‘é“fﬂo%fe@%‘?n ame

10 execution unit 96. For example, in thi

case, even when the user

touches the bugpinaatitieiey guabaiacasRing prtsediiy die touch is not exeguidshtingr£xample, by
providing control so that the button 52 does not react, the execution of the game processing is restricted.

Although in thigambodarasian asraedathvoyfthreivseyaars pftesissing 15 restrictiop@sssd®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 8B RBEFESaYPROFSSRRAEINIHRALBEBOFE game proces<itSEEfction unit 100

is not limited to fhis cass

DOCAFINGISRIASHRR unit 100 only needs 19 ¢

%%O the game

N .
processing thabis exec g-gebgy %ﬁe game processing execution unit 96. In other woﬁ%rfifhe game
processing resi@sicB BBk MAescription is given of acas

gameprocessingcorrespondingtoagameoperation,

of evaluatingagame operation carried outbytheu

ewhere, asthe
gameprocessing

serisexecuted

based on the reference operation data and a detecti on result by
the game operation detection unit 94.
15 Forexample,thegameprocessingexecutionunit96 evaluates

a game operation based on a deviation between the r
representedbythereferenceoperationdataandat
referredtoas"operationtime")whentheuserhas

outhegameoperation. Forexample asthedeviat

eference time
ime(hereinafter
actuallycarried

ionintimebetween

20 thereferencetimeandtheoperationtimedecreases ,theevaluation
forthegameoperationincreases. Dependingonthe evaluation,the
value of the score data increases/decreases.

(3-3-5. Position Determination Unit)
The positiondeterminationunit98isrealized mai nlybythe

25  control unit 14. The position determination unit 9 8 determines

whether or not the position of the game device 10d

positiondetectionunit92isareference position
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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
10ina referengesmgggmrb%ap@e%;q%te@&nggpp%g cuted by Game Qgyigsdifdext, a description
is given of processing executed by the 5 game device 10 . FIG. 20 is a flowchart mainly illustrating proces
s ing relating tajthermiaagoh imicgBioaieniinepracassiogaxedyied by the gamendexiseutddi i$he control unit
14 executes the processing illustrated in FIG. 20 in accordance with, for example, the program stored in

the memory cabtiogghtl D alrgéeranres ipitPpioRoVReshether &®btrol unit 14 starts tHee@S®HRIEtion of a music
piece (S301). The control unit 14 re%ds out the reference position data and the reference operation data

in the guidanc& 5158 NeABYCE AT BRARS BOE AR URESEIR the game screerF8Y(43b%3. In S302,
based on tfls-ue ti@g @égéﬂggg%éjﬁ&e&g\%%%ﬁnﬁ?rgm%ﬂf the music piece ebtetgﬁu%gﬁ.nt time point
n

and the reference situation etween the elapsed time and the reference time, the display control for

the reference situatiorr gelistneshianaes B aimsh et s aegaenitidaepguidance marks S&isnax@aaged.

thecurrentsituationofthegamerepresentedbyth
dataandthereferencesituationrepresentedbyref

data with each other, whether or not the game being

egamesituation
erenceposition

executed has

10 been brought into the reference situation. Accordi ng to this
embodiment,bydeterminingwhetherornotanelapse dtimeofamusic
piecebeingreproducedswithingperiodrepresent edbythereference
situation, whetherornotthe gamebeing executed h asbeenbrought
into the reference situation is determined.

15 Moreover, the position determination unit98 deter mines, by
comparingthepositionofthegamedevicelOdetect edbytheposition
detection unit 92 and the reference position associ ated with the
referencesituationbythereferencepositiondata witheachother,
whether or notthe position of the game device 10i sthereference

20 position. Forexample, by determining whetheror n otadeviation
betweenthepositionofthegamedevice 10detected bytheposition
detectionunit92andthereferencepositioniswit hingpredetermined
range, whether or not the position of the game devi ce 10 is the
reference position is determined.

25 (3-3-6. Game Processing Restriction Unit)

The game processingrestriction unit 100 is realiz ed mainly
by the control unit 14. Based on a determination r esult by the
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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 congglivipit dérerBindtish DR YAIgRREsRR LGN @ game operatipn.gariigs out by the user
(S304). The processing executed in S304 is the same as the processing (refer to FIG . 12)
executedinSillinthieficiendtadisnextécatidnaaiaberipiion theesisiagherefore omitted., whi€bnighe 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 pREeUmes BythaspRErteerRrSINOLYes Winmend8fcen 50 based orrBdeTERSROEPDSItion stored
in the reference position data, _éSBC()g?é. For example, the display control for the game screen 50 is
executed so thif HGEARELRHLE Y %eaipé((t,?l?@pm%n%ﬁ {3on correspondifit&FiRa Yeterence position.
For exampge, vg)en 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 gaagafsaidhis shadigesiEamiinanitierl position to the hggirabposition, the
game screen 50 changes from the vertical 15state of FIG. 14 to the horizontal state of FIG. 13. The
control unit 14 deguingsettizaptuticurientheogiinealdbiz @aoehdsed on a detection Eigridl sf ghe sensor unit
42 (S306). The control unit 14 determines, by comparing the position of the game device 10 acquired in

S306 and the rEHSERCE ROSHIOR sIBFeAFNSORMEFERNENESHISERIDN data, whether o4t #09 position of

the game devi Is.ar ition AR When it is determi ition of the
game device 1%8|S§%ﬁr§éfﬁeere§{r%§Héo%%%%%%ﬂFﬁg%%l,%@ﬂprocessing proceeht]:igég?})g éé%lfe?n& §é1er words, the
position afghe gageatpMich 6. IB& erafffsemagiPeadtiafmnd the evaluation RipeAsHe PN a game
operation carried out by the user is thus executed without restriction.

15

touchesthebutton52,theevaluationprocessingca
isnotexecuted. Forexample byprovidingcontrol
52doesnotreact theexecutionotthegameproces
Althoughinthisembodimentasamethodfortheg
restrictionunitl00restrictingthegameprocessin
the button 52 is restricted so as not to react even
touches the button 52 is described, but the restric
the game processing restriction unit 100 is not lim

case. ThegameprocessingestrictionunitLOConl

usedbythetouch
sothathebutton
singisrestricted.

ameprocessing

g.,thecasewhere
when the user
tion method by

ited to this

yneeddarestrict

20 thegameprocessingthatisexecutedbythegamepr ocessingexecution
unit 96.

Inotherwords, thegame processingrestrictionun it100may
restrictthegame processingbythe game processing executionunit
96whentheusercarriesoutagameoperation bye xecutingprocessing

25 different from ordinary game processing (namely, ga me processing

foracasewherethedisplayunit22takestherefe

Forexample,whenthe usertouchesthebutton52,a
60
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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 resHlHQ%ér@%H]%FQ%EE%\?Q?@%%HWM@%W@ while the execug%@f‘ﬁ%e@ﬁgluaﬁon

processing on a game operation is restrict
operation completios 10flag iefdrerite mpstiationagareplatmn. flag is updated to "0".

, when the determination period reaches an end, and the

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 deteffthdtionessithExeamedRy fmslee sfavieednd 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.NeXt'\f\/ﬂ%?ﬂf%cﬁ_bﬁgm%%fﬁ{gf?ﬁé”égl & ftion is satisfied (Y §rP%
unit 14 flnlghes tg}ﬁ&@ﬁgé%nglmlm%%m@qned that the end ¢

20 the process?ng returns to S302.
situation of a gasRgiRpiDIeRedted is/Bresahbifie privignce situation, the resjristutisdmp

According

he above-mention

), the control

ition | jsfied (N in S309),
gg %ﬁ@é%g\%%@bieo, when the

osed 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 inthecfemnmdeviessitibnl Eheentividsiiddreretidetie user plays the derpeoedskingie game

device 10 is placed in a given position. )
brought into a #li-‘ﬂéf*@rﬁ%@'@ﬁl%ﬂ%ﬂ] ARG TR BR%MAtion of the game sBi@

Moreover, when the s ituation of a game being executed is

1 YHentation

corresponding%??Eeae{ﬂﬁgQﬁé%?glit'og,rda%)ptimal game screen 50 which is realized when the game

device 510isi

10

15

20

25

e reference sitdation cah be provided for the user.
Asillustratedin FIG. 20, first, the control unit

thereproductionofamusicpiece(S301). Thecont

out the reference position data and the reference o

in the guidance subject period, and provides contro

thegamescreen50(S302). InS302, basedonthet

betweenanelapsedtimeofthemusicpieceatthec

and the reference situation and between the elapsed

reference time, the display control for the referen

guidancemark60andthereferencetimeguidancema
The control unit 14 determines whether or not the

situationofthegameisinareferencesituation(

itisdeterminedwhetherornotthe elapsedtime of

athecurrentiimepointiswithinaperiodrepres

situation stored in the reference position data. W

determinedthatthecurrentsituationofthegamei

situation (Nin S303), the controlunit 14 executes

processingonagameoperationcarriedoutbytheu

processing executed in S304 is the same as the proc
61

14 starts
rolunitl4reads
peration data
| to display
ime differences
urrenttimepoint
time and the
ce situation
rks58isexecuted.
current
S303). InS303,
themusicpiece
entedbyareference
hen it is
snotareference
the evaluation
ser(S304). The
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(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 gamefigyies) QN 2 R eNAMaRsiioRoMmiauch on all the butigns,haisimgidated, but touch
on only some of 15 the buttons 52 may be invalidated. For example, a game operation corresponding to
game processitigitodiesresiretted onaydae 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 operalisrodzeribansliviiethi igstatenninsddbrité® with one another. FYBERY is a
diagram illustrating the osition data in Modified Example (1) of the secand eml%odiment. As

reference
illustrated in FI& '98:921@%%%%6%@ EIRESS M ddrhe processing to 25 BEPYERET by the game

processin%res% ?Hﬂﬂd‘rﬂ-tljdfo& 8535@?9%@%3%%{%%8' lfgfe(ﬁence position data. g%%lmpégnwhen atime

t3 arrives, and the user does not place t

ay unit 22
50 based on areference position stored in the refe

data,(S305). Forexample,thedisplaycontrolfor

50isexecutedsothatthegamescreen50isdirect

rence position

thegamescreen

edinanorientation

correspondingtothereferenceposition. Forexamp le,whenthegame
10 device 10is changed from the horizontal position t othe vertical
position, the game screen 50 changes from the horiz ontal state of
FIG. 13 tothe vertical state of FIG. 14. Ontheo ther hand, when
the game device 10 is changed from the vertical pos ition to the
horizontal position, the game screen 50 changes fro mthe vertical
15 state of FIG. 14 to the horizontal state of FIG. 13
The controlunit 14 acquiresthe position ofthe g amedevice
10 based on a detection signal of the sensor unit 4 2 (S306). The
control unit 14 determines, by comparing the positi onofthe game
device 10 acquired in S306 and the reference positi on stored in
20 the reference position data, whether or not the pos ition of the
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 10isa
25 referenceposition andtheevaluationprocessingo nagameoperation
carried out by the user is thus executed without re striction.
When it is determined that the position of the gam e device

62



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 574\ s RELTRIHIEIRG: RAFRhIR hagigripatigshresult by the positigg,dgfgrngination 10 unit

98, the game processing restriction unit 10

according to Modified Example (1) restricts, among game

operations deteetmichyttireggameiopefatencdalteation proitéssithe execution of gamerpeogams ing
corresponding to a game operation associated with the situation of a game being executed and the
reference positRRerdtiGieariee aws by risei4h3N8). dnBtbajame operations deté@iidsl iByNiRe game
operation detection unit 94, game processing corresponding to a game operation which is not as sociated
%5 ﬁ@ﬁ)‘r@'&?‘l‘ﬂr&s, of the game

with the situati§A%H ' GHRRPURITR

operationsgd
correspondi

o0 some of the game operations determined

_ QHH% eFéfference position ist _
neé‘it)%%%@(n 682 ‘?n‘é%‘gf@r%%rgﬁtgﬁﬂﬁn m&%‘géhe execution 20 of game Rigeessing

ased on the situation of the game being

executed and the¢aisy encBRRSIBY) iBd @SHigtRdn proddespiglirg to Modified Exasopley brihe game
processing restricted by the game proces s ing restriction unit 100 maybe changed 25 depending on the

situation of a gtira¢obenig srtexesdtaddNotefinaivdalpdsitiexe (2) Moreover, for extéengiéiheccording to the
embodiment, the description has been given of the case, as an example, where a reference situation

represents Wh@[}‘@H%rﬂmrﬁf@?émaﬁ@W@%i“%‘%‘ﬁéﬁ?ﬁiece is brought infed pHogE &N
but the referenagtén#tﬁég%@gﬁ)g%% ﬁ%%%ﬂ et% éﬁlgn%gmﬁl% rﬁﬂ?q épe reference 5

which the gam ple, the reference si

e can

al 10N, T0r exa

S

ined period,
ﬂgﬁlgnbe a situation

uation may represent

whether gpnothg geare {IgPEpeated Byifeaeartadatausdatought into a predetegtgedrrange. In this
case, for example, when the score represented by the score data exceeds a reference value, the

15

20

25

Thecontrolunitl4determineswhetherornotane
is satisfied (S309). Itis only necessary for the
to be a condition determined in advance, and exampl
condition include whether or not a music piece has
whether or not the score represented by the score d
predetermined range.

Whenitis determinedthatthe end conditionis sa
in S309), the controlunit 14 finishes the processi
not determined that the end condition is satisfied
the processing returns to S302.

According to the above-mentioned game device 10, w
situation of a game being executed is brought into
situation, the restriction is imposed on the user s
operation is not evaluated unless the user plays th
thegamedevice 10is placedinareference positio
ensured that the user plays the game while the game

placed in a given position.
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ndcondition
end condition
es of the end
finished, and

ataisin a

tisfied (Y
ng. Whenitis

(N in S309),
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o that a game
e game while
n. Thus,itis

device 10 is



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. perexaMpiRAR&ilyaiBRedahab & puaie piece, in a casetmr%lggﬁtgame device
10 is to be placed in the vertical position, as the reference pos ition, the hori zontal pos ition may be
defined . In othietc{lefeksisdsitins @asy chdrginivaasnen determination uniti@Bofigiegeres that the
current position of the game device 10 is a reference position, the game processing restriction unit 100
restricts the ex8iRRM@PIheraE PrcesesRagdinatie gapireocessing executidi® BARIBS.25Moreover,
the description has b_eengiven of the case, as an example, where the reference sgsition includes the

horizontal posifirPBHEFhAReRAF PRSI Bl FRAIZRSG LMD Bbsition is not limREETEHBYESositions, and
the refere@e pﬂﬂggﬁ tﬂ@l)‘e@@r%%é%#ﬂ?aﬁ oggi]oge rmﬁo%ﬁrﬂ? device 10 which (‘ratﬂé)gsg?tected by the
sensor unit 42. In addition, for example, the reference position may be the position acquired by rotating
the horizontal 5 positign WhdsfirRie & iamisfes3 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 operatidatbartieprsenyitveniserisntiéngaditoon the button 52, buthlesegone operation is
not limited to 10 this case. In addition, for example, depression of the operation key unit 32 may be the

game operatiof HRHBFYULESGHRER RBBVEN SHERARMSAFRRDEMUPBREd as the garftEbpBaifon. Similarly,
the game proc%ﬁiggt%%rggﬁ%oimgg Ittge%%?r&eﬂ%;ﬁgg@&i Dot limited to the ex : grl]e of the embodiment.
1 0 '

Processing to be executed as resu a garmrie operation may be applied as the game processing.
10 (1) For example, according to the second embodimen t, the

description has been given of the case where, when
ofagameisbroughtinto areference situation, an
not place the game device 10 in a reference positio

on all the buttons 52 is invalidated, but touch on

the situation
dtheuserdoes
n, the touch

only some of

15 thebuttons 52 may be invalidated. Forexample, a game operation
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

20 10, and a game operation carried out by the user ar e associated
with one another.

FIG.21isadiagramillustratingthereferencepo sitiondata
in Modified Example (1) of the second embodiment. Asillustrated
in FIG. 21, game operations corresponding to game p rocessing to

25  be restricted by the game processing restriction un it 100 are

associated with the reference position data. Fore

timet 3 arrives, and the user does not place the display u
64
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(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 exm%éh%g%ygtmﬁc&ﬁmi%s&%&mm ithh00 may provide a regj[jetiy ipavhich the
game processing for the game operation is not executed, by imposing a 25 restriction on the detection
itself of a gamehopenaindne thecgame tpscatienedeteation unit 94. In this casepriste’xinyple, the touch
panel 24 may be turned off. (6)Moreover, for example, the present invention canbe applied to a
game other thadAupl eRUER Rjataes PRB prskeACiip/eetiestEsteBe applied to a game in which game
processing correspondinlg to agame operation carrjed out by the user is execuéed, and the user changes

5 the position of the gXIAE A/t XYM WHERRLDEbN of the ga ¥ Ves: ANANMHEE for example, the
e » . ) : i which th ) ith a ch ter.
present inyen |agé§rﬁéﬁb§%%0#ﬁé§r@@mHlpggq@m%gpl%ﬁh e user commuqr:?ggeggowl a character

In this case, for exa ce situation is a situation in which a predetermined game event
occurs. When @@ Riliiditopriscé Ssiig ught diish core ke et Sitsl a8 sthe user changegsdths2ossition of the
game device 10, thereby communicating with the character. As in the embodiment, when the position of
the game devidesticiethondhingase, Ryadatiiaplerotessirgaution of game processimglitondsponding to the
game operation carried out by the user for 15 communicating with the character is restricted.
Moreover, for e¥4iARR2AniS PrELER HHGEntion may be applied to a shooting game and a role playing game
in which the user play%éggogﬁg}?%@frﬂ%%%tbqg %ﬂb%ﬂ?%ﬁgglﬂ O%thaect. In this case,_Ean{ﬁfaet{grqce situation is
stermined 20 enem

a situation of a case where a pre appears. When the situation is brought into a

reference gituafigip ek garitapare Rmgostinaiehtirigantedevice 10, therebyfightiing apainst the
enemy. As in the embodiment, when the position of the game device 10 is not changed, for example, the

execution of gaviuelifisntiessimg e(rresioctdjagtntgagenpearpioation 25 carriechedetpctbehyser for

attacking the enemy is restricted. Moreover, for example, the first and second embodiments may be

combined. In otASIARSRRSAIEIeRCHoR IR MEeians ofyameprocessing
corresponding to a game operation associated with t he situation
ofagamebeingexecutedandthereferenceposition . Inotherwords,

15 forexample,ofthegame operationsdetectedbythe game operation
detectionunit94,gameprocessingcorrespondingto agameoperation
whichisnotassociatedwiththesituationoftheg amebeingexecuted
andthereferencepositionisexecuted. Thus,oft hegameoperations
detected by the game operation detection unit 94, t he execution

20 of game processing corresponding to some of the gam e operations
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
restrictedbythegameprocessingrestrictionunit 100maybechanged
25 dependingonthesituationofagamebeingexecuted andareference
position.
(2) Moreover, forexample, according to the embodi ment, the
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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 PSIERIEAHLOFNRASINE P BPEEAgetestian meafs for detecting apagifiga gf display
means; reference time data acquis ition means for acquiring, frommeans for storing a position of the
display means aifist satersned dimepcsantspreshototgatiieference time at whighrddacdtisetisteould carry out
10 the game operation in association with each other, the reference time data associated with the position
of the display reéamugiieiaee iBPIpIpbETbA RISRRIBONI NRSERE; display corit@sl Rigahe for controlling

the display means to display a guidance im%ge for guiding the user regardinr?ﬂ%we reference 15 time,
based on the rERFEESHIHRIG AR Loy S SRR TR S osition of the displal THESIEHENRSed by the

position deéectgi{bé@gﬁr}ﬁéy be 9@%%9&%?8‘%98@%%%%6@@5 for detecting tt}ﬁ&ﬁjﬂﬁrﬂggraﬂon carried

out by the user; an

In addition, for example, the reference situation m
whether or not the score represented by the score d
into a predetermined range. In this case, for exam

scorerepresentedbythe score dataexceedsarefer

ay represent
atais brought
ple, when the

encevalue,the

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 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

15  situation,butthereferencepositionmayrepresent apositionwhich
the game device 10 should not take in areference s ituation. For
example, in a lively period of a music piece, ina case where the
game device 10 is to be placed in the vertical posi tion, as the
referenceposition thehorizontapositiormaybe defined. Inother

20 words, in this case, when the position determinatio n unit 98
determines that the current position of the game de vice 10 is a
reference position, the game processing restriction unit 100
restrictstheexecutionofthegameprocessingbyt hegameprocessing
execution unit 96.

25 Moreover, the description has been given of the ca se,asan
example, where the reference position includes the horizontal
position and the vertical position, but the referen ce positionis
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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 shoulq, GagRyifdtEaRBsY iBha Bivall Ridaseq the game operatiggigAcny the display

control means guides the user in each of the one or plurality of types of the game operation by setting

guidance areasieetkasperiogito@dithapamefdypies o egpame operation 5 capiesdstiasiday the reference
time data associated with the position of the display means detected by the position detection means on a
game screen di3pilageerRAIPtHIIEKRDIAD Atshing), daeemiifidg each of the set gulttarfieransas to display

the guidance image. 10[Clai
means guides
image in the e
image and the target position corresponds’to a re

iﬂgmﬁugﬁéﬂ@a%ﬁ@%méawgreeé' :

m 3] The game device according to claim 2, wherejn the display control
o I AR PG TG GPUL of game aperatio BT
so that a distanceitp(ﬁji\{yﬁﬁméne guidance
aining 15 time before the reference time arrives.

the guidance

[Claim 4] The gaggsdevisieagrOfdine Weoladn d upyidedeamprising means for acquiring the guidance
subject period data from means for storing guidance subject period data in which the position of

10

15

20

25

(4)Moreover, forexample, thedescriptionhasbee
the case where the game operation carried out by th
touch on the button 52, but the game operation is n
this case. Inaddition, forexample, depression of
key unit 32 may be the game operation, and various
operations can be applied as the game operation. S
game processing corresponding to a game operation i
to the example of the embodiment. Processing to be
result of a game operation may be applied as the ga

(5)Moreover, forexample, thedescriptionhasbee
the case where, as the method of restricting the ga
bythegameprocessingrestrictionunit100, thep
isskippedsothatgameprocessingcorrespondingto
operation is not executed, but the method of restri
processingbythegameprocessingrestrictionunit
to this case. In addition, for example, the game p
restriction unit 100 may provide a restriction in w
processing for the game operation is not executed,
restrictiononthedetectionitselfofagameopera
operationdetectionunit94. Inthiscase,forexa

panel 24 may be turned off.
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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 accgifiifgdoelatlatiieBibresentfit dRKSH Piece is a music Rigre ingligding parts of a
plurality of musical instruments; and the reference time data acquisition means acquires the 5 reference
time data corregeapditgthcnyapniecohtize pante of Heppeality of musical instruaneotscanitieh is
associated with the position of the display means detected by the position detection means, from means
for storing the POSHRSHOR BREGIKPIACHSANS RIYGLRIINBRAERROtime data corrdshotifiaganany one of the

parts 10 of theé)lurali_t of muaical in?]truments in associatjon with each other, éCIaim G%fThe game device
according to cl f?ﬁri‘,t'\%iﬁ?r'éﬁﬁ. outbytheySerISERBAIRAAMON means detects IHYSRIGABIYRE game 15

device; ang thﬁ%@ﬁt%%\gﬁﬁé;%ﬁ??ﬁ@fgﬂ&ﬁﬁin?thé&% processing exe%@&mﬁgor executing

game processing correspondi e game operation detected by the game op detection means;
Inaddition,forexample,thepresentinventionma ybeapplied

toasimulationgameinwhichtheusercommunicates withacharacter.
Inthis case, for example, the reference situation is a situation
inwhichapredeterminedgame eventoccurs. Whent hesituationis

10  broughtinto areference situation, the user change sthe position
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

15 communicating with the character is restricted.

Moreover, forexample, the presentinvention may b eapplied
to ashooting game and arole playing game in which theuserplays
the game by operating an operation subject. In thi S case, the
reference situationisasituationofacasewhere apredetermined

20 enemy appears. When the situation is brought into a reference
situation, the user changes the position of the gam e device 10,
therebyfightingagainsttheenemy. Asintheembo diment,whenthe
position of the game device 10 is not changed, for example, the
execution of game processing corresponding to the g ame operation

25 carried out by the user for attacking the enemy is restricted.

Moreover, forexample, the firstand second embodi ments may
be combined. In other words, while the reference t ime data is
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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 switclGEeRE 'n&qeﬁéicﬁgg}ﬁgﬁagfsmgq%sg?n@determination regiltdy the position
determination means, restricting the execution of the game processing, which is executed by the game
processing exaestimioneans i steodespomdsdartiee gessipgeration 5 detectagrbyttiteegame operation
detection means. [Claim 7] The game device according to claim 6, wherein: the reference position data is
data in which aUreesstnedositisin R PO HNkNg MRS tivrfitidseference position dfattgiae® device 10 are
associated with_ each other; an the’[ﬁ) sition determin$tion means determines, in a case where the

situation of the JIHR ¥ '\49&%5@ Rt e LR nce situation, whiSHRBF 31 BEhe position of
the game %eVi%ﬁo%‘?ﬁgﬁtﬁ[%ﬂﬁf@ Bpﬂg%&%g(giﬂgda iﬁ&?%éeg.erence posit&qﬂbmciated 15 with

the reference situation. 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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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 operatjggs,fetected 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 scle@inldpramadnyigrRidiRraytingassme TOVhirected to an oriGh@HRAT €¥FieSponding to the

reference position _ o .
out a game operatlon to a music piece, comprising:

5 positiondetectionmeansfordetectingaposition ofdisplay
means;
referencaimedataacquisitiormeandoracquirin gfrommeans
forstoringapositionofthedisplaymeansandref erencetimedata
representing a reference time at which the user sho uld carry out

10 the game operation in association with each other, the reference

timedataassociatedwiththepositionofthedispl aymeansdetected
by the position detection means;
display control means for controlling the display means to

displayaguidanceimageforguidingtheuserregar

dingthereference

15 time,basedonthereferencetimedataassociatedw iththeposition
of the display means detected by the position detec tion means;
gameoperationdetectiormeansordetectingtheg ameoperation
carried out by the user; and
gameoperationevaluationmeansforevaluating,ba sedonthe
20 reference time data associated with the position of the display
meansdetectedbythepositiondetectionmeansand adetectionresult
by the game operation detection means, the game ope ration carried
out by the user.
25 [Claim 2] The game device according to claim 1, whe rein:
thereferencetimedatarepresentsareferencetim eatwhich
the user should carry out each of one or a pluralit y of types of
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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 glatg 20J BRERSRAMINGLA 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 detectegkivishpositianrdetestipideiepeasispiagatontrol step of contustiegilee display
means to 25 display a guidance image for guiding the user regarding the reference time, based on the
reference time @lat ety SbiREH/RAtIRge¥tioPEHAtiAB BsPRtly means detected ifNEh@URIIGEN detection

step,; a game operation detection Ste’ﬁﬁg detecting th égame operation carried out téy the user; and
a game operatfF &V SRISERIP S0P Y é?ﬁé"ﬁﬁ%@f(ﬁ% #0n carried out byPtRBUEEP based on the

reference gme é%%?r%ggﬁﬁﬁﬁgwm%%mgag&gg Omgtga%play means deteﬁ%%‘bg?ﬁonosition detection

step and a det e game operation detection step. [Claim 12] A program for causing a

computer to fupetipndRsHRagABEaNS detected by the position detec tion means on
agamescreendisplayedonthedisplaymeans,andc ontrollingeach
of the set guidance areas to display the guidance i mage.

10 [Claim3]Thegamedeviceaccordingtoclaim2,whe reinthedisplay
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
oftheguidanceareastoatargetpositionsothat adistancebetween
theguidanceimageandthetargetpositioncorrespo ndstoaremaining

15 time before the reference time arrives.

[Claim4] Thegamedeviceaccordingtoclaim 1, fur thercomprising
means for acquiring the guidance subject period dat a from means
for storing guidance subject period data in which t he position of

20 thedisplay means and a guidance subject period whi chisaperiod
for guiding the reference time are associated with each other,

whereinthedisplaycontrolmeanscontrolsthedis playmeans

todisplaythe guidanceimageforprovidingguidanc eregardingthe
reference time inthe guidance subject period assoc iated with the

25  position of the display means detected by the posit ion detection
means.
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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 operatiofdn A Sp§iAl

WERHEAED 2LR6FaiNp ERiRIRNee jfe data associategiyvith the position of the

display means detected by the position detection means; 20display control means for controlling the
display means to disptagraugitisianegdamagiegiecguidingngpauser regarding the refepturedityime, based on
the reference time data associated with the position of the display means detected by the position
detection mear¥:ngsiealdpeiramentfe@tion means for detecting the game operation 25 carried out by the

user; and

game operation evaluation means for evaluatin

the game operation carried out by the

user, based on the ref&fefi¢ 'iﬁﬂ%edHfﬁeagé&igt%cﬂ%it['i‘??h@%%ﬁi&? tfid display means d&i&cted by the
position defecti @epgﬂgg%Iﬂg(b&g]%@@mﬁ%@%ﬁ?%g@g}qt%oeration detectio%gp[gq;’ﬁhé[daim 13] A
ediu

computer-readable In

10

15

20

25

ormation storage m aving
plurality of musical instruments, which is associat

position of the display means detected by the posit
means, from means for storing the position of the d
and the reference time data corresponding to any on
of the plurality of musical instruments in associat

other.

[Claim 6] The game device according to claim 1, whe

the position detection means detects a position of
device; and

the game device further comprises:

gameprocessingexecutionmeansforexecutinggame
correspondingtothegame operationdetectedbythe
detection means;

means for acquiring the reference position data fr
for storing reference position data in which a situ
game and a reference position of the game device ar
with each other;

position determination means for determining wheth
the positionofthe game device detected by the pos
means is the reference position associated with the

the game being executed; and
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the program according to claim 12 recorded thereon.

10

15

20

25

gameprocessingestrictiormeansor pasedora
result by the position determination means, restric
execution of the game processing, which is executed
processing execution means and corresponds to the g

detected by the game operation detection means.

[Claim 7] The game device according to claim 6, whe
the reference position data is data in which a ref

situationofthegameandthereferencepositionof

are associated with each other; and
thepositiondeterminationmeansdetermines,ina

thesituationofthegamebeingexecutedisbrought

situation, whetherornotthe positionofthe game

bythepositiondetectionmeansisthereferencepo

with the reference situation.

[Claim8] Thegamedevice accordingtoclaim7, fur
meansforguidingtheusertochangethepositiono
to the reference position, in the case where the si

game being executed is brought into the reference s

[Claim 9] The game device according to claim 6, whe
the reference position data is data in which the s

of the game, the reference position of the game dev

gameoperationcarriedoubytheuserareassociat

and

determination
ting the
by the game

ame operation

rein:

erence

thegamedevice

casewhere
intothereference
devicedetected

sitionassociated

thercomprising
fthegamedevice
tuation of the

ituation.

rein:
ituation

ice, and the

edwithoneanother;

the game processing restriction means, based on th
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25

determinatiorresuliythepositiondetermination

of the game operations detected by the game operati
means, the execution of the game processing corresp
gameoperationassociatedwithacurrentsituation

executed and the reference position.

[Claim10]Thegamedeviceaccordingtoclaim6,fu
means for executing display control for a game scre
orientation of the game screen displayed on the dis
directedtoanorientationcorrespondingtotheref

associated with a current situation of the game bei

[Claim 11] A method of controlling a game device fo
gameinwhichausercarriesoutagame operationt
the method comprising:

apositiondetectionstepofdetectingaposition
means;

areferencetimedataacquisitionstepofacquirin
forstoringapositionofthedisplaymeansandref
representing a reference time at which the user sho
the game operation in association with each other,
timedataassociatedwiththepositionofthedispl
in the position detection step;

a display control step of controlling the display
displayaguidanceimageforguidingtheuserregar
time,basedonthereferencetimedataassociatedw

of the display means detected in the position detec
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25

agameoperationdetectionstepofdetectingtheg

carried out by the user; and

a game operation evaluation step of evaluating the

operationcarriedoutbytheuser,basedontheref
associated with the position of the display means d
positiondetectionstepandadetectionresultint

detection step.

[Claim 12] A program for causing a computer to func
deviceforexecutingagameinwhichausercarries
in time with a music piece, the game device compris

positiondetectionmeansfordetectingaposition
means;

referencetimedataacquisitiormeandoracquirin
forstoringapositionofthedisplaymeansandref
representing a reference time at which the user sho
the game operation in association with each other,
timedataassociatedwiththepositionofthedispl
by the position detection means;

display control means for controlling the display

displayaguidanceimageforguidingtheuserregar

ameoperation

game
erencetimedata
etectedinthe

hegameoperation

tionasagame
outagameoperation
ing:
ofdisplay

gfrommeans
erencetimedata
uld carry out
the reference

aymeansdetected

means to

dingthereference

time,basedonthereferencetimedataassociatedw iththeposition
of the display means detected by the position detec tion means;
gameoperationdetectiormeansordetectingtheg ameoperation
carried out by the user; and
game operation evaluation means for evaluating the game

operationcarriedoutbytheuser,basedontheref
75
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associated with the position of the display means d
positiondetectionmeansandadetectionresultby

detection means.

[Claim 13] A computer-readable information storage

the program according to claim 12 recorded thereon.
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medium having



