COVPUTER VI DEOCGAMVE SYSTEM W TH BODY POSI TI ON DETECTOR THAT REQUI RES USER TO
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pl ayers to assume various body positions based on di spl ayed gane
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ot oct odOMPUTER VABEGSAME: SY5 TEM IVIEH B0BY P oRizioN DEtELTOR
BACKGROUND OF THE | NVENTI ON (02) Various videoganes require a peripheral

i nput devi {HATIREQUIRESYYSER TO ASSUME VARIOYS: BQDY POBITIONS O her
vi deoganes (e.g., those usable on the Wi console) also use a controller
that includes an accel eroneter to physically detect body novenent. O her
types of input controllers for videogames include riding boards, touch

sensi t IFIELD OPF'TRE SNVENTIOWsi cal instrunment-1ike input controllers are
known. 803) General |y, videoganes that | everage these peripherals, and
requi r 08 udde invertidiiplates o pCPMRIHAT WEgOgAPEtSYateraindhedipy @ Ydeogame
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the inputs and/or tinmng of the ipputs execyted by the player is then
anal yz &9y POSEOR %"é'aageg%ﬂée. 81&8%@9&8%@%%@& -di ctated by conventi onal
Vi deog HREKEROYUNIT FTHESINVENTIORT €l y require a particul ar mani pul ation

of an input peripheral. The videoganmes and/or systemare generally agnostic
t o par 468 eNaroustvidecganes raspue ppsiiphaeral input devios suchasfagjopslick tohe

mani pul ation, (.04), Vari.qus types,of videoganmes in.,general are known. Mbst
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inter af‘ebn}éblbb" atslib%@a@%onﬁ/@llérQHét ihtilidedanCatceferbiietan tb"pHbe:_%ﬁy @@ﬁéﬁﬂ bBayes
and user input techni ques. SUVMARY (05) One aspect of the invention rel ates

to a vingeajaer. Sfkerdypesafl mpuheantr 8 éor\ideegain esrincd eudding Hoar ds dewshe

pl at f or, SSQG ] | @k, osltion detector
for detsg\é]? ?lggﬂg%ﬁgg‘:’\gﬁhg nz%sg&ﬁ%%@ﬁ%ﬁt lggned'hﬁg?é\%rﬁfcﬂ@p%gl%e@éew ‘body position
as at l(east Gereramguiddogames thet reagefthesedietipheraloandcrdyuttiereoser tohe

vi deoganme nmay i nclude providing body position challenges to one or nore

pl ayer £X€64i€sq REedpienyied inpu el opbalPre Gspredstesmined Bmegritime intgrval are

predet LBl ol ETEMpROLY-ERRE “HRm games” typically present a sequence of inputs
that are to be executed by a user at appropriate time intervals. The match or mismatch
of the inputs and/or timing of the inputs executed by the player is then analyzed to
determine a score. However, the inputs dictated by conventional videogames and
videogame systems merely require a particular manipulation of an input peripheral. The
videogames and/or system are generally agnostic to parameters of the actual body
position of the user performing the manipulation.
(04) Various types of videogames in general are known. Most require a player to
manually operate a joystick or other input device to interact with the game. Various
limitations exist with these known games and user input techniques.
SUMMARY
(05) One aspect of the invention relates to a videogame system and method, where
the system includes a videogame platform associated with a display and at least a body
position detector for detecting a player’s body position and using the detected body
position as at least one input to a videogame. According to one embodiment, the

videogame may include providing body position challenges to one or more players to
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chal |l enges may be provided to the one or nore players by displaying body
position chall enge representations that pronpt the one or nore players to
assume bodQ 2pmi95036ns and/ or execute one or nore body mPCEMBIKIGO@RGHESt Ur €S
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define the position of the boilﬂy of a player in space. By way o
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di mensig@nsast bhe procesod based deezediapabi oMahningf ® combutst sofiwareghute one or
nore i nages of the one or nore players captured sequentially and/or

si mul t 4ASoud PYMPHIe;, 2 GRAURG EPRSRIPCAR a7GasiRBAME SIeVics. ARROFIAPTRERFIrON of
the bogjeg %fev‘Ec'étEhOeﬂ?e%’t o%%{)iﬁpﬂc?é%éah&‘ af"leta‘é’f’oﬁé TROSLQRY di?@?é.ﬁ@tr?er”ap of

the position o e bodi es € one or nore players In a
di mensiconglonepécmayaatsts be usedevittdihesgene pétfarmt. @neadsmett oF thensystem of the

o 208 o 5 PR OFAL Shebaic el B LGRSl B by
Phe. pal oS o P er . & prof i 16 and/or silhotctie of the.
pl ayer ,(08) vdihenwodyf pedidorptetgstqr canddeconfidused b big opesable ém dptechopears. The
relati \ore parameters that define the position of the body of a player in space. By way of
non-limiting example, the body position detector may be configured to capture two
and/or three dimensional information that defines the position of the bodies of one or
more players in space with respect to two or three dimensions. The two and/or three
dimensional information may include one or more images of the one or more players
captured sequentially and/or simultaneously (e.g., from different viewpoints), a map of
the position of the bodies of the one or more players in a two dimensional space, a map
of the position of the bodies of the one or more players in a three dimensional space,
and/or other dimensional information. From the dimensional information captured by
the body position detector, one or more body position parameters of a player may be
detected. The one or more body position parameters may include the relative positions
of two or more of the parts of the body of the player, a profile and/or silhouette of the
player, a volume of the player, and/or other body position parameters. The relative

positions of two or more of the parts of the body of the player may include, for example,

2



positions of two or nore of the parts of the body of the player may

I ncl ude, for exanple,the positions of the two or nore of the head, torso,
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detector may be used and/or each body position detector may be capabl e of
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position detector (and/or other inputs), including dinensional information
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t he vi deogane may gener al I ncl ude as one aspect of e ‘ga provi di ng
body pdsiawpn chal | enges t o one or nore users. The body posit i on chal | enges
may be (%)OVi eedonb ord}n% é% 50” sgpsd%af/)?r?cl:lac'lé)gng%erllmoregprocessmg units
configured to execute modules. The modules may be configured to process player
information received as input from the body position detector (and/or other inputs),
including dimensional information defining the position of the bodies and/or body parts
of one or more players in space. Such player information may include a number of
players, identifications of individual players, identified body parts of individual players,
relative positions of the identified body parts, information related to pose, information
related to location, information related to orientation, information related to gestures,
information related to motion, and/or other player information.
(11)  According to one embodiment, the videogame may generally include as one
aspect of the game, providing body position challenges to one or more users. The body
position challenges may be provided by displaying body position challenge
representations that prompt one or more players to assume various target body

positions that correspond to the body position challenges, for or within a predetermined
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representations that pronpt one or nore players to assune various target
body positions that correspond to the body position challenges, for or

wi t hin a woedsrm®sossnedt i ne, determ ning player infornatipemiBimebwdéang body
position information for one or nore players, at a given time or over a
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the gr ehercdhéeldyer rﬁ@stra%@urrre?arﬁdlér @ih@Yde?@)ojslﬂlEm refaté®callghdgels. Homn to the
appropriate height). 1n one enbodi nent o ane, the object of the body
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of the wall contactrng a p I on he “wal exanpl e, the
vi deogaimellemye cmlnesaeraatlbrmolme eabnpd, athé\dasphMMdy pesmﬁrenhallerrgm esentation
of apI er (and the rs bdy i tion nd t he (or ot

et SO lignasy Rstiels uldbe Bl simate) sinar e ovaiiasel 16684078 body
poSi t' foRRelMKein e 6¢]ém%%gﬁﬁ/té1€e @%f@ﬁﬁ)oftv‘éﬁoéé’ SR JHYsHERAlE the

player oyp05|t|on W th y position challenge to determne the
degree sofnerambbd(rmntm heawvalhr pmioeb@n‘ teseoperfing ofi hewaliphay, be abdilegede of

g? gggr ?@q%ﬁ”%f: ive [Ba PaenedSGLEc eedgr%tund 8%} t'onregwre tr?é/ p%?/ {onfum ngp' f the
or duck down to the appropriate height). In one embodiment of the game, the object of
the body position challenge may be for the player to assume a body position that
enables the representation of the players’ body to fit through the opening of the wall
without contacting a portion of the wall. In this example, the videogame may cause a
display of relative movement between a representation of a player (and the players
body position) and the wall (or other structure) and give the player a given amount of
time to assume such a body position. At the end of the time (and/or before) the system
may compare the player’'s body position with the body position challenge to determine
the degree of match (or mismatch) therebetween. As one example, the degree of match
or mismatch may be determined at least in part by determining if the player’s body
position at the relevant time (or times) is such that the player would fit through the
opening without contacting any portion of the wall and/or if there is contact, the extent of

contact.



position at the relevant tine (or tines) is such that the player would fit
t hrough the opening without contacting any portion of the wall and/or if

t here i s wonbeams03she extent of contact.(13) In sone i nPCEABIKIGDINDEES,

pl ayers may configure their own custom zed pl ayer representations.
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pl ayer t may include a physical object that is physically
presenthlﬁné 'ntCH}éle)‘FajW& (15) Virtual objects may be associated with the

repr esenipt ixeoriing lf@v@h@\)/@rmmenreh@atwn@e@sjeee thEPBreeRIRPEE or dtHdrivigeal
obj ect may be grasped, carried on, and/or ot herw se associated with the

r epr es @NYAGESMYGE Player andipeing represeriation aftherplayer My etayaarsole Thihei rt ual

R T B

repr esemdladé an obiedt igatns deplctd®inga disptaydsiabbeidddugdniets giersiagert atiean of the
pl ayer), the area and/ or volune of the virtual object na% be added to the
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conformto bo osition ch at dictate ific silhouette or
oot 11| @spacpEyli Rsramessiaaia oL enlarer nibag s Of 8 VHRdangetns ha
speci { iy Shidee nfey bd BR “BbaKeE & e&séPgﬁneg:a‘tﬁ/ea%%fé‘c‘tat'O” of a positive

vi rtual objec e represent tion of pl ayer may be a penalty
and/ or (d6ki rifcenuiuadaokarechthatusw pmsmreegmmntﬁ&asMedaﬁMherrepmpnth afay of

handi C?rﬁ’é’b[‘a%etr ?cee,gg?srrgratb%edr@b%he rpelp sen atron gf't ]eer)rlaeyr]etr he area and/or volume
of the virtual object may be added to the area and/or volume attributed to the player
and/or his representation in the game. This added volume and/or area is taken into
account in assessing the conformance of the player to body position challenges. The
added volume and/or area may make it more difficult, for example, for the player to
conform to body position challenges that dictate a specific silhouette or profile to be
assumed by the player and/or body position challenges that specify a volume for the
player to assume. The association of a positive virtual object with the representation of
the player may be a penalty and/or disincentive within the videogame for some
behavior, may be a way of handicapping the game to enable players of different skill
levels to compete with each other, and/or may enable the player to achieve higher
scores for executing the same body position challenges.
(17) If a virtual object that is a negative object is associated with the representation of

the player, the area and/or volume of the object may be subtracted from the area and/or
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| evel s to conpete with each other, and/or may enable the player to achieve
hi gher scores for executing the sanme body position challenges. (17) If a
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obj ect, and/or other aspects of the object. Simlar to virtual objects,
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obj ect on parameters o a ection e pl ayer

and/ or ctmeriMiss epdagyet by thegplayan Togpiofeentation reay Irmbxdeedlmensarm orformndtem

pl ayer@)g and/ or gt herwi se determned. If a re&l obj e IS con5| dered by

t he vi §E554R92 PESI %ngfﬁ%swp%m&wp mensioag! oh ”%{%ﬁ oP3&Fed of the
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pl ayer LcoaqitRe dWect may be based on parameters of the game, a selection by the player
and/or another player (e.g., an opponent, a collaborator, and/or other players), and/or
otherwise determined. If a real object is considered by the videogame to be a positive
object, then the volume and/or area of the real object is added to the volume and/or
area of the player. If a real object is considered by the videogame to be a negative
object, then the real object can be positioned between the player and some reference
plane, point, axis, or object (e.g., the body position detector, the display of the
videogame, and/or other objects), and the volume and/or area of the player covered by
the real object is removed from the volume and/or area of the player.
(19) Various techniques are contemplated for expressing the timing information to the
one or more players. For example, timing information may be indicated via various
mechanisms associated with the display. In one example, a simple timer may be

displayed to visually indicate that amount of time one or more players has remaining to
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the real object is renoved fromthe volunme and/or area of the player. (19)
Various techniques are contenplated for expressing the timng information
to the orwoaniwms@spl ayers. For exanple, tim ng informaPConBIay0®e66
i ndi cated via various nmechani snms associated with the display. In one
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the rate at which the wal nove along the path. (21) At a given tine or
over a@heéhrrmngr@diqatt@rsmn be ueed:i deogane system may conpare body position

pos 11 dt0hardirdPlol’ S 6 PBAS seRKE ol HBE M R RBLHEN ¥, i e
degr ee cohtrohéd bﬁ@me Oistdrijechethasndhe vargrdowptres patardra/orthe retesapbigichithe t he
body p05|t|on chall enge relates to a specific silhouette or profile, the

si | houdvalls Beve AlONGIthPdatt.e. g., as detected by the body position detector)

b
(r:rﬁ)altl I gré?p?'é\\%si neeﬁq{‘tﬁr%??@k% P?llég\;nésnemﬁh%%ﬁ tﬁé&@%a?ﬁ%%@ gay rel ate
tﬁ a vaebmpmrwbbldquﬁnmipfa}ra;rtﬁtherele!}fdimemnglommMreqid?ym sadmtetﬂgel body 4
t hr ee- di Si shape. 0 e players bo sition e conpared to
i o1 OBEOR(S A GOSN oS R RA ST TS A HRG e BeGoReSTom e RBgeBe  t 1 on
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in front of right I'n sone 1 nplenmentati ons, position
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silhouette dictated by the body position challenge. In some implementations, the body
position challenge may relate to a volume with a specific three-dimensional shape and
the three-dimensional shape of the players body position may be compared to this
three-dimensional shape. In some implementations, the body position challenge may
relate to relative positions of body parts (e.g., left foot in front of right foot). In some
implementations, the body position challenge may relate to other parameters, such as
for example, body orientation, location of the body, and/or specific parts thereof, motion
of the body, gestures, and/or other parameters. In such implementations, the
corresponding parameters of the player’s body position may be determined (e.g., by the
body position detector) and may be compared with the parameters of the body position
challenge to determine the degree of match or mismatch.
(22) Based on the results of the comparison and/or other criteria, the game may

generate a score or other feedback for display or other output. For example, the system
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of the body, gestures, and/or other parameters. In such inplenentations,
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(24) The scores and/or other feedback may be output for display (or other output).

The feedback may include visual feedback, audio feedback, and/or other feedback.
Such feedback may provide the player with information regarding the quality of his or
her conformance to a target body position at, after or before the expiration of a timing
interval associated with the target body position. For example, based on score or real-
time display/determination prior to expiration.

(25) In implementations in which body position challenges relate to a player assuming
a body position having an outline or silhouette that fits through openings in walls at
given times, the videogame may present a preview of the player’s body position relative
to the wall, prior to the expiration of the given time interval, to provide guidance to the
user. As one example, the videogame may cause the display to display a first
representation of the player and a second representation of the player. The first

representation of the player may be depicted at a distance from the wall to help indicate
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(25) In inplenmentations in which body position challenges relate to a
pl ayer assum ng a body position having an outline or silhouette that fits
t hrough ompennrg®si3n wal | s at given tines, the vi deoganePOCayBIM@s@nss a
previ ew of the player's body position relative to the wall, prior to the
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with t e3P NG Heedar NoLiEdor t he degree of contact therewith and/ or
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I nterval, whether the player's current bod osjtion woul d.cause or.avoid
cont act G $REeh T MavEre eieSuhddpenian PREId A Red ol AREEer Wil ewi ¢ n
and/ or _tﬁ@@P@ﬁirnblcsMﬁe WalltiR)/ GBI degrée bf eshtatt thetedith hed/orfske poRIbhER@e or
nore visual (or other) indicators relating thereto. If there would not be

any compgoing filled efingilfilgd ead aipYige fpezormeigayisval (ot pther) ingicesersiretating

i spl ay R0 1Eibele Flofuqd B 8, A1 cRBieBEThE Sepdy e BRoRB EURIEEL or) o
i ndi catisdiCgtog for ibdighting@trak tinsretweud nek belonwedt! where the player's current
body position would cause contact with the wall. The dis use a

|
second (7kudS MiNEEERIMPle, H1e dEPlsdBAY URP GHITFGHEUBIINGIERIOYr 6o:0ncd Bt e (e. g.
b ahl i it : e . % . i
b Soer ABUGEERPES ket el RoRbrRiore e R B s dren
cause thoeygiospionywouddiasipe pntace with theveall iThealisglay nedyhese aisedocat/izusl

B e
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(29) O(B8r fAsraotbér éxardples khecvideogamedaay eause theddibplayfte eiiphakonéapt i c
f eedba%(or%r(/rfsnl%l%p 8trhe]|c’)0|F1g|%aPJrsfineoelcc:iabt%cgk\Nhether the representation of the player that
would contact the wall and/or which portions of the representation of the player would
contact the wall. For instance, these indicators may include highlighting portions of the
representation of the player that would contact the wall.
(29) Other forms of feedback can include text, audible feedback, haptic feedback
among other forms of feedback.
(30) According to other aspects of the invention, the videogame may reward and/or
penalize the player (e.g., through scoring) for activities other than merely conforming to
a body position challenges at or over a given time.
(31) For example, the videogame may provide an incentive to the player (e.g.,
through scoring or some other mechanism) for positioning his body such that the avatar
conforms to an upcoming body position challenge in advance of the expiration of the
corresponding timing interval, and then holding that position until the timing interval

passes. The magnitude of the incentive may be based, at least in part, on the length of
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(30) According to other aspects of the invention, the videogane nmay reward
and/ or penalize the player {e.g., through scoring) for activities other

t han mer ew9 20omP8035i Nng t o a body position chall enges at POT/IB2a6/0@466 ven
time. (31) For exanple, the videogane may provide an incentive to the
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body position.
(33) According to another aspect of the invention, the relative movement between a
challenge object and a representation of a player may move along a path. The path may
be substantially linear (e.g., generally perpendicular to a plane of a wall). In some
implementations, the path may be, or include segments that are, substantially straight
and or curved.
(34) For example, the walls (or other structures) may rotate, relative to the
representation of the one or more players, about an axis of rotation or vice versa. For
example, if a surface rotates relative to the representation of the player, the player may
appear to be in a relatively fixed location and the walls rotate about that position. In
such cases, the timing information may relate to when a leading surface of the wall is at
or in proximity to the players position. In such implementations, the length of the timing
intervals associated with the different walls may be controlled by the spacing of the
walls on the rotating surface, the radial distance from the axis of rotation to the

avatar(s), and/or the rotational velocity of the surface.
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(34) For exanple, the walls (or other structures) may rotate, relative to
the representation of the one or nore players, about an axis of rotation or
Vi ce ver swO 2pavo9snsanpl e, if a surface rotates rel ative POTHBRE10/000466
representation of the player, the player may appear to be in a relatively
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repr es ?rﬁcﬁ/eﬁofé%ocﬁl {g&w n%&jc}@%l@ﬁb c%H%Pﬁ?@E%g%ﬁ{%&i%ﬁttoW th
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represen i Q to the avoid or make contact with themin addition to
Db 1 GRS R URR ST BPUBERETOURY RNk 458 Ghatane S sFarCG FHER 1RaA0e pEYEL L on
chal | enges c{aﬁtr‘él hls"?@blle%ehﬁéﬂoﬂ@to%@ 89§|B or':rﬁék@ééﬂfébﬁwnﬁ 'ﬂ“r‘erﬁhﬁ)&%ﬁn%ﬁ}{ohave
to nove a hand, foot or other body part to a designated portion of
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other body part to a designated portion of the dlsplay at or near a given time to make
contact with a pick-up or to avoid contact with an obstacle. A pick-up may identify a
body part of the avatar that must contact the pick-up in order to gain the incentive
associated with the pick-up, or to maximize the incentive associated with the pick-up.
(37) In some implementations, the videogame may involve presenting the player with
a plurality of body position challenge representations representing a plurality of body
position challenges that correspond to a single time or timing interval. The player may
select a single body position challenge to attempt. The player may select a body
position challenge with a physical gesture (e.g., pointing to one body position challenge
representation), by simply attempting a selected body position challenge, and/or
through other selection mechanisms. The videogame may involve incentivizing
selections of more difficult body position challenges. An incentive may be in the form of

one or more of an increase in score, a score bonus, a timing bonus, an increased

11



associated wth the pick-up, or to nmaxim ze the incentive associated with
the pick-up. (37) In sone inplenentations, the videogane may invol ve
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i nt el | ibgave eayFee playaadiyed singée plairpewith |amgllonﬂgalnq5|pé@@rs thatese gaolrolled he

cooperatiyv r nodes described bel ow may be played by a single
pl ayer %&ﬁrﬁﬂ ld%%“%ae%?hst pl ayers that are controlled by artificial
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be pl aye as a nultiplayer gane b nore players. In the nulti-player
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net wor kan(tacor) thenvidhegamiet W@ratynertwgaomnoee players! arBypanﬂcupatarggafrermmpaufahepet e
agai nStph?/gﬁ:gl Iocate ions, each player may participate via a separate body position detector,
display, and processor system that are linked by a network.
(40) In the multi-player game, a plurality of players may compete against each other
and/or work collaboratively in one or more multi-player modes. For instance, two or
more players may compete against each other in a competitive multi-layer mode. In this
mode, representations of the two or more players may be displayed simultaneously with
separate sets of body position challenge representations (e.g., in the form of walls with
openings) for each of the players. The timing intervals associated with the separate sets
of body position challenges may be synchronized (e.g., so that the players attempt
challenges at the same time) and/or the timing intervals may be offset (e.g., so that the
players attempt the challenges in a staggered manner).
(41) In some implementations, each of the separate sets of body position challenges
includes the same body position challenges in the same order. In such implementations,

the players must attempt the same body position challenges either simultaneously, or in
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chal | en f‘ﬁ?&goent ed to one or g{)re of t ot her bl e

the comt BhEpemare § he piermats This ey eBsbbdns captping player to
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challenges, selection of specific body position challenges, selection of body position
parameters of body position challenges, and/or control over other aspects of the body
position challenges. This may present an aspect of risk-reward to the player, as the
posing player will be less likely to conform completely to body position challenges when
difficulty is increased, but increased difficulty may have a higher scoring potential for the
posing player. Control by a player over the difficulty experienced by a posing player
within the videogame may be accomplished via a peripheral control device and/or via
gestures that are detected by the body position detector and/or the processor(s).

(44) According to various implementations, the multi-player game may include a
competitive multiplayer mode in which one or more players follow the body position of a
leading player (e.g., a follow-the-leader mode). In this mode, the leading player may set
one or more parameters (e.g., body positions parameter(s)) of a body position challenge

for the following player(s) by positioning himself with the desired one or more
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a display that includes representations associated with all of the cooperating players. By
changing his body position, a player may control his representations to fall into the
appropriate position with respect to the other presented player representations so that
the presented representations, as a whole, conform to the presented compound body
position representation.

(46) In the cooperative multi-player mode, all of the players may be considered
positive objects. In some instances, one or more of the player may be considered a
negative object. In such instances, a player that is a negative object may move and/or
position his body such that his representation is between the representation of another
player and some reference plane, axis, point, or object (e.g., an approaching body
position challenge representation). Portions of the other player represented by the
portions of the representation of the other player that are covered by the representation

of the player that is a negative object may be removed from the volume and/or are of
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a display that includes representations associated with all of the
cooperating players. By changing his body position, a player nay control
his represorbaniosnss to fall into the appropriate positi @eeTdBho/r@3@gect to
the other presented player representations so that the presented
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create a body position chall'enge by positioning his body in a body position

and capresenigd garingwesteplay nedehadsh poiia sivaleuRprgr mpde rodordbeinmulin

pos 1 iyt AL EMRY o B Chore ARG Rl She RET i ShEERFreR v
The pl ayely positionssrRiiehges af@lor 8Eqhetbesdobddyatogitic tiengeges With gtheequence
that can then be presented during ganme play nodes such as the single player

mode a&s (&€ AYEf Bfledyerkinodes described above. In sonme inplenmentations,
the pl Z‘¥§)r. %%oﬁdﬁ % %l’?&!ise@inhagt nﬂﬂﬂn%' e \ﬁ?gé)%é?ﬂggﬁaj‘l?\%ﬂe ggauences of

body position € enges w er players ver a network). (48)
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on howSPHSH ATGH5 Bosy ReBURAIBaRE 1 Dy TshBIS EIeEs iR Miah @ mmde. t he
o SR BursRAnLBL I RV LOSRILAGE chaliinghe Ty be
r at her awsnwitie addgetheedeting mgptraictionly! mode, rather than merely presenting a body
position representation (e.g., the form of a opening in the wall), the one or more
processors executing the videogame may generate a display that includes additional
information instructing the player on how to satisfy the body position challenge. For
example, the display may show a picture or diagram of a person with a body position
that satisfies the parameters of the body position challenge, a written description of how
body members should be positioned to satisfy the parameters of the body position
challenge, and/or other information.
(49) In some implementations, in addition to presenting body position challenge
representations to the player(s), the videogame may require or incent the performance
of other actions. For example, the videogame may require the vocal performance of a
piece of music, the manipulation of a musical instrument, a musical instrument-like
game controller, and/or other types of controllers, the rhythmic contacting of one or
more contact sensors, and/or other the performance of other actions with the

conformance to body position challenges. These actions may be performed
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under stBREF RE PTIO FtWQMU@%re for the purpose of illustration
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the invention. use e specitication an al s, the singular
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clearly _dic es .0t herwi se. BRI EF _DESCRI PT C]\ICFTHE DRAW N FIG 1
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i npl emeRbRIhORaLGHs bhel iRV&RIdon. (52) FIG 2 illustrates one aspect of
negative objects, 1n accordance with one or nore inplenmentations of the
i nventi(68). FIG. 3 illustrates a body position challenge representation, according to one or
more implementations of the invention.
(54) FIG. 4 illustrates a body position challenge representation, according to one or
more implementations of the invention.
(55) FIG. 5 illustrates a body position challenge representation, according to one or
more implementations of the invention.
(56) FIG. 6 illustrates a body position challenge representation, according to one or
more implementations of the invention.
(57) FIG. 7 illustrates a body position challenge representation, according to one or
more implementations of the invention.
(58) FIG. 8 illustrates a display of a videogame, in accordance with one or more
implementations of the invention.
(59) FIG. 9 illustrates a display of a videogame, in accordance with one or more

implementations of the invention.
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(53) FIG 3 illustrates a body position challenge representation, according

to one or nore inplenentations of the invention. (54) FIG 4 illustrates a
body posiwoDaniogleaissenge representati on, accordi ng to on®@CoABIIN/@00466
i npl ementations of the invention. (55) FIG 5 illustrates a body position

nvent NG (a8 TBnerety TBLEIEre Sutlrdle RS riEpRERRLE' BRererd e

r epr es&itietigadie, aReoRinl RPohe of AtoreimiireentanbesBNthatiheastio. the invention.
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t he i nventi on. ustrates a display of a videogane, in
accor dgége \MIGh12nikistratewa enultiplbperembdticd msvidéoddree | invaebrdamce6ith &h&or 10
il lustrates the grov,i sion of one.or nore types of feedback to a player of a

vi deogdhe IRMIPENIRYORS OHHE BYER¥R™® i npl enent ati ons of the invention. (61)
FIG 1%gh) | yser ' | 6
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i npl ement’ati ons of the 1 nventlion. ustrates a nul tiplayer
node ofmaerevimgdergan@fions oatieoindaniian.wi th one or nore inpl enentations of the

I nventi n, ) L FL 13 illustrates a nultiplayer node of vi deqgane, in
nccor a4tk T BilissEene o hERuRRmBaR o Ao astordnce B oRF e 1
i I'] ust radrSinpldrbhiabbay of tHRQeffio Vi deogame, in accordance with one or
nore inplenentations of the invention. (65) FIG 15 illustrates a

mul ti pl(6§kr Rodéddfusiralesie sydtiplayemmade &f @arideogame, ipraccordanseeavith one or
i mpl e t.i on . ioyention. (66) FIG 16 illustrates a nultiplayer
node o élr%\)hg)é%gg%ﬁ'gﬁﬁOgﬁeo'mgﬁ%oen(wth one or nore inplenmentations of the
i nventi(eg) [PHGANBHRSBERRE HultHlalér/inobkGf alvidédgehe ghefccarddrdeagigmens st em

10 according to one or nore inplenentations of the invention. According to
one entoRiEenBemeni@tionsebHaevertiRi-ded by vi deogame system 10 may i ncl ude

provi digygr RABD PSsERPTON | enges to

(67) FIG. 1 illustrates a videogame system 10 according to one or more
implementations of the invention. According to one embodiment, the videogame
provided by videogame system 10 may include providing body position challenges to
one or more players to assume various target body positions at, or within, a
predetermined times. Body position challenges may be provided to the one or more
players by displaying body position challenge representations that prompt the one or
more players to assume body positions and/or execute one or more body movements or
gestures corresponding to the body position challenges. The time may be indicated via
various mechanisms (as detailed below). At a given time or over a given time interval,
videogame system 10 may compare the player’'s detected body position(s) and/or
movement(s) to the body position challenges to determine a degree of match or
mismatch based on various criteria. Based on the results of the comparison, the game
may generate a score or other feedback for display (or other forms of output). In some
implementations, videogame system 10 may include one or more of a display 12,
electronic storage 14, a body position detector 16, one or more peripherals 18, a
processor 20, and/or other components.

(68) Display 12 may include one or more electronic display devices that can be

controlled to present visual displays to one or more players. For example, display 12
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one or nore players to assune various target body positions at, or wthin,
a predetermned tines. Body position challenges may be provided to the one
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exanpl e, the one or nore other devices naé I ncl ude one or nore speakers,
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readabl e storagé nedia (e.g., nagnhetic tape, gnetic’h drive, floppy
drive, agarithmseindermationl dethan@edtia/smmcessmazjb amdébraotl(m |gfqrrrm9R¢Mt RAM
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one or more separate components within videogame system 10. Electronic storage 14
may include one or more components provided integrally with one or more other
components of videogame system 10 (e.g., processor 10).
(70) Body position detector 16 may be configured to be operable to detect one or
more parameters that define the position of the body (and/or body parts) of a player in
space. By way of non-limiting example, body position detector 16 may be configured to
capture two and/or three dimensional information defining the position of the bodies
and/or body parts of a player in two dimensional or three dimensional space. The two
and/or three dimensional information may include, for example, one or more images of
the player captured sequentially and/or simultaneously (e.g., from different viewpoints),
a map of the positions of the body and/or body parts of the player in a two dimensional
space, a map of the positions of the bodies and/or body parts of the player in a three

dimensional space, and/or other dimensional information. From the captured
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respect to the ground, and/or other location information), information
rel at ed®65di rectional orientation, information related to notion (e.0.,

speed, (7per tigenate helidebg8me to be played by more than one person, more than one
body position detector 16 may be used and/or a single body position detector 16 may
be capable of simultaneously discerning between and detecting parameters for two or
more players (as detailed below).
(73) Peripherals 18 may include one or more devices configured to operate in
coordination with the other components of videogame system 10 to provide the
videogame to one or more players. For example, peripherals 18 may include one or
more of the sensory stimulation devices discussed above with respect to display 12.
Peripherals 18 may include one or more input devices configured to enable a user to
input information to videogame system 10. Examples of the one or more input devices
may include a keypad, buttons, switches, a keyboard, knobs, levers, a touch screen, a
microphone, a joystick, a direction-pad, and/or other input devices.
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Modules 22, 24, 26 28, 30, 32, 34, and/or 36 may be |mplemented in software;
hardware; firmware; some combination of software, hardware, and/or firmware; and/or
otherwise implemented. It should be appreciated that although modules 22, 24, 26, 28,
30, 32, 34, and/or 36 are illustrated in FIG. 1 as being co-located within a single
processing unit, in implementations in which processor 14 includes multiple processing
units, modules 22, 24, 26, 28, 30, 32, 34, and/or 36 may be located remotely from the
other modules. Further, the description of the functionality provided by the different
modules 22, 24, 26, 28, 30, 32, 34, and/or 36 described below is for illustrative
purposes, and is not intended to be limiting, as any of modules 22, 24, 26, 28, 30, 32,
34, and/or 36 may provide more or less functionality than is described. For example,
one or more of modules 22, 24, 26, 28, 30, 32, 34, and/or 36 may be eliminated, and
some or all of its functionality may be provided by other ones of modules 22, 24, 26, 28,
30, 32, 34, and/or 36. As another example, processor 14 may include one or more
additional modules that may perform some or all of the functionality attributed below to
one of modules 22, 24, 26, 28, 30, 32, 34, and/or 36.
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a player), a gesture parameter, a location parameter, an orientation parameter, a motion
parameter, a rhythm parameter, a timing parameter, a size parameter, and/or other
parameters.

(78) According to various implementations, one or more body position parameters
determined by parameter module 22 may be impacted by objects that are grasped or
otherwise engaged by a player and/or the representation of the player in the

videogame. The objects may include virtual and/or real objects. A virtual object may
include an object that is depicted in a display of the videogame to the player. A real

object may include a physical object that is physically present with the player.

(79) Virtual objects may be associated with the representation of the player in the
videogame. For example, a virtual object may be grasped, carried on, and/or otherwise
associated with the representation of the player in the display of the videogame. The

virtual object may be an “positive” object, or a “negative” object.
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pl ayer to a scores for executl e sane bo osition
chal | efigaared’82y thef vidual ojeel. obj ect that is a negative object is

associ %§P \ﬁyt \p/a3t1 %?e&aer%E)Fes, ?—'?é%kcfl?us?;ates a representation 38 of a player associated
with an object 40. Object 40 may be positioned between representation 38 and some
reference object 42. FIG. 2B illustrates representation 38 of the player, minus the
portion of the area and/or volume of the player that has been subtracted from the player
by virtue of the presence of reference object 42 between representation 38 and object
40. Parameter module 22 may then determine one or more body position parameters
based on the area and/or volume of the player depicted by representation 38 in FIG. 2B
(minus the “covered” portion of the player). Object 40 may include a reference plane,
axis, point, or object (e.g., an approaching wall, a different type of approaching body
position challenge representation).
(84) The subtraction of a portion of the area and/or volume of a player based on the
position of a negative object may make performing a body position challenge easier for
the player. As such, the association of a negative virtual object with the representation

of the player may be a reward and/or incentive within the videogame for some behavior
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vol ume apdr{]g%nglro?aarga oIf n1e player by parameter module 22 for the purposes of
determining one or more body position parameters.
(86) Challenge/sequence module 24 may be configured to present body position
challenges and/or sequences of body position challenges to a player during play of the
videogame. The body position challenges may be presented by displaying body position
challenge representations to one or more players via display 12 that prompt the one or
more players to assume various target body positions corresponding to the body
position challenges.
(87) A body position challenge representation may convey the target body position of
a body position challenge in a variety of ways. By way of example, FIGS. 3, 4, 5, and 6
illustrate body position challenge representations 44.
(88) The body position challenge representations 44 illustrated in FIGS. 3 and 4 may
include obstacles. In order to avoid these obstacles, a player must assume a body

position (and/or make a motion) that would enable the player to avoid body position
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Elustr at eEfjlmay prompt a player to assume a body that corresponds to opening 50 of a
displayed wall 48. As is discussed further below, in some implementations, a
representation of the player is also displayed along with body position challenge
representation 44, and the player attempts to assume a body position that enables the
representation of the player to pass through opening 50 without contacting a portion of
wall 48.
(91) It should be appreciated that the illustration of body position challenge
representations 44 in FIGS. 3-6 is not intended to be limiting. Other schemes for
prompting a player to assume a target body position associated with a body position
challenge are contemplated for body position challenge representations. For example, a
body position challenge representation may include one or more objects the player must
try to contact, a graphical depiction of one or more target body positions that the player
must assume, a graphical depiction of a volume that a player must fill (or confine

himself to), and/or other body position challenge representations.

24
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I ner eassg) Player representation module 26 may enable players to create customized

representations. Customization of a player representation may include customization of

a size, shape, features (e.g., hair, facial features, and/or other features), clothing, props,

and/or other aspects of the representation that are customized. Player representation

module 26 may manage associations between players that have previously established

customized representations on videogame system 10 and their representations. In

some instances, a customized player representation may be created in separate

environment (e.g., another game, an avatar creation setting such as Nintendo’s Mii

Channel, Sony Home, and/or Xbox Live) and imported to videogame system 10.

Importation of previously created customized player representations may be managed

by player representation module 26.

(95) In implementations where videogame system 10 enables players to be

represented by customized player representations, the body position challenge

representations displayed to a given user may be customized to correspond to the
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al l omance for error in conformng to the target body positions, manna or
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posi ti %rllayoefrs to?ﬁm vﬁeogame 'tRe times and/or time intervals associated with body position
challenges. By way of illustration, FIG. 8 illustrates a presentation of a body position
challenge representation 44. In the implementations illustrated in FIG. 8, timing module
28 may manage the presentation of a timing icon 52 that conveys to players a time by
which a target body position corresponding to body position challenge representation 44
should be assumed and/or a target body motion should be made, a time for which the
target body position and/or motion should be maintained, and/or other times or timing
intervals associated with body position challenge representation 44. In some
implementations, timing icon 52 may include a simple timer that visually indicates an
amount of time.
(98) In some implementations, timing information may be conveyed to players by
timing module 28 by other mechanisms than timing icon 52. For example, timing
information may be conveyed to players by relative movement between representation

38 of a player and a reference plane, axis, or object. The reference plane, axis, or
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pl ayers and the target body positions. Based on this conparison the gane
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di spl ayimg beiwden sunckesiea tady position challehg® oepyrepestationsn 44 rady badixed (e.g.,
repr eseanct:oantsité)nnt tié}rAfe)i snocgh%?'ﬁwse player as the same amount of time to assume a target body
position. Or, the timing may vary between being relatively longer and relatively shorter
periods of time between body position challenge representations 44 to give the player
more or less time to assume the target body position.
(101) In some implementations, movement of the body position challenge
representations 44 toward the player may be non-uniform. For example, as one of body
position challenge representations 44 approaches player representation 38, body
position challenge representation 44 may accelerate/decelerate and/or move from side
to side in an unpredictable and/or random manner. This may provide an enhanced
sense of excitement as body position challenge representation 44 approaches player
representation 38 because the player corresponding to player representation 38 may
not know exactly when his body position parameters will be evaluated with the body

position parameters of the body position challenge (e.g., for scoring purposes).
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wall 48 with an opening 50 therein corresponding to the target body
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relatively fixed location. In such cases, the timing of the body position challenges
presented to the player may be controlled by the spacing of body position challenge
representations 44 on the rotating surface, the radial distance from the axis of rotation
to representation 38, and/or the rotational velocity of the surface.
(104) In some implementations, the path (or at least a portion thereof) of motion
between representation 38 of the player and body position challenge representation 44
may not be perpendicular with a plane of wall 48. For example, there may be relative
lateral movement between body position challenge representation 44 and
representation 38 of the player. This may require the player to both move laterally to a
corresponding location and assume a target body position to perform the body position
challenge. In this scenario, body position detector 16 (and/or other detectors) may
detect the player’s relative location and other parameters (e.g., silhouette or outline). In

this case, even if a player assumes a body position having an outline or silhouette that
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performance), a skill level of the player, a gane setting, and/or other
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right foot). In some implementations, the body position challenge may relate to other
parameters, such as body orientation, location of the body and/or specific parts thereof,
and/or other parameters. In such implementations, the corresponding parameters of the
player’s body position may be determined (e.g., by the body position detector) and may
be compared with the parameters of the body position challenge to determine the
degree of match or mismatch.
(107) By way of illustration, FIG. 9 illustrates a display of the videogame at a point in
time at which the player is being prompted to perform a body position challenge. In
particular, a body position challenge representation 44 comprising wall 48 forming
opening 50 has arrived at representation 38 of the player. As can be seen,
representation 38 shows that for the most part the player has performed the body
position challenge associated with body position challenge representation 44. However,

the left arm of representation 38 does not fit into opening 50 because the corresponding

29



wal | pronpts prolonged poses). (106) Referring back to FIG 1, at the
appropriate tine, and/or over the appropriate tinme interval, conparison
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Il lustration il lustrates a display of the videogane a oint in
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the pl %’8@ i %et re\?er?t%g rt')%tdﬁrp%s?lon cha(ﬂeXge is presented to a user with a body
position challenge representation that includes a wall (or other structure) to maximize
contact with, one scoring criteria may include whether the player’s body position at a
given would make contact with the surface. As another example, the criteria may be the
degree of contact.
(110) In some implementations, the scoring criteria applied by scoring module 32 may
include how far in advance and/or for how long the player maintained a body position
with body position parameters and/or other parameters that satisfy the body position
challenge. Other scoring criteria and body position challenges may be used, some of
which are disclosed below. In some implementations, scoring module 32 may further
account for other criteria in determining the scores of players. For example, scoring
module 32 may take into account an amount of time for which a player holds a target
body position (e.g., prior to the appropriate time, after the appropriate time passes),
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position chall enge, and/or other criteria, scoring nodule 32 may generate a
score for display or other output. For exanple, scoring nodule 32 may
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performance of body position challenges. This feedback may include feedback at and/or
before the time corresponding to a body position challenge. Feedback may include
information other than score that indicates to a player information about his
performance of a body position challenge. Feedback presented to the player prior to a
time corresponding to a body position challenge may enable the player to refine his
performance of the body position challenge before his body position parameters and/or
other parameters are compared with the parameters of the body position challenge.
Feedback presented to the player at or after the time corresponding to the body position
challenge may indicate to the player how well he performed the body position challenge.
Feedback may include visual feedback (e.g., provided via display 12), audio feedback,
haptic feedback, and/or other feedback.
(113) By way of example, feedback module 34 may present a preview of the player’s

body position relative to a body position challenge representation (e.g., a wall) prior to
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at position challenge representation feedback module 34 may determine, prior to a time
associated with a given body position challenge, portions of the representation of the
player and/or portions of the body position challenge representation that do not
coincide, and may highlight these sections on the representation of the player (element
62 in FIG. 10) and/or the body position challenge representation. If there would not be
any contact, the display can display a visual or other indicator for indicating that there
would not be contact.
(116) As was mentioned above, feedback module 34 may provide feedback to a player
regarding performance of a previous body position challenge (other than score). This
feedback may include, for example, audio or visual messages that convey the quality of
the performance of the player. For example, if the player receives a score at or above a
predetermined threshold, an audio and/or visual message may indicate such to the
player. Conversely, if the player receives a score below the predetermined threshold, an

audio and/or visual message may be delivered to the player that provides
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r epr es @bstadles).anddor reakerportact with rifdr @ickaups )i tbasnovingwebstactaseardidypisksi t i on
ups. The obstacles and/or pick-ups may be presented such that the player must control
his representation to either avoid or make contact with them in addition to positioning
the his representation in accordance with other body position challenges (e.g., walls
having openings). For example, the player may have to move a hand, foot or other body
part to a designated portion of the display at or near a given time to make contact with a
pick-up or to avoid contact with an obstacle. A pick-up may identify a body part of the
avatar that must contact the pick-up in order to gain the incentive associated with the
pick-up, or to maximize the incentive associated with the pick-up.
(120) According to various implementations, the videogame provided by videogame
system 10 may be played as a single player game. In the single player game, the player
is the sole individual playing the game. In the single player game, the player may
compete (e.g., through performing body position challenges) with a previous score, to
complete “levels,” to unlock new game content, and/or for other purposes.
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ur pose 121) Accordjng to variqus ment ati ons, the vi.deoga may be
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physi C%oclleq%gf)#e%réhtﬁ%%g%?ttﬁer e ]:)r 1fn%erie rplabyoegé/ npa%/sti)é idPsr;])Iar{/ae% stl)r%ultaneously with
separate sets of body position challenge representations (e.g., in the form of walls with
openings) for each of the players. The timing intervals associated with the separate sets
of body position challenges may be synchronized (e.g., so that the players attempt
challenges at the same time) and/or the timing intervals may be offset (e.g., so that the
players attempt the challenges in a staggered manner).
(124) For example, FIG. 12 illustrates implementations of the competitive multi-player
mode of the videogame in which separate sets of body position challenge
representations 44 are displayed corresponding to representations 38 of separate
players. The body position challenge representations 44 illustrated in FIG. 12 include a
first set of challenge representations 66 with synchronized timing intervals, and a
second set of challenge representations 68 with offset timing intervals.
(125) In some implementations, each of the separate sets of body position challenges

includes the same body position challenges in the same order. In such implementations,
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captured by the same body position detector to be processed as inputs to
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chal | ergetol the difficulty of body position challenges presented to the other player. Control
over the difficulty of the body position challenges presented to another player may
include one or more of control of timing intervals associated with the body position
challenges, selection of specific body position challenges, selection of parameters of
body position challenges, and/or control over other aspects of the body position
challenges. This may present an aspect of risk-reward to the player, as the posing
player will be less likely to conform completely to body position challenges when
difficulty is increased, but increased difficulty may have a higher scoring potential for the
posing player. Control by a player over the difficulty experienced by a posing player
within the videogame may be accomplished via a peripheral control device and/or via
gestures that are detected by the body position detector and/or the processor(s).
(128) According to various implementations, the multi-player game may include a
competitive multiplayer mode in which one or more players follow the body position of a
leading player (e.g., a follow-the-leader mode). In this mode, the leading player may set

one or more body position parameters and/or other parameters of a body position
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(126) In order to facilitate conpetition between players of disparate skill
| evel s, the conpetitive nulti-player node nmay include one or nore
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chal | efwﬁﬁeﬁg%/ tetBedd1Rafidre 481of BEdn PRIrRITBO@Y Positieh @h8itbriye may be presented
to two players corresponding to first representation 38a and second representation 38b.
The two players then coordinate their body positions and/or motions (as depicted) to
perform the compound body position challenge.
(131) In the cooperative multi-player mode, all of the players may be considered
positive objects (e.g., as displayed in FIG. 16). In some instances, one or more of the
players may be considered a negative object. In such instances, a player that is a
negative object may move and/or position his body such that his representation is
between the representation of another player and some reference plane, axis, point, or
object (e.g., an approaching body position challenge representation). Portions of the
other player represented by the portions of the representation of the other player that

are covered by the representation of the player that is a negative object may be
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t he body position of the |eading player. (129) For exanple, FIG 13
illustrates a body position challenge representation 44 that is blank
(e.g., awbanio/ossiss, is not yet associated with body po®CTiBWIpariaéEt ers
and/ or ot her paraneters) approaching two player representations
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chal | engend pRiveret eddperatie beRchesitibhendliengjesr epr esent ation 38a, the body
position of the player corresponding to the first representation 38a sets

t he body3dbdn sPale ipHementationanieordengasne pee\iged by yidgogeRe sigMpMayon
chal | er r | g t ! I : an 44. This
S depﬁ%ﬁ%@g:énﬁlﬁ%wq(g?mmﬁpgﬁq%% %%%9 b?(g]gi 4&@&’%%@%@@%%‘3@}6’?%%'[ ation
44 nowspﬂoeméswgfbkbdé@ positi@ claalhmg}eatfelduse‘ tiorisggane plemeMB aldh(c)ias b t Od
assune t sanme bo osition as first representatio in Fl 14, and a
new, biS es@%&yrﬁmvet oot g m&ﬁg@ay%wggﬁﬂgﬁpwh%ﬁ%a&yphaﬂem Grepte
repres - ﬂe'f*@b - :

Vi deog%ﬁ%%lﬁéﬁﬁgé a co@ggﬁﬁ@/ggmﬁ?@%F‘g@%ﬁ%?ﬁ%ﬁt%m&or nor e
pl ayer pacamptarapé theobadys positon tkimgebe \beslyipositEspieieetor,dhoaughomadipoitatipn
positiaon challenges.  For ex e, FIG 16 illustrates and . exanple of this
Cooper & ARPTIRELR Pifpler RTERNT hody Bosiin Pard Bhisin aacRE sy e e msiers:
chal | eng@y/dragy ssrReicakidiatitth &fthas€ e pussibiaey. TRs playepnfayaddserdse Brset be
presented to two players corresponding to first représentati on 38a and

second of §pdy Pesitianiahalleages Mir atspgugnes &ial candher derpieaentedidusing Jasay

positign Lqr t icte form.t

osi 1 v RaeR syER a3 shithe BRRE e Af/BE el puGamoaHR de G ed, ¢ e
pl ayer siboRg. Ipescra@shgeneshtagend, itve priyeeatey drirg credted dodlplpagiidni n FI G 16) .
In sone instances, one or nore of the players may be considered a negative
obj ect chplergrshand(sr seruances qfbegyPosiign ¢hallgnges withwaihemplayersitgyg- never

and/ or aorﬁ’ét{/\fo'rlﬂ” his body such that his representation is between the
representation of another player and sone reference plane, axis, point, or
obj ect ((8&3)y.Accardiag v vaddusignfechenpaiwins] the vidaddangprodgee bgnticddogame

Portions of the other player represented by the portions of the
Fopr e SEEM R 88 (e oo MSHUEHRTa THRGS A dhe GPRGHOBS Thege s BRYSE A | on

of thepal; I j i i , £ t
and or Uy BUECtbn v o S VéoRsBRY DN o BTN, D R el
pl ayer $imiog indepetsaassasidied wiihoindivicdiral bhdy Ipeaiies.ch@lléryed maydreeincreased,

' pl en%?te%teho Ohe é[v\r/]aey \\A//.lltﬁeaﬂgsg%e ' I%‘%g ?I‘gstrb%ti\éli‘]%er%ggg,e raﬂésrttﬁ% 1rr?ergﬁy
presenting a body position representation (e.g., the form of a opening in the wall), the
one or more processors executing the videogame may generate a display that includes
additional information instructing the player on how to satisfy the body position
challenge. For example, the display may show a picture or diagram of a person with a
body position that satisfies the body position parameters and/or other parameters of the
body position challenge, a written description of how body members should be
positioned to satisfy the body position parameters and/or other parameters of the body
position challenge, and/or other information.

(134) In some implementations, in addition to presenting body position challenge
representations to the player(s), the videogame may require or incent the performance
of other actions. For example, the videogame may require the vocal performance of a
piece of music, the manipulation of a musical instrument, a musical instrument-like

game controller, and/or other types of controllers, the rhythmic contacting of one or
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i nclude a studio node in which players create body position chall enges
and/ or sequences of body position challenges for use during gane play nobdes
such as twe 2iwmyb@spl ayer node and/or the multi-player mouaB20des@réded
above. A player may create a body position challenge by positioning his

he. bodyoiseatadrrensbi ABR/or P bk MhabPANGR SRty 0Gar BINGPE control or

to di ctoahforirtepododl PospivhadreliengeMhede #utibaE nigy Bapeebemeand/ or by sone
conbi nati on of these two possibilities. The player nmay assenble a set of

body pé‘%mtl"f@?ﬁ%ﬁhd Vih gesfarmasce t@@&dé@@é't@ﬁ:ﬁhaﬂ@m@%ém/ﬁé'rb$%%%”ﬁt%wnéur| ng
/

o tes GRYolR S SionPante Buf Sy AR PendTRnBes e sl Saiih b seporiély

create@obmdm(pmﬁehg@ﬂthaabbﬂbgBQIandbbepaﬂﬂuences of body posi tion

var i oud T piAeHSh R or b ab s ARBHPE iTia8 oL NeceiRRe &) JLEHPH ay
i ncl Ud%a%%d'd?ﬁkﬁéﬁ&'cﬂﬂ%htlg?gﬁsméfbotﬂ& égfetrrn%f @%ﬂ&al@ﬁfpre?erpédiyer may be

instructed on how to sati vari ous OSI ion ch enges. During this
nmode, temabadimients, iitris ¢o balunde&ood mamumhtdetalhm sulelngbr thatipuposetandrthat

hal | b , . ith al togeth Ln the
"ot r udie BHATAR oI Res o hbreisuioarg SApeBERFRtob: Badfe Sasfene:s
r epr esemtealié@fo tSyér modifitaficHamd eguivBRML @ﬂah?eﬁ]@ﬂté’\@lbk hre WIBINORE Pirithor e

processors executing the videogame nay genera di splay that includes
addi t i anglscope® e rppendrd clains. r@oﬁe@wmlay@rs t@rbe]umder@tm ihet {he: preseotly

07 ANeBRE SRt BEETE ok Pt TR IS B RGPl "

par ametegiisocim@ho ta® bl &onfisinedratitersheddr inbee fdiyregasidny@ihehaihbedgsenta
written description of how body nenbers should be positioned to satisfy the

body position paraneters and/ or other paraneters of the body position

chal  enge, and/or other information. (134) In sone inplenmentations, in
addition to presenting body position challenge representations to the

pl ayer(s), the videogane may require or incent the performance of other
actions. For exanple, the videogane nay require the vocal performance of a
pi ece of nusic, the manipulation of a mnusical instrument, a nusical
instrunent-like gane controller, and/or other types of controllers, the
rhythm c contacting of one ornore contact sensors, and/or other the
performance of other actions with the conformance to body position
chal | enges. These actions may be perfornmed
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si mul taneously with conformance to body position challenges and/or in
separate tine periods fromconformance with body position challenges (e.g.,
first satwefzi9ses of body position chall enges, then pecfraBmiaodas@aoke
part). (135) Although the invention has been described in detail for the
pur pos f.illustration based on what is currently considered to be the
nost pS’X@ '(,sa?lgﬁ’ﬂﬁad eferred enbodi nents, it is to be understood that such

detail 1i.s s ystefnatorifigateddtey @@smeamdudbbghmdﬁt@ a prget,ited siysterdtomprsingd to
t he di scl osed enbodi nent s, but on the contrary, is intended to cover

modi fi cations an@ RN Resitien Qﬁcéﬁfmﬁﬂ@dt@d%ap&#r@ dimensienghidferpation and
scope of th i t is to be understood that the
pr esent |nv2@%§ﬁfﬁ%§§?§ﬁ%g§e§ﬁﬁ%a S?ﬁgéextent possi bl e, one or nore
features of any ambaldtinemt d«wie;beorﬁcgme@&ﬁsmddssmq/ displayrane @anorebody any
ot her enbodi nent . Vha ai med i.s ste conf| ured to proyjde a

vi deogame t<90§'t';9ﬁaﬁr@ﬁ'e”%ée%f9§%tﬁ¢'%%{9 @Wéyera HS}GBgénQrPc*}}?ddé%C@Ht%‘r

confi gured thafdmy é*Fér'PrQ%éFﬁﬁﬁér%?é présd fng‘ﬂé ?ru’én 8%8@%05*&% 4dd on of
a player in space, ectroni c di splay con ure to succeSS|veI di spl ay
one or rmretlh;@dye;mmmredmdyhmsltmrgmalbpges@mngamuatedt\mm seEyate, pdihis one
or nore body POSItlon chal | enge representations representing one or nore
body p05|t|&ﬁ Hﬁhllenges the one or nore body position chall enges being
associ ated with %@%r@h@reoﬂ*o'&%sér@ cbhﬂ?ure@ﬂ@ RiterMhe thE BRETF Phéreqsutlyl gur ed
to determ ne the one or nore sition paraneters of the body position
of the pl ay@OSﬂlpﬁrﬁ&ra@eéﬁrﬁm’iéhQ)hady pﬁsﬁiomt@mp@dptﬁothWm@@sma

Phe body podrtrrie CofErRTaY e BedhBorlio R et Ko B Honte MR EAF RS o7«

dictated by btohlg pRRRIoPI parRITRtEedf tﬁ@%bﬂY@@smbmdeﬁ@@%y@F witherizobrmineré n tine
associated with the body position challenges, and to convey the results of

t he conpari @@ﬁ'S/tR?Sttl%‘ Rﬁ@?@te@lddc’fﬁl?%j Ry the PrRPEMAre gy . p0§"“°”‘l¢ﬂ@”§9§@%m of
claiml, wh

She Tyai o 5 TP TG OB ARERGR T EoP L SEL) ERRIGETERERE By °
conpri se ondeh@resmhse)fd)rhe aosipahsoetd the playet abithe efersiohicodispigayof specific
body parts, or a three-dinensional shape.

2. The system of claim 1, wherein body position detector is contactless and
markerless.
3. The system of claim 1, wherein one or more body position parameters comprise

one or more of a silhouette, a relative positioning of specific body parts, or a
three-dimensional shape.

4. The system of claim 1, wherein the display is configured to display a
representation of the player, and the body position challenge representations are
depicted as moving closer to the representations of the player over time.

5. The system of claim 4, wherein the point in time associated with a given body
position challenge occurs when the display shows the body position challenge
representation that corresponds to the given body position challenge arriving at
or near the representation of the player.
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4 . The systemof claim1l1l, wherein the display is configured to display a
representation of the player, and the body position challenge

repr esentwi2ong9sn3é depi cted as noving closer to the repcegpmuadioasss of the
pl ayer over tine. 5 . The systemof claim4, wherein the point in tinme

Shove Bno bady PR AR BRGE &R Bl MR AR RolRbebBRate BROTY

gi ven body pesitionqaramatérerde givén boag pakition ohedendgdand efs beeypasition of the
player.6 . The systemof claim 1, wherein the results of the conparison

bet ween t he Pg6APelRFS Of thmbedy Begitien of the rlayenaithg pgjntia dime assaciried &vie and
the body posjti i g f Dl he

poi nt i1 1 nt SRR, ialenGe R H R AR o &R pib R Y B
conveyed toscbee.pl ayer in the formof a score. 7 . The systemof claiml,
wherein the one or nore processors are configured to conpare, at a point in
time prior to a point in tinm associated with a given body position

chall enge, tiig ﬁ@@%mgﬂ%iéiﬂnpn_mr@rﬁh%%eo& rtnpﬁ‘e Efdﬁ‘*e@s&%dé're%?liﬁﬁb% to
chal l enge and tHe body position paraneters of the body position of the
pl ayer at t lenmgaratat anpointin timeqrior éo Bh@iqian hime assaaited yetica gived badyh t he

o ven o0y BoRiGDFERLL SRS B BT 2 B BouiPS *"

posi tion chahbfdese afd the'bsdy bEesti6R PatAHERs bPtHY Byd\SoStivh BE#RANBYéOata
first player and a second player, the system conprising: one or nore body

posi tion dettleepeins ircimei Rjiarde the perpinutine @sseaiateshwithitihg giveathasly pasdtion

mor e o ect r ShARMAE ooy I s sl TSP B biehbr BIGTELNE ™ e’
second pl ayeoirdt i tinks assiciaéd hogithpasvdr B6d¢ pesitiemgralieiyecsent ati ons and a

second set of body position challenge representations, wherein a body
position chall enge representation represents a body position challenge

oo rodhen () PAETIATIBIALEL A0 Slicchobhio 21 B RRERI KSR
body positi @hayEr, theesystermtcopipriseng:based on t he di mensi onal i nformation
captured by the %%%yorprggget tiagdny ggéiﬁgrﬁ 8rete%?grstc%nﬁ8m%rtg capture dimensional
information that defines the position of a first player and a second player in
space;
one or more electronic displays configured to display to the first player and
the second player a first set of body position challenge representations and a
second set of body position challenge representations, wherein a body position
challenge representation represents a body position challenge associated with a
corresponding point in time;
one or more processors configured (/) to determine one or more body
position parameters of the body position of the first player based on the
dimensional information captured by the body position detector and to compare
the one or more body position parameters of the body position of the first player
with one or more body position parameters dictated by the body position
challenges of the first set of body position challenges at the points in time
associated with the body position challenges of the first set of body position
challenges, (ii) to determine one or more body position parameters of the body

position of the second player based on the dimensional information captured by
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the one or nore body position paraneters of the body position of the first
pl ayer with one or nore body position paraneters dictated by the body
positi on wbabloengss of the first set of body position cirariiBrgesocass t he
points in tinme associated with the body position challenges of the first

posi 1 on parnoPhl 83sFofs I and ks ol HE D EE: B BralBPSaBen on the
di mensi onal paréretErs oPthebddy pesititny bhehddssboneiqsiayeranitisiehe of eforansbdyo
conpare the one or nore boo%@tposml on paraneters of the body position of

e € h
the second [HO&{EON RArametere dictaiask Ry KiedyoPoreSiion challengesaf sheipeeendaetsf t he
body positi C : i1 - at
t he points %dgms'*t@@%"gb%%?%ﬁ% @ﬂgtsﬁﬁglﬁ%gsl |%t§18c If’ﬂ ﬁ%ntggeb? %cfsr?t%ﬁﬁ
second set chabetegpoisthtisetsontiakt ehigesy pagitiorf tRd)erigese and ¢§) toheormegitheés of
t hese conparisaons to the first pl r and the secgond pl ayer via.the one or
nore el egF r 69 t%@féﬁﬁ%@gon@arlsqﬁ%ﬁi%f@ﬁ# ReYe| %mq%,s s IAyemda the epeset
of body pogdﬂn%?e‘é?@ﬁk?rﬂ@%% the second set of body position challenges
are the sanme. 10 . The system’of claim8, wherein the points in tine

associated wth the body position challenges of the first set of body

posi ti chal |l enges and, the, points in time associated w th the bod

Posi 11 o chamecnatam 3T e BaRaTy bR b B8] DRG RO SBIPETRRENd e « ne
same poi nt's seBohd BBt ofldodyThEsifiors ERMMget !t hdsaiaerei n the results of the
conpari sons nmade by the one or nore processors include an indication as to

which of the first player and the second player is winning a conpetitive

aasoci dled e T cfIb £XMOSR BBt R ap o B SRR one"or
nore body peeisitioprchétibrgéoostharsCssticitiodeostion drnillkegesand tspointhim
systemof claim@8, wherein one or e body position paraneters conprise

one or nor e tigie assﬁqiﬂ_édéﬂiﬂb’ﬁheepqqdfrgfgsrjtﬂﬁrh%ieﬁﬁﬁﬁ of fgpeecaid setradibgdyve
posi tioni ngpplgg@ﬁ?’ya@%tﬁ%%)gye ﬁ%r ane gaéint%nggjrﬁéﬁ emof claim8, wherein a

relative di en t Irst se ody position challenges and
the second set of body position challenges is determned by the one or nore

processors sed on previously deponstrated skill-levels of the first

Dl ayer nd (e SEEIRG! SIAES. WreTeMANRERBE B 6 RRTRINS TIPSR BYAHEOE

player, the Jigtdlatbree8Rdrs intllide an indication as to which of the first player and the
second player is winning a competitive game that incentivizes conformance with

body position challenges at the associated points in time.

12.  The system of claim 8, wherein the one or more body position detectors are

contactless and markerless.

13.  The system of claim 8, wherein one or more body position parameters comprise
one or more of a silhouette, a three-dimensional shape, or a relative positioning

of specific body parts.

14.  The system of claim 8, wherein a relative difficulty between the first set of body
position challenges and the second set of body position challenges is determined
by the one or more processors based on previously demonstrated skill-levels of
the first player and the second player.
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detecting one or nore body position paraneters of a body position of a

pl ayer; successively displaying a set of body position challenge

repr esentwoi2on#s@st he pl ayer, the one or nore body posiPCiranmatredosenge
representations representing one or nore body position challenges, the one

e donpart RENOL S REV B R E R R EE P At e SR BB by |
position of the Id_e@etﬁrngvdrtdbmgr@bo@?b@siﬂ_@dbaﬁ@rﬁbtdr@bfQ&fo@Wtﬁ)rﬁbﬁé at ed
by the body position challenges at the points in tine associated with the

body positi #a¥&al | enges; and conveying the results of the conparison to

the player. 16 . SIRe.IBIHONiQfa\iAGhBel 31 b 85ifloh RRafRy e re tB05H5 to
position paranetérs are tect t ou{ cohtact or narkKers. . e

met hod of cltlag¢ plaler, thb @nei or moe ibodypostitm dyalErgje repregemtaticrtsaeprasampng s e
one or nore of a silhouette,. . a t’?r?e-di nsi onal shape, or a relative
posi ti oni ng % YPBLIS PQdeSbB‘a@t'%P allenggs, the,ene,at ﬁ@ae@pdwpaﬁwpmszh IgPeeRer

conpri si ng gesyy gyédb%tédhﬁw&‘if‘d?ét%técﬂﬁtsgﬁ tifte player, and wherein the body

position challenge representations are depicted as noving closer to the
represent ati ons @bnpazinglthg @nearenotd pedy pa@sitio perare¢tecsiobtheddaynpdsition

wherein th int inti iated with,.a gi body. pasi ti hal |
oceur s when & e BlgyGr B ToRR beshRosch Betsharoticia bydhe E88¥nds t o
the given b%}éiti@ﬂsdﬁdn@g?@@ai ﬂh%%ﬁntissn@i'r@b@éwbtéawm g BYdyPoss  t he

representation of the ayer. The net hod of claim 15, wherein the
resul ts of tchellenggsa@ndon are conveyed to the player in the formof a

score.2 1. The od . i 5 r L. LSi hg: _conparing, at a
point in tine pgﬁ%pvgﬂﬂét@%ﬁ%gh%ﬁﬁg$%88§§@8§$£B%H“V@gxe§ gi ven body
position chall enge, the body position paraneters of the given body position
chal | enge and the body position paraneters of the body position of the

pl ayer 18t tH_é‘eﬁBPHIOdiWQ‘@iﬁ‘M%’rWB‘Preﬂrbthen‘énﬁ)@f Aore ROQV@)E(’S&@QCRW&@@EEFWQW t he
gi ven body %?éété&’%i@ﬁgﬁt SMEEi odndrcgveying the results of this conparison

to the player prior e point 1n
17.  The method of claim 15, wherein one or more body position parameters

comprise one or more of a silhouette, a three-dimensional shape, or a relative

positioning of specific body parts.

18.  The method of claim 15, further comprising displaying a representation of the
player, and wherein the body position challenge representations are depicted as
moving closer to the representations of the player over time.

19.  The method of claim 18, wherein the point in time associated with a given body
position challenge occurs when the body position challenge representation that
corresponds to the given body position challenge is displayed arriving at or near
the representation of the player.

20. The method of claim 15, wherein the results of the comparison are conveyed to

the player in the form of a score.
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time associated with the given body position challenge. 22. A nmethod of
providing a videogane to a first player and a second player, the nethod
conpri si YO 20X®@6435ng one or nore body position paranmet @C3/1B101e/0G0i66st

pl ayer; detecting one or nore body position paranmeters of a second pl ayer;

successy,vel i i dy- positi hal | enge representations that

r epr esént awﬂ%@gh‘%%ﬁﬁb@’ @@bfg’f ?@WBQ%QQI enges to the first player and
the second pl ayercomyeingi Bt & pdintiitlusle Hrashtorosdihi dirteakkesigrsl with khe first
set of body position challenges are associated with separate points in

time; succesdvandpgdyipesitiony chelanogy thaokedy pasitien PrExyeters pf Bagiven PedY t hat
represent a L ti.Qn f LSt DI and
the second- SPayeh crilends ahGthe BB3Y HSPihBraTRRas of yd Boay boStioR of
second set qlayspcy thwpoint imtimbarioe ty e poiat mstime iastediated Witls épagiatr boaiynt s
in time; conparjng the one of nore body position paranmeters of the body
posi tion of POREION;Ghellenge, with one or nore body position parameters

di ctated by the *&%ﬁveﬂﬁgitrﬁé Pé‘sLFFtB%f'tr%%%?nﬁ?s‘risbhtﬁﬂftﬁgfaggggriei tqué?r@%h“ on

chal l enges at the points in tine associated w posi ti

chal | enges dime hgsddiated vetht thefgibendbogyp position chhbéngmnges; conparing the one
or nore body position paraneters of the body position of the second player
with one or nore body position paraneters dictated by the body position

chal | epges of midfifoE LIRS a WiddRANP RS A tir bl S drRINg8Ecaid plagephALS in
time associated with the body position challendges of the second set of body
posi tion chanetbpg@OMFSiNGEyi ng the results of these conparisons to the

first player and e cond e i ) r I i I spl ays. 23.
The: met hod of ! Seso0 GHterSr i€ had PoSiBageraReRugof BN Ect na | enges
and the second sefetédtingashe omiote body pakitien pesaraerers be asaeend pfayefhe nmet hod
of claim?22, wherein the points in time associated with the body position

chal | enges of t hé_UfJP‘PSﬁiV%IEQisﬂa}’rﬂﬂﬂ_jyoﬁbQP?if[igﬂ CORbeNaERRsesaations Wt nts in
o o SRRl 8 1SR oRP B P cF A B R o R Becpo o
22, wher ei n pldyery whatdirs indivitba aypsosittonshalleobes @ e first set of body position
challenges are associated with separate points in time;
successively displaying body position challenge representations that
represent a second set of body position challenges to the first player and the
second player, wherein individual body position challenges in the second set of
body position challenges are associated with separate points in time;
comparing the one or more body position parameters of the body position
of the first player with one or more body position parameters dictated by the body
position challenges of the first set of body position challenges at the points in
time associated with the body position challenges of the first set of body position
challenges;
comparing the one or more body position parameters of the body position
of the second player with one or more body position parameters dictated by the
body position challenges of the second set of body position challenges at the
points in time associated with the body position challenges of the second set of
body position challenges;
conveying the results of these comparisons to the first player and the

second player via one or more electronic displays.
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I ndication as to which of the first player and the second player is w nning
a conpetitive gane that incentivizes conformance with body position

chal | engesOavivdesosassoci ated points in tine. 26. The nerhodBzfo/eloaéem 22,
wherein the detections of the one or nore body position paraneters are
contactl ess and markerl ess. 27. The nethod of claim 22, wherein the one or
nore body position paraneters conprise one or nore of a silhouette, a

t hr ee- dizrensinenaktHjtesisiaift 22, Weerin te fressét ofiiicey sUsitipechidlieagbodyidpagt s.
28. The nethod of claim 22, wherein a relative difficulty between the first
set of body Sg68nd seholrdy RegjEeN shallangesasedirisa@e. of body position
chal l enges is determ ned based on previously denonstrated skill-I|evels of
the first player and the second pl ayer.

24. The method of claim 22, wherein the points in time associated with the body

position challenges of the first set of body position challenges and the points in
time associated with the body position challenges of the second set of body

position challenges are the same points in time.

25. The method of claim 22, wherein the results of the comparisons include an
indication as to which of the first player and the second player is winning a
competitive game that incentivizes conformance with body position challenges at
the associated points in time.

26. The method of claim 22, wherein the detections of the one or more body position

parameters are contactless and markerless.

27. The method of claim 22, wherein the one or more body position parameters
comprise one or more of a silhouette, a three-dimensional shape, or a relative

positioning of specific body parts.

28. The method of claim 22, wherein a relative difficulty between the first set of body
position challenges and the second set of body position challenges is determined
based on previously demonstrated skill-levels of the first player and the second

player.
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