ABSTRACT There is provided a gane machi ne 201 for noving a noyi | ect
on aroad in a virtual world and changing i nfluence receﬂm M‘“\Bﬁ“\ﬂ\ﬂﬂmﬁwl ng
object fromthe road based on novenent history, wherein ption
unit 202 receives operational input fromg player, a storage*unszr 203
stores position and velocity of the noving object and road condition,

] a

cal cul ation unit 204 cal cul ates the accel erati on of the nﬂlﬂﬂlﬂm“lﬁmwmw based
on the received operational input fromthe player, a stor

position of the noving object, and t hgBRORACDONdi tion at this«emomttion, an

update unit 205 updates the stored position and velocity of the noving

obj ect in accorpRRCR phbiifled Hearb@hBbhiaé 20 Ak aed i@l hoRinglbjdipdatesadina
stored road condition in accordance with a change in at |east one of

posi tion, vehgl drld AHcResRkeAMldnedrtived By MMheeng bbRet from ikt wadbagetay
unit 206 displays at |east one of the stored position and velocity of the
noVi Ng 0bj egf movement history, wherein an input reception unit 202 receives operational input from
5 aplayer, a storage unit 203 stores position and velocity of the moving object and road
condition, a calculation unit 204 calculates the acceleration of the moving object based on
the received operational input from the player, a stored current position of the moving
object, and the road condition at this position, an update unit 205 updates the stored
position and velocity of the moving object in accordance with the calculated acceleration
10 and updates the stored road condition in accordance with a change in at least one of

position, velocity, and acceleration of the moving object, and a display unit 206 displays

at least one of the stored position and velocity of the moving object.



