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(54) Information processing of attitude or motion data for object selection

(57) Correspondence data representing correspond-
ence between a plurality of selection target objects and
the attitude of an input device is stored in an information
processing apparatus. In accordance with attitude/mo-
tion data acquired from the input device, the attitude of
the input device is calculated. In accordance with the
correspondence data, a selection target object corre-
sponding to the attitude of the input device is selected
thereby to perform a process based on the selection tar-
get object having been selected.
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Description

CROSS REFERENCE TO RELATED APPLICATION

[0001] The disclosure of Japanese Patent Application
No. 2010-119869, filed May 25, 2010, is incorporated
herein by reference.

BACKGROUND OF THE INVENTION

Field of the Invention

[0002] The present invention relates to an information
processing program, an information processing appara-
tus, an information processing method, and an informa-
tion processing system, and more specifically to an in-
formation processing program, an information process-
ing apparatus, an information processing method, and
an information processing system which allow selection
of a desired object from among a plurality of objects dis-
played on a screen.

Description of the Background Art

[0003] In relation to an operation of selecting an item
to be used from among a plurality of items owned by a
player character, conventionally proposed is an opera-
tion technique of displaying a screen in which items are
arranged in a circular ring shape thereby to facilitate item
selection (e.g., Japanese Laid-Open Patent Publication
No.2000-176164). In the operation technique, in accord-
ance with input instructions performed with operation but-
tons, items arranged in a circular ring shape are rotated
(shifted) along the circular ring, whereby operations such
as item selection and item rearrangement are performed.
[0004] However, in the above operation technique, in
accordance with the input instructions with the operation
buttons, it is necessary to rotate, select, or replace the
items. Accordingly, it is not possible to operate a desired
item intuitively.

SUMMARY OF THE INVENTION

[0005] Thus, an object of the present invention is to
provide an information processing program, an informa-
tion processing apparatus, an information processing
method, and an information processing system which al-
low, with an intuitive operation, selection of a desired
object from among a plurality of objects displayed on a
screen.
[0006] To solve the above problem, the present inven-
tion employs the following configuration.
[0007] A first surface is an information processing pro-
gram executed on a computer of an information process-
ing apparatus (3) performing predetermined information
processing based on attitude/motion data acquired from
an attitude/motion sensor for detecting an attitude or mo-
tion of an input device (5), and the computer is caused

to function as correspondence data storage means (12,
128, 129), object displaying means (S2), data acquisition
means (S3), input attitude calculating means (S3), object
selecting means (S43), and information processing
means (S9, S10). The correspondence data storage
means stores correspondence data representing corre-
spondence between a plurality of selection target objects
and attitudes of the input device. The object displaying
means displays the plurality of selection target objects
on a display unit. The data acquisition means acquires
the attitude/motion data. The input attitude calculating
means calculates an input attitude, which is an attitude
of the input device, in accordance with the attitude/motion
data acquired by the data acquisition means. The object
selecting means selects a selection target object from
among the plurality of selection target objects in accord-
ance with the input attitude calculated by the input attitude
calculating means and the correspondence data. The in-
formation processing means performs a process accord-
ing to the selection target object selected by the object
selecting means.
[0008] According to the first aspect, it is possible to
select any of the selection target objects in accordance
with the attitude of the input device, and also possible to
provide an intuitive selection operation.
[0009] In a second aspect based on the first aspect,
the information processing means includes: selection
confirmation means (S67) and object reference attitude
setting means (S10). The selection confirmation means
confirms selection of the selection target object selected
by the object selecting means. The object reference at-
titude setting means sets, when the selection confirma-
tion means has confirmed the selection of the selection
target object, the attitude of the input device as a refer-
ence attitude for the selection target object whose selec-
tion has been confirmed. The information processing
means performs a process according to the selection tar-
get object whose selection has been confirmed, based
on the reference attitude set by the object reference at-
titude setting means.
[0010] According to the second aspect, it is possible
to performs a process according to the selection target
object, in accordance with the input attitude at the time
when the selection is confirmed, and thus it is possible
to improve the selection operation and a series of oper-
ations for the subsequent processes.
[0011] In a third aspect based on the first aspect, the
object selecting means selects a selection target object
from among the plurality of selection target objects in
accordance with a tilt direction and a degree of tilt of the
input attitude relative to the display unit.
[0012] In a fourth aspect based on the third aspect, the
object selecting means: includes projection vector calcu-
lating means (S23) for calculating a projection vector of
the input attitude relative to a display surface of the dis-
play unit; and selects a selection target object from
among the plurality of selection target objects in accord-
ance with an orientation and magnitude of the projection
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vector.
[0013] According to the third to fourth aspects, a com-
ponent relative to the display unit, for example, a projec-
tion vector is utilized, and thus it is possible to determine
selection of a selection target object with a simple proc-
ess.
[0014] In a fifth aspect based on the first aspect, the
object displaying means displays the plurality of selection
target objects at positions on the display unit, the posi-
tions corresponding to the attitudes of the input device
in the correspondence data.
[0015] According to the fifth aspect, it is possible to
cause the user to intuitively understand the correspond-
ence between the display point of each selection target
object and the input attitude for selecting the selection
target object.
[0016] In a sixth aspect based on the fifth, the computer
is further caused to function as reference attitude setting
means (S21) for setting a predetermined reference atti-
tude for the input device. In addition, the correspondence
data storage means stores data of an attitude of the input
device as an attitude relative to the reference attitude.
The object selecting means selects one of the selection
target objects in accordance with the input attitude rela-
tive to the reference attitude.
[0017] According to the sixth aspect, the reference at-
titude is set for determination of the attitude of the input
device, and thus it is possible to provide an intuitive feel-
ing of operation without providing the sense of incongru-
ity.
[0018] In a seventh aspect based on the sixth aspect,
the computer is further caused to function as angle cal-
culating means (S24) for calculating an angle between
a direction of the reference attitude and a direction of the
input attitude. The object selecting means selects, when
the angle calculated by the angle calculating means is
equal to or more than a first angle, one of the selection
target objects in accordance with the input attitude.
[0019] According to the seventh aspect, it is possible
to select a selection target object without the input device
being moved dynamically.
[0020] In an eighth aspect based on the seventh as-
pect, the computer is further caused to function as object
selection cancellation means (S61, S62, S63) for can-
celling a state where one of the selection target objects
is selected when a second angle which is smaller than
the first angle is obtained through calculation by the angle
calculating means.
[0021] According to the eighth aspect, it is possible to
easily cancel a state where an object is selected.
[0022] In a ninth aspect based on the seventh aspect,
the computer is further caused to function as return-to-
reference-attitude determination means (S61) and object
selection cancellation means (S62, S63). The return-to-
reference-attitude determination means determines
whether or not the input attitude has changed to an atti-
tude that is identical with or similar to the reference atti-
tude, in a state where any of the selection target objects

is selected by the object selecting means. The object
selection cancellation means cancels a state where one
of the selection target objects is selected when the return-
to-reference-attitude determination means has deter-
mined that the input attitude is identical with or similar to
the reference attitude.
[0023] According to the ninth aspect, it is possible to
obtain the same effect as in the eighth aspect.
[0024] In a tenth aspect based on the seventh aspect,
the reference attitude setting means sets as the refer-
ence attitude an attitude of the input device in a state
where a predetermined axis thereof is oriented to the
center of the display unit. In addition, the computer is
further caused to function as instruction object displaying
means for displaying an instruction object which indicates
a position, on the display unit, corresponding to the di-
rection in which the predetermined axis of the input de-
vice is oriented, at a position, on the display unit, dis-
tanced from the center of the display unit toward the di-
rection of the input attitude by a distance corresponding
to the angle calculated by the angle calculating means.
[0025] According to the tenth aspect, it is possible to
cause the user to easily understand the current attitude
of the input device, thereby enhancing the operability.
[0026] In an 11th aspect based on the tenth aspect,
for each of the selection target objects, a predetermined
range centered about the selection target object is set
as a selection continuation range, and the selection con-
tinuation range of one of the selection target objects on
the display screen overlaps with that of another one of
the selection target objects arranged adjacent thereto.
In a state where the one of the selection target objects
is selected, when the instruction object is located within
the overlapped portion of the selection continuation rang-
es, the object selecting means maintains the selection
state of the one of the selection target objects having
been selected.
[0027] According to the 11th aspect, when the instruc-
tion object is located between selection target objects
located adjacent to each other, it is possible to prevent
easy cancellation of the selection state, thereby enhanc-
ing the operability.
[0028] In a 12th aspect based on the tenth aspect,
when the angle calculated by the angle calculating
means is fixed, the distance corresponding to the angle
calculated by the angle calculating means in a state
where one of the selection target objects is selected by
the object selecting means is longer than the distance
corresponding to the angle calculated by the angle cal-
culating means in a state where one of the selection tar-
get objects is not selected by the object selecting means.
[0029] According to the 12th aspect, depending on
whether or not any of the selection target objects is being
selected, the distance corresponding to the angle calcu-
lated by the angle calculating means can be changed.
The operability can be set such that selection of any of
the selection target objects can be performed easily, and
that once selection is made, the state where the selection
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target object is being selected is hardly cancelled.
[0030] In a 13th aspect based on the sixth aspect, the
information processing means includes selection confir-
mation means (S67) and reference attitude updating
means (S10). The selection confirmation means con-
firms selection of one of the selection target objects se-
lected by the object selecting means. The reference at-
titude updating means updates the reference attitude us-
ing the attitude of the input device when the selection of
the one of the selection target objects is confirmed by
the selection confirmation means. The information
processing means performs a process according to the
one of the selection target objects whose selection has
been confirmed.
[0031] According to the 13th aspect, when a predeter-
mined process corresponding to the selected object is
performed after selection confirmation, it is possible to
perform a process while using the attitude of the input
device at the time of the selection confirmation as the
reference, thereby enhancing the operability.
[0032] In a 14th aspect based on the thirteenth aspect,
the information processing means performs a process
according to one of the selection target objects whose
selection has been confirmed, based on the reference
attitude updated by the reference attitude updating
means.
[0033] According to the 14th aspect, it is possible to
enhance a series of operations relating to the selection
operation.
[0034] In a 15th aspect based on the fifth aspect, the
object displaying means displays the plurality of selection
target objects at positions on the display unit, at equal
spacings, in a manner as to form a ring shape, the posi-
tions being based on the attitudes of the input device
corresponding to the selection target objects.
[0035] According to the 15th aspect, it is possible to
realize a more intuitive selection operation.
[0036] In a 16th aspect based on the first aspect, the
information processing means includes highlighting
means (S68) for highlighting, when one of the selection
target objects has been selected by the object selecting
means, at least the one of the selection target objects
having been selected.
[0037] According to the 16th aspect, it is possible to
cause the user to intuitively identify the selection target
object currently being selected.
[0038] In a 17th aspect based on the first aspect, the
input device further includes a vibration unit. The infor-
mation processing means causes the vibration unit to
vibrate for a predetermined period of time when one of
the selection target objects is selected by the object se-
lecting means.
[0039] According to the 17th aspect, it is possible to
easily notify the user that any of the selection target ob-
jects has been selected.
[0040] In an 18th aspect based on the first aspect, the
attitude/motion sensor is an angular velocity sensor de-
tecting angular velocities. The information processing

apparatus acquires angular velocity data representing
the angular velocities from the input device including the
angular velocity sensor. The data acquisition means ac-
quires the angular velocity data. The input attitude cal-
culating means calculates the attitude of the input device
in accordance with the angular velocity data acquired by
the data acquisition means.
[0041] According to the 18th aspect, with the use of
the angular velocity data, it is possible to calculate the
attitude of the input device more accurately.
[0042] A 19th aspect is an information processing ap-
paratus (3) performing predetermined information
processing based on attitude/motion data acquired from
an attitude/motion sensor for detecting an attitude or mo-
tion of an input device (5). The information processing
apparatus includes correspondence data storage means
(12), object displaying means (10), data acquisition
means (10), input attitude calculating means (10), object
selecting means (10), and information processing means
(10). The correspondence data storage means stores
correspondence data representing correspondence be-
tween a plurality of selection target objects and attitudes
of the input device. The object displaying means displays
the plurality of selection target objects on a display unit.
The data acquisition means acquires the attitude/motion
data. The input attitude calculating means calculates an
input attitude, which is an attitude of the input device, in
accordance with the attitude/motion data acquired by the
data acquisition means. The object selecting means se-
lects a selection target object from among the plurality
of selection target objects in accordance with the input
attitude calculated by the input attitude calculating means
and the correspondence data. The information process-
ing means performs a process according to the selection
target object selected by the object selecting means.
[0043] A 20th aspect is an information processing con-
trol method which performs predetermined information
processing based on attitude/motion data acquired from
an attitude/motion sensor for detecting an attitude or mo-
tion of an input device, and which further performs a proc-
ess according to a selection target object selected from
among a plurality of selection target objects. The method
includes a correspondence data storage step, an object
displaying step (S2), a data acquisition step (S3), an input
attitude calculating step (S3), an object selecting step
(S43), and an information processing step (S9, S10). The
correspondence data storage step stores correspond-
ence data representing correspondence between the
plurality of selection target objects and attitudes of the
input device. The object displaying step displays the plu-
rality of selection target objects on a display unit. The
data acquisition step acquires the attitude/motion data.
The input attitude calculating step calculates an input at-
titude, which is an attitude of the input device, in accord-
ance with the attitude/motion data acquired by the data
acquisition step. The object selecting step selects a se-
lection target object from among the plurality of selection
target objects in accordance with the input attitude cal-
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culated by the input attitude calculating step and the cor-
respondence data. The information processing step per-
forms a process according to the selection target object
selected by the object selecting step.
[0044] A 21 st aspect is an information processing sys-
tem performing predetermined information processing
based on attitude/motion data acquired from an attitude/
motion sensor for detecting an attitude or motion of an
input device. The information processing system in-
cludes correspondence data storage means (12), object
displaying means (10), data acquisition means (10), input
attitude calculating means (10), object selecting means
(10), and information processing means (10). The corre-
spondence data storage means stores correspondence
data representing correspondence between a plurality of
selection target objects and attitudes of the input device.
The object displaying means displays the plurality of se-
lection target objects on a display unit. The data acqui-
sition means acquires the attitude/motion data. The input
attitude calculating means calculates an input attitude,
which is an attitude of the input device, in accordance
with the attitude/motion data acquired by the data acqui-
sition means. The object selecting means selects a se-
lection target object from among the plurality of selection
target objects in accordance with the input attitude cal-
culated by the input attitude calculating means and the
correspondence data. The information processing
means performs a process according to the selection tar-
get object selected by the object selecting means.
[0045] According to the 19th to 21 st aspects, it is pos-
sible to obtain the same effect as in the first aspect.
[0046] According to the present invention, it is possible
to select a desired object from among a plurality of se-
lection target objects with an intuitive operation.
[0047] These and other objects, features, aspects and
advantages of the present invention will become more
apparent from the following detailed description of the
present invention when taken in conjunction with the ac-
companying drawings.

BRIEF DESCRIPTION OF THE DRAWINGS

[0048]

FIG. 1 is an external view of a game system 1;
FIG. 2 is a block diagram illustrating a configuration
of a game apparatus 3;
FIG. 3 is a perspective view illustrating an external
appearance of an input device 8;
FIG. 4 is a perspective view illustrating an external
appearance of a controller 5;
FIG. 5 is a diagram illustrating an internal structure
of the controller 5;
FIG. 6 is a diagram illustrating an internal structure
of the controller 5;
FIG. 7 is a block diagram illustrating a configuration
of the input device 8;
FIG. 8 is an example of a game screen assumed in

this embodiment;
FIG. 9 is an example of an item selection screen;
FIG. 10 is an example of an operation in the item
selection screen;
FIG. 11 is an example of an operation in the item
selection screen;
FIG. 12 is an example of a game screen assumed
in this embodiment;
FIG. 13 is an example of an operation in the item
selection screen;
FIG. 14 is an example of an operation in the item
selection screen;
FIG. 15 is a diagram illustrating a reference attitude;
FIG. 16 is a diagram illustrating the reference atti-
tude;
FIG. 17 is a diagram illustrating the relation between
the reference attitude and a current attitude;
FIG. 18 is a diagram illustrating an angle of the cur-
rent attitude;
FIG. 19 is a diagram illustrating a direction of the
current attitude;
FIG. 20 is a schematic view illustrating a concept of
a table for item selection decision;
FIG. 21 is a diagram illustrating a second scale circle;
FIG. 22 is a diagram illustrating a selection decision
while an item icon is being selected;
FIG. 23 is a diagram illustrating a memory map of
an external main memory 12;
FIG. 24 is a flowchart showing an item selection proc-
ess in detail;
FIG. 25 is a flowchart showing, in detail, an attitude
direction calculation process shown in step S3 of
FIG. 24;
FIG. 26 is a flowchart showing, in detail, a non-fo-
cusing process shown in step S5 of FIG. 24; and
FIG. 27 is a flowchart showing, in detail, a focusing
process shown in step S6 of FIG. 24.

DESCRIPTION OF THE PREFERRED EMBODIMENTS

[0049] Hereinafter, embodiments of the present inven-
tion will be described with reference to the drawings. Note
that the present invention is not limited to the embodi-
ments.

[Overall structure of game system]

[0050] With reference to FIG. 1, a game system 1 in-
cluding a game apparatus according to an embodiment
of the present invention will be described. FIG. 1 is an
external view illustrating a game system 1. Hereinafter,
a game apparatus and a game program according to the
embodiment will be described by using a stationary game
apparatus as an example. As shown in FIG. 1, the game
system 1 includes a television receiver (hereinafter, re-
ferred to simply as a "television") 2, a game apparatus
3, an optical disc 4, an input device 8, and a marker sec-
tion 6. In the present system, a game process is executed
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on the game apparatus 3 in accordance with a game
operation using the input device 8.
[0051] Into the game apparatus 3, the optical disc 4,
which typifies an information storage medium and is ex-
changeable with respect to the game apparatus 3, is de-
tachably inserted. In the optical disc 4, the game program
executed on the game apparatus 3 is stored. The game
apparatus 3 has, on the front surface thereof, an opening
through which the optical disc 4 is inserted. The game
processing is executed on the game apparatus 3 by read-
ing and executing the game program stored in the optical
disc 4 which is inserted in the game apparatus 3 through
the opening.
[0052] The game apparatus 3 is connected via a con-
nection cord to the television 2 typifying a display device.
The television 2 displays a game image generated
through the game processing executed on the game ap-
paratus 3. Further, the marker section 6 is provided in
the vicinity of the screen of the television 2 (on the top
surface of the screen shown in FIG. 1). The marker sec-
tion 6 includes two markers, a marker 6R and a marker
6L, at both ends thereof. Specifically, each of the markers
6R and 6L includes at least one infrared LED, and outputs
infrared light forward from the television 2. The marker
section 6 is connected to the game apparatus 3, and the
game apparatus 3 is capable of controlling each infrared
LED included in the marker section 6 so as to be lit up.
[0053] The input device 8 supplies, to the game appa-
ratus 3, operation data representing a content of an op-
eration performed therein. In the present embodiment,
the input device 8 includes a controller 5 and a gyro-
sensor unit 7. In the input device 8, the gyro-sensor unit
7 is detachably connected to the controller 5, the details
of which will be described below. The controller 5 is con-
nected to the game apparatus 3 by wireless communi-
cation. In the present embodiment, for example, the Blue-
tooth (registered trademark) technology is used for the
wireless communication between the controller 5 and the
game apparatus 3. In another embodiment, the controller
5 and the game apparatus 3 may communicate with each
other by a wired connection.

[Internal structure of game apparatus 3]

[0054] Subsequently, with reference to FIG. 2, an in-
ternal structure of the game apparatus 3 will be de-
scribed. FIG. 2 is a block diagram illustrating a structure
of the game apparatus 3. The game apparatus 3 includes
a CPU 10, a system LSI 11, an external main memory
12, a ROM/RTC 13, a disc drive 14, an AV-IC 15, and
the like.
[0055] The CPU 10, serving as a game processor, ex-
ecutes the game program stored in the optical disc 4 so
as to perform the game processing. The CPU 10 is con-
nected to the system LSI 11. In addition to the CPU 10,
the external main memory 12, the ROM/RTC 13, the disc
drive 14, and the AV-IC 15 are also connected to the
system LSI 11. The system LSI 11 performs processing

such as control of data transmission between respective
components connected thereto, generation of an image
to be displayed, and acquisition of data from an external
apparatus. An internal structure of the system LSI 11 will
be described below. The external main memory 12,
which is of a volatile type, stores programs, such as a
game program read from the optical disc 4 or a flash
memory 17, and various data, and is used as a work area
and a buffer area for the CPU 10. The ROM/RTC 13
includes a ROM (so-called boot ROM) incorporating a
program for booting the game apparatus 3, and a clock
circuit (RTC: real time clock) for counting time. The disc
drive 14 reads, from the optical disc 4, program data,
texture data and the like, and writes the read data into
an internal main memory 11e described below or the ex-
ternal main memory 12.
[0056] Provided in the system LSI 11 are an input/out-
put processor (I/O processor) 11a, a GPU (Graphics
Processor Unit) 11b, a DSP (Digital Signal Processor)
11c, a VRAM 11d, and the internal main memory 11e.
These components 11a to 11e are connected to each
other via an internal bus which is not shown.
[0057] The GPU 11b, which is a part of rendering
means, generates an image in accordance with a graph-
ics command (draw command) from the CPU 10. The
VRAM 11d stores therein data (such as polygon data and
texture data) necessary for the GPU 11b to execute the
graphics command. When an image is to be generated,
the GPU 11 b generates image data by using the data
stored in the VRAM 11d.
[0058] The DSP 11c functions as an audio processor,
and generates audio data by using sound data and sound
waveform (tone quality) data stored in the internal main
memory 11e or the external main memory 12.
[0059] The image data and the audio data generated
as described above are read by the AV-IC 15. The AV-
IC 15 outputs the read image data to the television 2 via
an AV connector 16, and also outputs the read audio
data to a speaker 2a of the television 2. Thus, an image
is displayed on the television 2, and a sound is outputted
from the speaker 2a.
[0060] The I/O processor 11 a executes data reception
and transmission between the components connected
thereto and download of data from an external apparatus.
The I/O processor 11 a is connected to the flash memory
17, a wireless communication module 18, a wireless con-
troller module 19, an extension connector 20, and a mem-
ory card connector 21. To the wireless communication
module 18, an antenna 22 is connected, and to the wire-
less controller module 19, an antenna 23 is connected.
[0061] The I/O processor 11a may be connected to a
network via the wireless communication module 18 and
the antenna 22 so as to communicate with another game
apparatus or various servers connected to the network.
The I/O processor 11a accesses the flash memory 17 at
regular time intervals so as to detect presence or absence
of data which is required to be transmitted to the network.
When such data is present, the data is transmitted to the
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network via the wireless communication module 18 and
the antenna 22. Further, the I/O processor 11 a receives,
via the network, the antenna 22 and the wireless com-
munication module 18, data transmitted from another
game apparatus or data downloaded from a download
server, and stores the received data in the flash memory
17. The CPU 10 executes the game program to read the
data stored in the flash memory 17, thereby using the
read data on the game program. The flash memory 17
may store not only the data transmitted and received be-
tween the game apparatus 3 and another game appara-
tus or various servers, but also saved data (result data
or intermediate step data of the game) of a game played
with the game apparatus 3.
[0062] Further, the I/O processor 11a receives the op-
eration data transmitted from the controller 5, via the an-
tenna 23 and the wireless controller module 19, and (tem-
porarily) stores the operation data in a buffer area of the
internal main memory 11e or the external main memory
12.
[0063] Further, the extension connector 20 and the
memory card connector 21 are connected to the I/O proc-
essor 11a. The extension connector 20 is an interface
connector as typified by a USB and an SCSI, and is ca-
pable of performing communication with the network, in-
stead of the wireless communication module 18, by con-
necting thereto a medium such as an external storage
medium, a peripheral device such as another controller,
or a wired communication connector. The memory card
connector 21 is a connector for connecting thereto the
external storage medium such as a memory card. For
example, the I/O processor 11 a accesses the external
storage medium via the extension connector 20 or the
memory card connector 21, so as to store data in the
external storage medium or to read data from the external
storage medium.
[0064] The game apparatus 3 includes a power button
24, a reset button 25, and an eject button 26. The power
button 24 and the reset button 25 are connected to the
system LSI 11. When the power button 24 is turned ON,
the power is supplied to the respective components of
the game apparatus 3 via an AC adapter which is not
shown. When the reset button 25 is pressed, the system
LSI 11 restarts a boot program of the game apparatus 3.
The eject button 26 is connected to the disc drive 14.
When the eject button 26 is pressed, the optical disc 4
is ejected from the disc drive 14.

[Structure of the input device 8]

[0065] Subsequently, the input device 8 is described
with reference to FIG. 3 to FIG. 6. FIG. 3 is a perspective
view illustrating an external appearance of the input de-
vice 8. FIG. 4 is a perspective view illustrating an external
appearance of the controller 5. FIG. 3 is a perspective
view of the controller 5 as viewed from the top rear side
thereof. FIG. 4 is a perspective view of the controller 5
as viewed from the bottom front side thereof.

[0066] In FIG. 3 and FIG. 4, the controller 5 has a hous-
ing 31 formed through, for example, plastic molding. The
housing 31 has a generally parallelepiped shape extend-
ing in a longitudinal direction from front to rear (the direc-
tion of Z-axis shown in FIG. 3). The overall size of the
housing 31 is small enough to be held by one hand of an
adult or even a child. The player can perform a game
operation by pressing the buttons provided on the con-
troller 5, and by moving the controller 5 in such a manner
as to change the position and the attitude thereof.
[0067] The housing 31 is provided with a plurality of
operation buttons. As shown in FIG. 3, on the top surface
of the housing 31, a cross button 32a, a No. 1 button 32b,
a No. 2 button 32c, an A button 32d, a minus button 32e,
a home button 32f, a plus button 32g, and a power button
32h are provided. The top surface of the housing 31 on
which the buttons 32a to 32h are provided is also referred
to as a "button side" herein. On the other hand, as shown
in FIG. 4, on the bottom surface of the housing 31, a
recessed portion is formed, and on a slope surface of the
recessed portion on the rear bottom surface thereof, a B
button 32i is provided. Various functions are assigned to
the operation buttons 32a to 32i, respectively, in accord-
ance with the game program executed by the game ap-
paratus 3. The power button 32h is for turning on and off
the power to the game apparatus 3 by remote control.
The home button 32f and the power button 32h each
have a top surface thereof buried in the top surface of
the housing 31. This prevents the player from inadvert-
ently pressing the home button 32f or the power button
32h.
[0068] On the rear surface of the housing 31, a con-
nector 33 is provided. The connector 33 is used for con-
necting another apparatus (for example, the gyro-sensor
unit 7 or another controller) to the controller 5. On both
sides of the connector 33 at the rear surface of the hous-
ing 31, latch holes 33a are provided so as to prevent
another apparatus mentioned above from being easily
dismounted therefrom.
[0069] In the rear portion of the top surface of the hous-
ing 31, a plurality (four in FIG. 3) of LEDs 34a to 34d are
provided. Here, a controller type (number) is assigned to
the controller 5 such that the controller 5 is distinguish-
able from other main controllers. For example, the LEDs
34a to 34d are used for informing the player of the con-
troller type which is currently set for the controller 5, or
of remaining battery capacity of the controller 5, or the
like. Specifically, when a game is played using the con-
troller 5, one of the plurality of LEDs 34a to 34d is lit up,
in accordance with the controller type.
[0070] Moreover, the controller 5 includes an imaging
information calculation section 35 (FIG. 6), and as shown
in FIG. 4, a light entrance surface 35a for the imaging
information calculation section 35 is provided on the front
surface of the housing 31. The light entrance surface 35a
is made of a material which allows an infrared light emit-
ted from the markers 6R and 6L to pass therethrough at
least.
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[0071] A sound hole 31a for outputting a sound from
a speaker 49 (FIG. 5) of the controller 5 is formed between
the No. 1 button 32b and the home button 32f on the top
surface of the housing 31.
[0072] With reference to FIGS. 5 and 6, an internal
structure of the controller 5 will be described. FIG. 5 and
FIG. 6 are diagrams illustrating an internal structure of
the controller 5. FIG. 5 is a perspective view illustrating
a state where an upper housing (a part of the housing
31) of the controller 5 is removed. FIG. 6 is a perspective
view illustrating a state where a lower housing (a part of
the housing 31) of the controller 5 is removed. FIG. 6 is
a perspective view illustrating a reverse side of a sub-
strate 30 shown in FIG. 5.
[0073] As shown in FIG. 5, the substrate 30 is fixed
inside the housing 31. On the top main surface of the
substrate 30, the operation buttons 32a to 32h, LEDs 34a
to 34d, an acceleration sensor 37, an antenna 45, a
speaker 49, and the like are provided. These components
are connected to a microcomputer 42 (see FIG. 6) via
lines (not shown) provided on the substrate 30 and the
like. In the present embodiment, the acceleration sensor
37 is located in a position shifted from the center of the
controller 5 in an X-axis direction. This allows easier cal-
culation of a motion of the controller 5 while the controller
5 is being rotated about a Z-axis. The acceleration sensor
37 is located in a position shifted toward the front of the
controller 5 from the center thereof in a longitudinal di-
rection (Z-axis direction). The controller 5 functions as a
wireless controller by using a wireless module 44 (FIG.
6) and the antenna 45.
[0074] As shown in FIG. 6, at the front edge of the
bottom main surface of the substrate 30, the imaging
information calculation section 35 is provided. The imag-
ing information calculation section 35 includes an infrared
filer 38, a lens 39, an image pickup element 40, and an
image processing circuit 41 located in order, from the
front surface of the controller 5. These components 38
to 41 are fixed to the bottom main surface of the substrate
30, respectively.
[0075] On the bottom main surface of the substrate 30,
the microcomputer 42 and a vibrator 48 are provided.
The vibrator 48 is, for example, a vibrating motor or a
solenoid, and is connected to the microcomputer 42 via
lines provided in the substrate 30 and the like. An instruc-
tion from the microcomputer 42 actuates the vibrator 48,
to cause the controller 5 to vibrate. The vibration is con-
veyed to the player’s hand holding the controller 5. Thus,
a so-called vibration-feedback game is realized. In the
present embodiment, the vibrator 48 is located in a po-
sition slightly forward from the longitudinal center of the
housing 31. That is, the vibrator 48 is located in a position
shifted from the center of the controller 5, toward the end
thereof. Thus, the vibration of the vibrator 48 allows the
controller 5 to vibrate to a large extent. The connector 33
is fixed at the rear edge of the bottom main surface of
the substrate 30. In addition to the components shown
in FIG. 5 and FIG. 6, the controller 5 includes a crystal

oscillator for generating a reference clock of the micro-
computer 42, an amplifier for outputting an audio signal
to the speaker 49, and the like.
[0076] The gyro-sensor unit 7 includes gyro-sensors
(gyro-sensors 55 and 56 shown in FIG. 7) for detecting
angular velocities about three axes. The gyro-sensor unit
7 is detachably mounted to the connector 33 of the con-
troller 5. A plug (plug 53 shown in FIG. 7) which is con-
nectable to the connector 33 is provided at the front edge
(in the Z-axis positive direction shown in FIG. 3) of the
gyro-sensor unit 7. A hook (not shown) is provided on
each side of the plug 53. When the gyro-sensor unit 7 is
mounted on the controller 5, the plug 53 is connected to
the connector 33 and the hooks are engaged in the latch
holes 33a of the controller 5, respectively. Thus, the gyro-
sensor unit 7 is firmly fixed to the controller 5. The gyro-
sensor unit 7 has buttons 51 on side surfaces thereof
(surfaces in the X-axis direction shown in FIG. 3). When
pressed, the buttons 51 release the engagement be-
tween the hooks and the latch holes 33a. Therefore, by
pulling the plug 53 out of the connector 33 while pressing
the buttons 51, it is possible to dismount the gyro-sensor
unit 7 from the controller 5.
[0077] At the rear end of the gyro-sensor unit 7, a con-
nector having the same shape as the connector 33 is
provided. Accordingly, another apparatus which can be
mounted onto (the connector 33 of) the controller 5 can
also be mounted onto the connector provided in the gyro-
sensor unit 7. As shown in FIG. 3, a cover 52 is detachably
mounted to the connector.
[0078] Note that the shapes of the controller 5 and the
gyro-sensor unit 7, the shapes of the operation buttons,
the number and the positions of the acceleration sensor
and vibrator shown in FIG. 3 through FIG. 6 are merely
examples, and any other shapes, numbers, and positions
may be used to realize the present invention. In the
present embodiment, the imaging direction used for the
imaging means is the Z-axis positive direction. However,
any direction may be used as an imaging direction. In
other words, a position of the imaging information calcu-
lation section 35 (the light entrance surface 35a of the
imaging information calculation section 35) of the con-
troller 5 is not necessarily located at the front surface of
the housing 31, and may be located at any other surface
as long as light can be obtained from an outside of the
housing 31.
[0079] FIG. 7 is a block diagram illustrating a structure
of the input devices 8 (the controller 5 and the gyro-sen-
sor unit 7). The controller 5 includes the operation section
32 (the operation buttons 32a to 32i), the connector 33,
the imaging information calculation section 35, a com-
munication section 36, and the acceleration sensor 37.
The controller 5 transmits, to the game apparatus 3, data
representing a content of an operation performed using
the controller 5, as operation data.
[0080] The operation section 32 includes the operation
buttons 32a to 32i described above, and outputs, to the
microcomputer 42 of the communication section 36, op-
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eration button data representing an input state of each
of the operation buttons 32a to 32i (whether or not the
operation buttons 32a to 32i are pressed).
[0081] The imaging information calculation section 35
is a system for analyzing image data taken by imaging
means and calculating the position of the center of grav-
ity, the size, and the like of an area having a high bright-
ness in the image data. The imaging information calcu-
lation section 35 has, for example, a maximum sampling
period of about 200 frames/sec., and therefore can trace
and analyze even a relatively fast motion of the controller
5.
[0082] The imaging information calculation section 35
includes the infrared filter 38, the lens 39, the image pick-
up element 40 and the image processing circuit 41. The
infrared filter 38 allows, among lights incident on the front
surface of the controller 5, only an infrared light to pass
therethrough. The lens 39 collects the infrared light which
has passed through the infrared filter 38 and outputs the
infrared light to the image pickup element 40. The image
pickup element 40 is a solid-state image pickup device
such as, for example, a CMOS sensor or a CCD sensor.
The image pickup element 40 receives the infrared light
collected by the lens 39 and outputs an image signal.
Each of the markers 6R and 6L of the marker section 6
located in the vicinity of the display of the television 2
includes an infrared LED which outputs an infrared light
forward from the television 2. Thus, by providing the in-
frared filer 38, the image pickup element 40 is able to
receive only the infrared light which has passed through
the infrared filter 38, so as to generate an image data.
Accordingly, the image pickup element 40 is able to pick
up a more precise image of the markers 6R and 6L. Here-
inafter, the image picked up by the image pickup element
40 is referred to as a picked up image. Image data gen-
erated by the image pickup element 40 is processed by
the image processing circuit 41. The image processing
circuit 41 calculates a position of an imaging target (mark-
ers 6R and 6L) in a picked up image. The image process-
ing circuit 41 outputs coordinates representing the cal-
culated position to the microcomputer 42 in the commu-
nication section 36. The data of the coordinates is trans-
mitted, as operation data, to the game apparatus 3 by
the microcomputer 42. Hereinafter, the coordinates as
described above are referred to as "a marker coordinate
point." Since the marker coordinate point will change in
accordance with the orientation (inclination angle) and
the position of the controller 5, the game apparatus 3 is
allowed to calculate the orientation and the position of
the controller 5 by using the marker coordinate point.
[0083] In another embodiment, the controller 5 may
not necessarily include the image processing circuit 41,
and thus a picked up image may be transmitted as it is
from the controller 5 to the game apparatus 3. In such a
case, the game apparatus 3 may have a circuit or a pro-
gram which has a function similar to that of the image
processing circuit 41, so as to calculate the marker co-
ordinate point.

[0084] The acceleration sensor 37 detects accelera-
tion (including gravitational acceleration) of the controller
5, that is, the force (including the gravity) applied to the
controller 5. The acceleration sensor 37 detects a value
of acceleration component in a straight line direction (lin-
ear acceleration) along the sensing axis of the acceler-
ation applied to the detection section of the acceleration
sensor 37. For example, a multi-axis acceleration sensor,
which is capable of detecting acceleration in directions
along two or more axes, detects components of the ac-
celeration along the axes, respectively, as the accelera-
tion applied to the detection section of the acceleration
sensor. For example, the two-axis or three-axis acceler-
ation sensor may be of the type available from Analog
Devices, Inc. or STMicroelectronics N.V. For example,
the acceleration sensor 37 may be of the electrostatic
capacitance type. However, other types of acceleration
sensor may be used.
[0085] In the present embodiment, the acceleration
sensor 37 detects linear acceleration in three directions,
i.e. an up-down direction (the Y-axis direction shown in
FIG. 3), a left-right direction (the X-axis direction shown
in FIG. 3), and a front-rear direction (the Z-axis a direction
shown in FIG. 3) with respect to the controller 5. Since
the acceleration sensor 37 detects the acceleration in
the straight line directions along the axes, an output from
the acceleration sensor 37 represents values of linear
acceleration in the directions along the three axes, re-
spectively. In other words, the detected acceleration is
represented by a three-dimensional vector (ax, ay, az)
in an XYZ coordinate system (controller coordinate sys-
tem) defined with respect to the input device 8 (controller
5). Hereinafter, a vector having components represent-
ing acceleration values in the directions along the three
axes, detected by the acceleration sensor 37, is referred
to as an acceleration vector.
[0086] Data representing the acceleration (accelera-
tion data) detected by the acceleration sensor 37 is out-
putted to the communication section 36. Since acceler-
ation detected by the acceleration sensor 37 varies in
accordance with an orientation (inclination angle) and a
motion of the controller 5, the game apparatus 3 is able
to calculate the orientation and the motion of the control-
ler 5 by using the acceleration data. In the present em-
bodiment, the game apparatus 3 determines the attitude
of the controller 5 based on the acceleration data.
[0087] The data (acceleration data) representing the
acceleration (acceleration vector) detected by the accel-
eration sensor 37 is outputted to the communication sec-
tion 36. In the present embodiment, the acceleration sen-
sor 37 is used as a sensor for outputting data for deter-
mining the inclination angle of the controller 5.
[0088] Note that, through processing performed by a
computer such as a processor of a game apparatus 3
(e.g. the CPU 10) or a processor of the controller 5 (e.g.
the microcomputer 42) based on the acceleration signals
outputted from the acceleration sensor 37, additional in-
formation relating to the controller 5 can be inferred or
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calculated (determined), as one skilled in the art will read-
ily understand from the description herein. For example,
when the processing is performed by the computer on
the assumption that the controller 5 provided with the
acceleration sensor 37 is in a static state (i.e., when the
processing is performed while acceleration detected by
the acceleration sensor is only the gravitational acceler-
ation), if the controller 5 is actually in a static state, the
detected acceleration is used to determine whether or
not the controller 5 is inclined relative to the direction of
gravity or to what degree the controller 5 is inclined rel-
ative to the direction of gravity. More specifically, when
a state where a detection axis of the acceleration sensor
37 extends in a vertically-down direction is set as a ref-
erence, it is possible to determine whether or not the
controller 5 is inclined relative to the reference, by deter-
mining whether or not 1 G (the gravitational acceleration)
is applied, and it is also possible to determine to what
degree the controller 5 is inclined relative to the reference
direction, by determining the magnitude of the detected
acceleration. In addition, in a case of a multi-axis accel-
eration sensor 37, it is possible to determine in detail to
what degree the controller 5 is inclined relative to the
direction of gravity through processing of a signal repre-
senting acceleration detected along each axis. In this
case, the processor may calculate an inclination angle
of the controller 5 based on the output from the acceler-
ation sensor 37, or alternatively, may calculate a direction
of inclination of the controller 5 without calculating the
inclination angle. As described above, the acceleration
sensor 37 may be used in combination with the processor
to determine an inclination angle or attitude of the con-
troller 5.
[0089] On the other hand, on the assumption that the
controller 5 is in a dynamic state (the controller 5 is being
moved), the acceleration sensor 37 detects acceleration
corresponding to a motion of the controller 5 in addition
to the gravitational acceleration. Thus, it is possible to
determine a direction of the motion of the controller 5 by
eliminating from the detected acceleration the gravita-
tional acceleration component through predetermined
processing. It is noted that even on the assumption that
the controller 5 is in a dynamic state, it is possible to
determine an inclination of the controller 5 relative to the
direction of gravity by eliminating from the detected ac-
celeration an acceleration component corresponding to
a motion of the acceleration sensor through predeter-
mined processing. In an alternative embodiment, the ac-
celeration sensor 37 may include an embedded process-
ing apparatus or another type of dedicated processing
apparatus for performing predetermined processing of
the acceleration signal detected by the acceleration de-
tection means therein prior to outputting the signal to the
microcomputer 42. For example, the embedded or ded-
icated processing apparatus may convert the accelera-
tion signal into a corresponding inclination angle (or into
other preferred parameters) in a case where the accel-
eration sensor 37 is used to detect static acceleration

(e.g., the gravitational acceleration).
[0090] The communication section 36 includes the mi-
crocomputer 42, a memory 43, the wireless module 44,
and the antenna 45. The microcomputer 42 controls the
wireless module 44 for wirelessly transmitting the data
acquired by the microcomputer 42 to the game apparatus
3 while using the memory 43 as a storage area during
the processing. The microcomputer 42 is connected to
the connector 33. The data transmitted from the gyro-
sensor unit 7 is inputted into the microcomputer 42 via
the connector 33. Hereinafter, the structure of the gyro-
sensor unit 7 is described.
[0091] The gyro-sensor unit 7 includes the plug 53, a
microcomputer 54, a two-axis gyro-sensor 55, and a one-
axis gyro-sensor 56. As described above, the gyro-sen-
sor unit 7 detects angular velocities about the three axes
(XYZ axes in the present embodiment), respectively, and
transmits the data (angular velocity data) representing
the detected angular velocities to the controller 5.
[0092] The two-axis gyro-sensor 55 detects an angular
velocity (per unit time) about an X-axis and an angular
velocity (per unit time) about a Y-axis. The one-axis gyro-
sensor 56 detects an angular velocity (per unit time)
about a Z-axis. Hereinafter, relative to the imaging direc-
tion (Z-axis positive direction) of the controller 5, a rota-
tion direction about the X axis is referred to as a roll di-
rection; a rotation about the Y axis, a pitch direction; and
a rotation direction about the Z axis, a yaw direction. In
other words, the two-axis gyro-sensor 55 detects an an-
gular velocity in the roll direction (rotation direction about
the X-axis) and an angular velocity in the pitch direction
(rotation direction about the Y-axis), and the one-axis
gyro-sensor 56 detects an angular velocity in the yaw
direction (rotation direction about the Z-axis).
[0093] In the present embodiment, the two-axis gyro-
sensor 55 and the one-axis gyro-sensor 56 are used so
as to detect the angular velocities about three axes. In
other embodiments, however, any number and any com-
bination of gyro-sensors may be used as long as angular
velocities about three axes are detected.
[0094] In the present embodiment, in order to provide
easier calculation in attitude calculation processing de-
scribed below, the three axes about which angular ve-
locities are detected by the gyro-sensors 55 and 56 are
set to correspond to the three axes (XYZ axes) about
which acceleration is detected by the acceleration sensor
37. In other embodiments, however, the three axes about
which angular velocities are detected by the gyro-sen-
sors 55 and 56 may not necessarily correspond to the
three axes about which acceleration is detected by the
acceleration sensor 37.
[0095] The data representing the angular velocities de-
tected by the gyro-sensors 55 and 56 is outputted to the
microcomputer 54. Accordingly, into the microcomputer
54, the data representing the angular velocities about the
three XYZ axes is inputted. The microcomputer 54 trans-
mits via the plug 53 to the controller 5 the data represent-
ing the angular velocities about the three axes, as angular
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velocity data. The transmission from the microcomputer
54 to the controller 5 is performed at predetermined time
intervals. Since game processing is generally performed
at a cycle of 1/60 sec. (as one frame time), the transmis-
sion is preferably performed at a cycle of a shorter time
period than the period described above.
[0096] Returning to the description of the controller 5,
the data outputted to the microcomputer 42 from the op-
eration section 32, from the imaging information calcu-
lation section 35, and from the acceleration sensor 37,
and the data transmitted to the microcomputer 42 from
the gyro-sensor unit 7 are temporarily stored in the mem-
ory 43. The pieces of data are transmitted to the game
apparatus 3 as the operation data. That is, at a timing of
performing a transmission to the wireless controller mod-
ule 19 of the game apparatus 3, the microcomputer 42
outputs the operation data stored in the memory 43 to
the wireless module 44. The wireless module 44 uses,
for example, the Bluetooth (registered trademark) tech-
nology to modulate the operation data onto a carrier wave
of a predetermined frequency and to radiate the resultant
weak radio signal from the antenna 45. In other words,
the operation data is modulated into a weak radio signal
by the wireless module 44 to be transmitted from the
controller 5. The weak radio signal is received by the
wireless controller module 19 at the game apparatus 3.
The game apparatus 3 demodulates or decodes the
weak radio signal to acquire the operation data. The CPU
10 of the game apparatus 3 performs the game process-
ing in accordance with the acquired operation data and
the game program. The wireless transmission from the
communication section 36 to the wireless controller mod-
ule 19 is performed at predetermined time intervals.
Since game processing is generally performed at a cycle
of 1/60 sec. (as one frame time), the transmission is pref-
erably performed at a cycle of a shorter time period than
the period described above. The communication section
36 of the controller 5 outputs the operation data to the
wireless controller module 19 of the game apparatus 3,
for example, once every 1/200 sec.
[0097] By using the controller 5, the player can perform
operations of tilting the controller 5 at any inclination an-
gle, in addition to conventional general game operations
such as pressing the operation buttons. Further, by using
the controller 5, the player can also perform an operation
of pointing at any position on a screen and an operation
of moving the controller 5.
[0098] Subsequently, outlines of operations and
processing in the present embodiment will be described.
In the present embodiment, executed is processing
which enables selection of a predetermined object (such
as icons) displayed on a screen in accordance with the
attitude of the input device 8. For example, in a case
where two selectable objects are displayed on the
screen, a process as follows is performed. That is, when
the input device 8 is held such that the Z direction thereof
is parallel to the ground, and the front end thereof is point-
ed to the left relative to the screen, a first object will be

selected. On the other hand, when the input device 8 is
arranged such that the Z-axis direction thereof is perpen-
dicular to the ground, and the front end thereof is pointed
immediately above, a second object will be selected.
[0099] Subsequently, as an example of the above
process, an outline of a game assumed in the present
embodiment and processing performed for the game will
be described. The game assumed in the present embod-
iment is an action adventure game played in a virtual
three-dimensional space. FIG. 8 is an example of a
screen of this game. In FIG. 8, a virtual three-dimensional
space and a player object 101, which are drawn from a
so-called third person viewpoint, are displayed as a game
screen. In addition, in this game, the player object 101
uses a weapon (hereinafter, a main weapon), thereby to
fight against an enemy object not shown. Moreover, the
player object 101 can use sub weapons or items. There
is a plurality of sub weapons or items arranged, and the
player advances the game while appropriately and se-
lectively use these sub weapons or items. Processing
described in the present embodiment is the processing
relating to an operation of selection of the sub weapons
or the items.
[0100] At around the upper right corner of the game
screen, an armament icon 102 is displayed. The arma-
ment icon 102 is an icon representing a sub weapon or
item the player object 101 is currently equipped with.
When the player object is equipped with nothing, the ar-
mament icon 102 is in blank, as shown in FIG. 8.
[0101] Subsequently, an operation of selecting the sub
weapon or item and the screen during the operation will
be described specifically. Initially, in the screen shown in
FIG. 8, when a player presses the B button 32i of the
input device 8, a sub weapon item selection screen (here-
inafter simply referred to as an item selection screen),
as shown in FIG. 9, is displayed. In FIG. 9, a screen is
displayed in which eight images are arranged in a circular
ring shape. These eight images specifically represent
sub weapons or items. Hereinbelow, these images are
generally referred to as "item icons" 105. In the present
embodiment, an item icon 105a representing a "bomb"
is displayed at the top, and then item icons105b to 105h
representing a "vase," a "boomerang," a "hook," a "sling-
shot," a "lyre," a "magnifying glass," and "bow and arrow"
are displayed in this order clockwise. In addition, at the
substantially center of the screen, a central icon 103 is
displayed. This icon indicates that the B button 32i is
pressed. Further, an instruction icon 104 is also displayed
which is connected with a string like object extending
from the central icon 103 toward the upper left direction.
Still further, a circle 106 is displayed such that the center
thereof corresponds to the screen center. The instruction
icon is displayed at various positions depending on the
attitude of the input device 8. For example, when the
input device 8 is in an attitude such that the front end
thereof is pointed to the upper right as a result of move-
ment of the input device by the player (i.e., the player
points the front end of the input device 8 to the upper
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right), the instruction icon 104 is moved to and displayed
at a predetermined position on the upper right side of the
central icon 103 (where to be displayed will be described
later in detail).
[0102] When the instruction icon 104 is overlaid onto
any of the item icons 105, an item can be selected. For
example, in the state shown in FIG. 9, an operation of
selecting the item icon 105h will be assumed. Initially,
the player performs an operation of pointing the front end
(the side where the imaging information calculation sec-
tion 35 is provided) of the input device 8 to the upper left
(i.e., changes the attitude of the input device 8). Accord-
ingly, the instruction icon 104 is moved to the upper left,
and reaches a position close to the outer circumference
of the circle 106 as shown in FIG. 10. As shown in FIG.
11, the instruction icon 104 then moves automatically as
if it adsorbs to the item icon 105h, and the item icon 105h
is displayed enlarged. This is the state where the item
icon 105h has been selected. Further, in FIG. 11, a circle
107 that is slightly larger than the circle 106 is displayed.
The circle 107 is displayed only in the state where the
item icon 105 is selected.
[0103] When the player releases his/her finger from
the B button 32i in this state, the player object 101 gets
equipped with a sub weapon represented by the item
icon 105h, a slingshot in this case, and as shown in FIG.
12, the player object 101 holding up a slingshot is dis-
played. In this case, an image of the slingshot is displayed
as the armament icon 102, thereby to indicate that the
player object 101 is equipped with the slingshot as the
sub weapon. Further, in the screen, an aim object 108 is
displayed in the direction straight ahead of the player
object 101. If the player releases his/her finger from the
B button 32i, and then immediately presses the A button,
the player object 101 is caused to launch a bullet from
the slingshot toward the aim object 108. That is, If the
player presses the A button 32d for example while the
front end of the input device 8 is kept pointed to the upper
left after the player’s releasing his/her finger from the B
button without changing the attitude of (without re-orient-
ing) the input device 8, the bullet of the slingshot can be
launched toward the direction straight ahead of the player
object 101. As a result, an operation for item selection
operation and the subsequent operation for item use can
be performed speedily.
[0104] Here, the operation in the state where an item
is selected will be described. Assume an operation of
selecting for example the item icon 105a, which is right
adjacent to the item icon 105h, in a state where the item
icon 105h is selected (the state where the front end of
the input device is pointed to the upper left), as shown in
FIG. 11. In this case, when the input device 8 is moved
such that the front end is oriented upward, the instruction
icon 104 is moved to the upper right from the 105h, as
shown in FIG. 13, and the item icon 105a is selected.
[0105] Further, assume a case where the item icon
105c is to be selected from the state shown in FIG. 11.
In this case, when the player moves the input device 8

so as to point the front end thereof to the right, the in-
struction icon 104 can be moved to the position of the
item icon 105c as shown in FIG. 14. That is, it is possible
to select the item icon 105c directly from the position of
the item icon 105h instead of through a movement of the
instruction icon 104 from the item icon 105h to 105b in
this order clockwise and then selection of the item icon
105c. Accordingly, an intuitive speedy selection opera-
tion can be performed.
[0106] Further, in a selection state where any of the
item icons is selected, it is also possible to cancel the
selection state by performing an operation of pointing the
front end of the input device 8 to the screen center. In
other words, when the attitude of the input device is re-
turned to the reference attitude from the selection state
where an item icon is selected (including a case where
the attitude of the input device is, to a certain degree,
close to the reference attitude), it is possible to cancel
the selection state.
[0107] Subsequently, description will be made on an
outline of the process for the above operation executed
in the present embodiment. In the present embodiment,
to realize the operation, an attitude called the "reference
attitude" is set initially. In the present embodiment, the
reference attitude is set by pointing the front end of the
input device 8 to the center of the television 2, and ori-
enting the button surface thereof upward. In the present
embodiment, as shown in FIG. 15, the attitude of the
input device 8 is regarded as three axial vectors in a local
coordinate system, in which the direction which the front
end of the input device 8 is pointed to is set as the Z-axis
positive direction, the direction which the button surface
thereof faces is set as the Y-axis positive direction, and
the direction which the left side surface thereof faces is
set as the X-axis positive direction. However, in the fol-
lowing description, for the sake of easy understanding,
the attitude of the input device 8 is represented by an
arrow along the Z-axis direction only shown in FIG. 15.
As a result, the reference attitude is represented by the
arrow along the Z-axis shown in FIG. 16.
[0108] As described above, the item selection process
is performed by performing a process described below
while using, as the reference attitude, the attitude in which
the front end of the input device 8 is pointed to the center
of the television 2. The processing in the present embod-
iment described below is repetitively performed in a
frame unit (1/60 sec.) basically. Initially, based on the
angular velocities obtained from the gyro-sensor unit 7,
the attitude of the input device 8 in respective frames is
calculated as a "current attitude." The angle of the current
attitude relative to the reference attitude is then calculat-
ed. For example, FIG. 17 shows a case where the input
device 8 is tilted to the lower right relative to the reference
attitude.
[0109] FIG. 17(A) is a perspective view illustrating the
relation between the reference attitude and the current
attitude. FIG. 17(B) schematically illustrates states of the
reference attitude in FIG. 17(A) as viewed from directly
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above, from the side, and from straight behind. FIG. 17
(C) schematically illustrates states of the current attitude
in FIG. 17(A) as viewed from directly above, from the
side, and from straight behind. As shown in FIG. 17, the
angle of the current attitude is represented as an angle
between an arrow representing the reference attitude
and an arrow representing the current attitude. In other
words, the angle is represented by an angle obtained by
combining the change in the attitude in the X-axis direc-
tion and that in the Y-axis direction.
[0110] Upon calculation of the angle of the current at-
titude, the direction of the current attitude is calculated.
The "direction of the current attitude" is the direction of
the current attitude relative to a plane perpendicular to
the reference attitude direction (corresponding to the
screen of the television 2 in the present embodiment).
Based on the angle and the direction, an item icon 105
is selected.
[0111] Here, the angle of the current attitude in relation
to the selection of any of the item icons 105 will be de-
scribed. In the present embodiment, the circle 106 shown
in FIG. 9 or the like is displayed in the selection screen,
and the center of the circle 106 corresponds to 0 degrees
of the angle of the current attitude above calculated. The
outer circumference of the circle 106 corresponds to 12
degrees of the angle of the current attitude (see FIG. 18).
That is, in the case where the input device 8 is in the
reference attitude, the angle of the current attitude is 0
degrees, whereas in the case where the input device 8
is tilted 12 degrees relative to the reference attitude, the
front end of the input device 8 is pointed to any point on
the outer circumference of the circle 106. In the present
embodiment, when the angle is 12 degrees or more, one
of the item icons 105 is selected based on the direction
of the current attitude to be described below.
[0112] Subsequently, the direction of the current atti-
tude will be described. As to the calculation of the direc-
tion of the current attitude, as shown in FIG. 19, a vector
(FIG. 19(B)) obtained by projecting the current attitude
(FIG. 19(A)) on the screen is calculated, whereby the
direction of the current attitude (FIG. 19(C)) is calculated.
[0113] Here, in the present embodiment, a table for
item selection decision is defined in advance in which
the arrangement of the item icons 105 in the selection
screen is associated with the direction of the current at-
titude. FIG. 20 is a diagram schematically illustrating the
table for item selection decision. In FIG. 20, a circle region
having the center of the screen set as it center point is
defined, and is divided into eight regions depending on
the number (8) of the item icons 105. In other words, the
circle region is divided into eight directions with the center
point of the screen being set as the origin, and the eight
item icons 105 are associated with the eight directions,
respectively. When the direction of the current attitude is
calculated as described above, an item icon 105 associ-
ated with the direction of the current attitude is selected
based on the table for decision. That is, in the present
embodiment, when the attitude of the input device is de-

tected to be tilted 12 degrees or more relative to the ref-
erence attitude, an item icon 105 corresponding to the
direction of the input device 8 will be selected.
[0114] Further, in the case where the angle of the cur-
rent attitude decreases to seven degrees or less from
the state where an item icon 105 has been selected, the
selection state is cancelled. That is, when the attitude of
the input device comes closer to the reference attitude
to a certain degree from the item selection state, the se-
lection state is cancelled.
[0115] Further, in the present embodiment, the above
instruction icon 104 is displayed for the sake of easy-to-
understand explanation of a current operation to the play-
er. An outline of a process of determining the display
point of the instruction icon will be described. Initially, as
shown in FIG. 18, the circle 106 is associated with the
angle of the input device. Specifically, the radius of the
circle 106 is set so as to define the following correspond-
ence in advance. That is, the center of the circle 106
corresponds to 0 degrees of the angle of the current at-
titude, and any point on the outer circumference corre-
sponds to 12 degrees of angle of the current attitude (note
that when the angle of the current attitude has increased
to more than 12 degrees, the increased angle is always
regarded as 12 degrees). In the following description, the
circle 106 is referred to as a first scale circle 106, or simply
referred to as a first scale. With this definition of corre-
spondence, the distance (a position on the radius) from
the center of the circle 106 to a point corresponding to
the above calculated angle of the current attitude is cal-
culated. Based on the distance from the center and the
direction of the current attitude, a display point of the
instruction icon 104 is determined.
[0116] Here, in order to cause the instruction icon 104
to move as if it adsorbs to the item icon 105 as shown in
FIG. 11, in the present embodiment, the following proc-
ess is also performed. As described above, when the
angle of the current attitude is 12 degrees or more, se-
lection of an item icon is performed. On the other hand,
when the angle is less than 12 degrees, the first scale
circle 106 is used to determine the display point of the
instruction icon 104. When the angle of the current atti-
tude is 12 degrees or more, the above circle 107 having
a radius greater than that of the first scale circle 106 is
used to determine the display point of the instruction icon
104. Hereinbelow, the circle 107 may be referred to as
a second scale circle. FIG. 21 is a diagram illustrating
the relation between the first scale circle 106 and the
second scale circle 107. As shown in FIG. 21, with re-
spect to the second scale circle 107, the following corre-
spondence is set. That is, the center of the second scale
circle 107 corresponds to 0 degrees of the angle of the
current attitude, and any point on the outer circumference
corresponds to 12 degrees of the angle of the current
attitude. However, the radius of the second scale circle
107 is larger than that of the first scale circle 106. So,
when the angle of the current attitude is 12 degrees, for
example, the display point of the instruction icon 104 var-
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ies depending on which of the first scale circle 106 and
the second scale circle 107 is applied (note that in the
present embodiment, the radius of the second scale cir-
cle is set such that the outer circumference of the second
scale circle passes through the middle points of the re-
spective item icons 105). That is, in the case where the
angle of the current attitude is 12 degrees, the instruction
icon 104 is displayed at the outer side when the second
scale circle 107 is applied than when the first scale circle
106 is applied. Thus, in the present embodiment, under
a state where any of the item icons 105 is yet to be se-
lected, when the angle of the current attitude is less than
or equal to 12 degrees, the display point of the instruction
icon is determined by using the first scale circle 106,
whereas when the angle of the current attitude exceeds
12 degrees and any of the item icons 105 is being se-
lected, the display point of the instruction icon is deter-
mined by using the second scale circle 107 instead of
the first scale circle 106. As a result, as shown in FIG.
10 and FIG. 11, when the instruction icon 104 reaches
any point on the outer circumference of the circle 106, a
motion as if the instruction icon 104 adsorbs to the item
icon 105 is rendered.
[0117] Subsequently, an explanation will be made on
an outline of a process of moving the instruction icon 104
under a state where any of the item icons 105 is selected.
Specifically, an explanation will be made on an outline
of a process performed when the instruction icon 104 is
moved between adjacent item icons105 during item icon
selection. For example, described is a case where the
item icon 105a is selected, and the instruction icon is to
be moved toward the right adjacent item icon 105b.
[0118] Initially, for each item icon 105, a centerline ex-
tending from the center of the screen through the middle
point of the item icon is set as the reference, and prede-
termined angles are set to the right and left of the cen-
terline. For example, in the case of item icon 105a, pre-
determined angles 110 are set on both the right and left
sides of the centerline which is a reference line extending
from the center of the screen through the middle point of
the item icon 105a, as shown in FIG. 22. The angles are
set such that a sector-shaped region including the angles
110 on the right and left is wider than the region (region
defined by dotted lines in FIG. 22) corresponding to the
table for item selection decision shown in FIG. 20 (here-
inafter, the region including the angles 110 on the right
and left may be referred to as an item-in-selection region).
Under the state where the item icon 105a is selected, as
long as the position of the instruction icon 104 stays within
the item-in-selection region (a range defined by the an-
gles 110), the item icon 105a is continuously selected.
[0119] As a result, in the case where the instruction
icon 104 is located at a position where the item icon 105b
would be selected on the basis of the table for item se-
lection decision as described above (e.g., at a position
111 in FIG. 22), the item icon 105b will not be selected,
and the item icon 105a is continuously selected. While
the item icon 105a is being selected, selection of the item

icon 105a will not be cancelled until the instruction icon
104 is moved to the outside the range of the angles 110.
Upon the cancellation, the item selection decision for se-
lecting one of the item icons 105 is then performed based
on the table for item selection decision as the reference.
Further, angles are set for item icons 105b and 105h, for
example, in the same manner as above. In other words,
the range of the angles for an item icon overlaps with that
of its adjacent item icon, and in the overlapped portion,
an item icon 105 which is being selected is preferentially
selected (a current selection state is hardly cancelled).
With this process, it is possible to prevent the instruction
icon 104 from moving twitchily between two adjacent item
icons 105 at around their boundary.
[0120] Subsequently, the game processing executed
by the game apparatus 3 will be described in detail. Ini-
tially, data which is stored in the external main memory
12 in the game processing will be described. FIG. 23 is
a diagram illustrating a memory map of the external main
memory 12 (may be the internal main memory 11e, or
may be both the external and internal main memories)
shown in FIG. 3. In FIG. 23, the external main memory
12 includes a program storage area 121, a data storage
area 124, and a work area 132. Data in the program stor-
age area 121 and in the data storage area 124 corre-
sponds to data previously stored in the disk 4 and copied
to the external main memory 12 upon game processing
according to the present embodiment.
[0121] Note that, the programs and data may be pro-
vided, other than the above disk 4, in the form of a storage
medium such as a cartridge type ROM, a memory card,
or a hard disk, or may be provided by downloading from
a predetermined server or a game device through a wired
network or a wireless network, (that is, download pro-
grams and data may be stored in the external main mem-
ory 12).
[0122] Stored in the program storage area 121 is a
game program 122 executed by the CPU10, and the
game program 122 includes for example an item selec-
tion process program 123. The item selection process
program 123 is a program for executing the above item
selection process.
[0123] Stored in the data storage area 124 is data such
as object data 125, image data 126, sub weapon item
data 127, table data for item selection decision 128, item-
in-selection region definition data 129, first scale defini-
tion data 130, and second scale definition data 131.
[0124] The object data 125 is data (e.g., polygon model
data) of various objects, such as the above player object
101, appearing during a game. The image data 126 is
data of textures pasted on the objects.
[0125] The sub weapon item data 127 is data defining
the details of the sub weapons and items (e.g., motions
and effects thereof). The sub weapon item data 127 also
includes data representing the correspondence between
these and the item icons 105.
[0126] The table data for item selection decision 128
is data of the table representing the details shown in FIG.

25 26 



EP 2 390 760 A2

15

5

10

15

20

25

30

35

40

45

50

55

20. That is, the data represents the definition of the cor-
respondence between the respective item icons 105 ar-
ranged on the screen and the attitude of the input device
8 (the direction of the current attitude).
[0127] The item-in-selection region definition data 129
is data representing the definition of a range (range de-
fined by the angles 110 in FIG. 22) for determining, in a
state where any of the item icons 105 is being selected,
that the item icon 105 is being selected, as described
with reference to FIG. 22.
[0128] The first scale definition data 130 is data corre-
sponding to the first scale circle 106 described above
with reference to FIG. 18. Further, the second scale def-
inition data 131 is data corresponding to the second scale
circle 107 described above with reference to FIG. 21.
That is, both the first and second scale definition data
represents the definition of the correspondence between
the current angle of the input device 8 and the position
on the screen (the display point of the instruction icon
104).
[0129] Stored in the work area 132 is various data tem-
porarily generated and used during game processing.
Specifically, operation data 133, reference attitude data
138, current attitude data 139, focus flag 142, selection
item data 143, and the like are stored therein.
[0130] The operation data 133 is operation data which
is transmitted to the game apparatus 3 from the input
device 8. As described above, since the operation data
is transmitted once every 1/200 sec. to the game appa-
ratus 3 from the input device 8, the operation data 133
stored in the external main memory 12 is updated at this
rate. In the present embodiment, only the latest (most
recently acquired) operation data may be stored in the
external main memory 12.
[0131] The operation data 133 includes angular veloc-
ity data 134, acceleration data 135, marker coordinate
data 136, and operation button data 137. The angular
velocity data 134 is data representing angular velocities
detected by the gyro-sensors 55 and 56 in the gyro-sen-
sor unit 7. Here, the angular velocity data 134 represents
angular velocities about the three XYZ axes shown in
FIG. 3. The acceleration data 135 is data representing
acceleration (acceleration vector) detected by the accel-
eration sensor 37. Here, the acceleration data 135 rep-
resents a three-dimensional acceleration vector contain-
ing acceleration components along the three XYZ axes
shown in FIG. 3.
[0132] The marker coordinate data 136 is data repre-
senting a coordinate point, that is, the above marker co-
ordinate point, calculated by the image processing circuit
41 in the imaging information calculation section 35. The
marker coordinates is represented in a two-dimensional
coordinate system for representing a position on a plane
corresponding to a picked up image. In the case where
an image of the two markers 6R and 6L is picked up by
the image pickup element 40, two marker coordinate
points are calculated. Meanwhile, in the case where one
of the markers 6R and 6L is not located within the area

in which an image is picked up by the image pickup ele-
ment 40, an image of only one marker is picked up by
the image pickup element 40, and only one marker co-
ordinate point is calculated. Further, in the case where
neither of the markers 6R and 6L are located in the area
in which an image is picked up by the image pickup ele-
ment 40, no image of the markers is picked up by the
image pickup element 40, and thus no marker coordinate
point is calculated. Accordingly, the marker coordinate
data 136 may represent two marker coordinate points,
one marker coordinate point, or no marker coordinate
point.
[0133] The operation button data 137 is data repre-
senting the input state of each of the operation buttons
32a to 32i.
[0134] The reference attitude data 138 is data repre-
senting the above reference attitude.
[0135] The current attitude data 139 is data represent-
ing the above current attitude, and includes current angle
data 140 and current direction data 141. The current an-
gle data 140 is data representing the angle of the current
attitude relative to the reference attitude. The current di-
rection data 141 is data representing the direction of the
current attitude relative to a plane perpendicular to the
reference attitude direction (corresponding to the screen
of the television 2 in the present embodiment).
[0136] The focus flag 142 is a flag representing wheth-
er or not any of the item icons 105 is being selected.
When the flag is set OFF, no item icon 105 is being se-
lected, whereas when the flag is set ON, any one of the
item icons 105 is being selected.
[0137] The selection item data 143 is data representing
an item or a sub weapon being currently selected.
[0138] Subsequently, with reference to FIG. 24 to FIG.
27, the item selection process executed by the game
apparatus 3 will be described in detail. When the game
apparatus 3 is powered on, the CPU10 of the game ap-
paratus 3 executes a boot program stored in the
ROM/RTC13, so as to initialize the respective units such
as the external main memory 12. The game program
stored in the optical disc 4 is loaded to the external main
memory 12, and the CPU10 starts to execute the game
program. The flowchart shown in FIG. 24 shows game
processing when the above sub weapon or item is se-
lected. That is, after a game starts, when an operation
for item selection is performed, the processes in the flow-
chart shown in FIG. 24 are executed. Note that in the
present embodiment, the game processing relating to a
situation other than the operation of selecting the sub
weapon/item is not directly relevant to the present inven-
tion, and thus description thereof is omitted. In addition,
a processing loop from step S3 to step S7 shown in FIG.
24 are repetitively executed in each frame.
[0139] In FIG. 24, initially in step S1, with reference to
the operation button data 137, the CPU 10 determines
whether or not the item selection button is ON. Specifi-
cally, whether or not the B button 32i is pressed is deter-
mined. As a result of the determination, when the item

27 28 



EP 2 390 760 A2

16

5

10

15

20

25

30

35

40

45

50

55

selection button is not ON (NO in step S1), this process
ends.
[0140] On the other hand, when it is determined that
the item selection buttons is ON (YES in step S1), the
initial setting for the item selection process will be exe-
cuted in step S2. The process in step S2 will be described
more specifically. The CPU10 initially sets the focus flag
142 OFF. Further, the CPU10 sets a NULL value (value
indicating no item/sub weapon is selected) to the selec-
tion item data 143. Still further, a process of generating
and displaying the item selection screen shown in FIG.
9 is executed.
[0141] Subsequently, in step S3, the attitude direction
calculation process is executed. The process is a process
of calculating the current attitude of the input device. FIG.
25 is a flowchart showing in detail the attitude direction
calculation process shown in step S3. Initially, in step
S21, the reference attitude is calculated and set to the
reference attitude data 138. Here, the attitude of the input
device 8, in which the front end thereof is pointed to the
center of the television 2 and the button surface thereof
faces upwardly, as described with reference to FIG. 16
or the like, is calculated and set to the reference attitude
data 13 8.
[0142] Subsequently, in step S22, the angular velocity
data 134 is acquired from the gyro-sensor unit 7. In the
subsequent step S23, based on the angular velocity data
134, the current attitude of the input device is calculated.
Further, in step S24, the angle of the current attitude rel-
ative to the reference attitude set in above step S21 is
calculated.
[0143] Subsequently, in step S25, the direction of the
current attitude, as described above with reference to
FIG. 19, is calculated, and stored in the current direction
data 141.
[0144] Subsequently, in step S26, normalization of the
angle of the current attitude is performed so that the angle
of the current attitude stays in a range from 0 to 12 de-
grees. Specifically, when the angle of the current attitude
is 12 degrees or more, the angle is stored uniformly as
12 degrees in the current angle data 140. This is the end
of the description of the attitude direction calculation
process.
[0145] With reference back to FIG. 24, subsequently
to the attitude direction calculation process, in step S4,
whether or not the focus flag 142 is set OFF is deter-
mined. That is, whether or not any or the item icons is
being selected is determined. As a result of the determi-
nation, when the focus flag 142 is set OFF (YES in step
S4), the non-focusing process will be executed in step S5.
[0146] FIG. 26 is a flowchart showing in detail the non-
focusing process indicated in step S5. Initially, in step
S41, with reference to the current angle data 140, the
CPU 10 determines whether or not the current angle is
12 degrees or more. As a result of the determination,
when the angle is not 12 degrees or more (NO in step
S41), the display point of the instruction icon 104 is de-
termined by using the first scale definition data 130 in

step S44, and the instruction icon 104 is then displayed
at the determined position. Thereafter, the non-focusing
process ends.
[0147] Note that the first scale definition data 130 is
used in the present embodiment. However, the display
point of the instruction icon 104 may be calculated by
using a function equivalent to the first scale.
[0148] Meanwhile, as a result of the determination in
step S41, when the current angle is 12 degrees or more
(YES in step S41), the focus flag 142 is then set ON in
step S42. Subsequently, in step S43, a focusing process
described later is executed and the non-focusing process
ends.
[0149] With reference back to FIG. 24, upon ending of
the non-focusing process, the processing proceeds to
subsequent step S7. Meanwhile, as a result of determi-
nation in above step S4, when the focus flag 142 is not
OFF (NO in step S4), which means any of the item icons
105 is being selected, the focusing process is executed
in step S6.
[0150] FIG. 27 is a flowchart showing, in detail, the
focusing process indicated in step S6. Initially, in step
S61, whether or not the current angle is less than 7 de-
grees is determined. As a result, when the current angle
is 7 degrees or less (YES in step S61), the current attitude
is considered to have been changed relatively closer to
the reference attitude as compared to the attitude at the
time when the item icon 105 is selected. Thus, in this
case, a process (process for selection cancellation) is
executed for changing from the selection state where any
of the item icons 105 is selected to a non-selection state.
Specifically, the focus flag 142 is set OFF in step S62
initially, and a NULL value is set to the selection item
data 143 in step S63 subsequently.
[0151] In subsequent step S64, the above non-focus-
ing process is executed (and as a result, the display point
of the instruction icon 104 is determined by using the first
scale). Thereafter, the focusing process ends.
[0152] Meanwhile, as a result of the determination in
step S61, when the current angle is no less than 7 de-
grees (NO in step S61), the display point of the instruction
icon 104 is determined in step S65 subsequently by using
the above second scale definition data 131, and the in-
struction icon 104 is displayed at the determined position.
[0153] Subsequently, in step S66, whether or not the
selection item data 143 is the NULL value is determined.
That is, it is determined whether the non-selection state
where the item icon 105 is not selected is switched to the
selection state, or the selection state continues from the
preceding frame. As a result of the determination, when
the selection item data 143 is the NULL value (YES in
step S66), the table data for item selection decision 128
is referred to in step S67, and an item icon 105 corre-
sponding to the current direction is selected. Further, da-
ta representing a sub weapon or an item corresponding
to the item icon 105 is stored in the selection item data
143.
[0154] In subsequent step S68, the size of the selected
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item icon 105 is enlarged, whereby highlighting of the
selected item is performed. In this case, when an item
icon 105 other than the selected item is highlighted, the
highlighting is cancelled so as to be returned to the state
before highlighting. Then, the focusing process ends.
[0155] Meanwhile, as a result of the determination in
step S66, when the selection item data 143 is not the
NULL value (NO in step S66), which means the selection
state where the item icon 105 is selected continues from
the previous frame, the item-in-selection region definition
data 129 is referred to subsequently in step S69, and
then it is determined whether the display point of the in-
struction icon 104 is included in the range of predeter-
mined angles set for the item icon 105 currently selected.
That is, as described with reference to FIG. 22, it is de-
termined whether the instruction icon is moved between
adjacent item icons 105 and whether selection cancella-
tion is to be performed. As a result of the determination,
when the display point of the instruction icon 104 is in-
cluded in the range of the predetermined angles set for
the item icon 105 currently selected (YES in step S69),
the focusing process ends (that is, the selection state of
the item icon 105 being selected does not change).
[0156] Meanwhile, when it is determined that the dis-
play point of the instruction icon 104 is not included in
the range of the predetermined angles set for the item
icon 105 being selected (NO in step S69), the processing
proceeds to step S67. As a result, the selection state of
the item icon 105 currently selected is cancelled, and its
adjacent item icon 105 is newly selected. Then, the fo-
cusing process ends.
[0157] With reference back to FIG. 24, after completion
of the non-focusing process or the focusing process, it
is determined whether or not the item selection buttons
is ON in subsequent step S7. As a result of the determi-
nation, when the item selection buttons is ON (YES in
step S7), the processing is repeated after returning to
step S3. That is, while the B button 32i is pressed, the
item selection screen is continuously displayed, and the
state where the item selection operation is available con-
tinues. Meanwhile, when it is determined that the item
selection buttons is not ON (NO in step S7), it is deter-
mined whether or not the NULL value is set to the selec-
tion item data 143 in subsequent step S8. As a result,
when the NULL value is set to the selection item data
143 (YES in step S8), which means no sub weapon or
item is selected, the item selection process ends.
[0158] Meanwhile, when the NULL value is not set to
the selection item data 143 (NO in step S8), the selection
item data 143 is referred to in subsequent step S9, and
a process for equipping the player object 101 with the
selected item or sub weapon is executed. That is, the
selection is confirmed here. In addition, in this case, a
process of displaying in the above armament icon 102
an image representing the selected item or sub weapon
is also executed.
[0159] Subsequently, in step S10, a process of setting
the current attitude as the reference attitude is executed.

This process is executed for preparation of the sub weap-
on or item to be readily used after the item selection proc-
ess ends. For example, in the case where a slingshot is
selected as a sub weapon, if the player releases his/her
finger from the B button 32i, and then presses the A button
without re-orienting the input device 8, the player object
is allowed to launch a bullet toward a direction ahead of
the player object. When the attitude of the input device
after the end of the selection process is set as the refer-
ence attitude, the front end of the input device 8 in this
attitude is considered to be pointed to the center of the
television. As a result, even if the input device 8 is not
re-oriented (even if the front end of the input device is
not moved so as to be pointed to the center of the tele-
vision), pressing of the A button allows a bullet to be
launched to a direction ahead from the player’s view
point. This is the end of the item selection process ac-
cording to the present embodiment.
[0160] In this manner, in the present embodiment, in
accordance with the attitude of the input device 8, a pre-
determined object (any of the item icons 105 in the
present embodiment) displayed on the screen can be
selected. Accordingly, an intuitive and speedy selection
operation can be realized. For example, when the item
icon 105d on the lower right is to be selected while the
item icon 105h on the upper left is being selected, the
item icon 105d on the lower right can be selected directly
(linearly) without moving the instruction icon 104 clock-
wise.
[0161] In addition, the positions of the item icons 105
circularly arranged are associated with the attitudes of
the input device 8 required for selecting the respective
item icons (for example, when the item icon 105a on the
top is to be selected, the attitude of the input device 8 is
changed by pointing the front end thereof upward). Thus,
further intuitive selection can be achieved.
[0162] In addition, as described above, selection of any
of the item icons 105 is achieved by associating the at-
titude of the input device 8 with each item icon 105. Thus,
for example, as compared to the case where physical
pressing directions of any of the cross keys are associ-
ated with the respective item icons 105, there are advan-
tageously no limits on the number of the item icons 105
selectable. This is because in the case where the physical
keys are associated with the item icons 105, the number
of the keys is the upper limit of the number of the item
icons 105 to be displayed on the selection screen.
[0163] In addition, since the instruction icon 104 is dis-
played in accordance with the attitude of the input device
8, the player can easily understand the attitude of the
input device.
[0164] In addition, the attitude of the input device 8 at
the time of determination of selection details (at the time
of selection operation end) is set as the reference atti-
tude, so that the reference attitude can be utilized in the
subsequent process of using the selected item. Accord-
ingly, the player can perform a speedy operation without
performing additional operations after the selection, such
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as re-orientation of the input device 8.
[0165] Note that when any of the item icons 105 is se-
lected, the input device 8 may be set to be vibrated. In
this case, for example, control for activating the vibrator
48 may be performed when the focus flag 142 is set ON
in the process in step S42 shown in FIG. 26. Accordingly,
it is possible to notify the player that an item icon 105 has
been selected.
[0166] In addition, in the above embodiment, the an-
gular velocity data outputted from the gyro-sensor unit 7
is utilized for calculating the attitude of the input device
8. Other than this, for example, the acceleration data out-
putted from the acceleration sensor 37 may be utilized
to calculate the attitude of the input device 8. In addition,
other than this, for example, such data may be used that
is outputted from a sensor (tilt sensor) which outputs data
corresponding to the tilt of the input device 8 relative to
the direction of gravity (hereinafter simply referred to as
"tilt") or a sensor (magnetic sensor) which outputs data
corresponding to the direction of the input device 8. In
addition, the acceleration sensor and the gyro-sensor
may be not only of a multi-axis detection type but also of
a one-axis detection type. In addition, detection can be
performed more accurately by using these sensors in a
combined manner. Note that a camera (e.g., the imaging
information calculation section 35) fixed to the input de-
vice 8 may be used as the sensor. In this case, an image
picked up by the camera varies depending on the motion
of the input device 8, and thus the analysis of the image
allows determination of the motion of the input device 8.
In addition, the above sensor may be arranged outside
the input device 8. For example, a camera arranged out-
side the input device 8 functions as the sensor, and pho-
tographs the whole of the input device 8. By analyzing
the image of the input device 8 captured in the photo-
graphed image, the motion of the input device 8 can be
determined. Further, a collaborative system may be used
which utilizes a unit fixed to the input device 8 and a unit
arranged outside the input device 8. In this case, for ex-
ample, a light emitting unit is arranged outside the input
device 8, and a camera fixed to the television 2 or the
game apparatus 3, for example, picks up light from the
light emitting unit. By analyzing the image picked up by
the camera, the motion of the input device 8 can be de-
termined.
[0167] Further, in this embodiment, the process of set-
ting the attitude of the input device 8 at the time of selec-
tion operation end as the reference attitude is performed,
so that the reference attitude is to be utilized in the sub-
sequent process of using the selected item. However,
such a process is not necessarily required. That is, de-
pending on the game content, the attitude at the time of
selection operation end may be utilized as the reference
attitude for the subsequent process, or need not be uti-
lized. As long as the attitude at the time of selection op-
eration end is made available for use as the reference
attitude for the subsequent process, troubles such as re-
orientation of the input device 8 can be advantageously

omitted.
[0168] Further, in this embodiment, as an example, the
item icons 105 are arranged in a circular ring shape on
the screen. However, without limiting to this, another ar-
rangement may be applicable. That is, as long as a pre-
determined attitude of the input device 8 enables selec-
tion of a predetermined object displayed on the screen,
the item icons 105 may be arranged not only in a circular
ring shape, but also in a triangular shape, or in a rectan-
gular shape, for example. Alternatively, the item icons
may be arranged at the four corners of the screen, or
arranged along the outer circumference of the screen.
[0169] Further, in this embodiment, as an example, the
shape of the item icons 105 is a quadrangle. However,
the present invention can be applicable to a case where
the shape is a circle or the like.
[0170] In this embodiment, as described with refer-
ence to FIG. 19, the current attitude is projected onto a
screen, and a vector thereof is calculated thereby to cal-
culate the direction of the current attitude. Here, the vec-
tor represents a tilt direction of the input device relative
to the screen, and in addition, the magnitude of the vector
represents a degree of tilt of the input device. Thus, in
accordance with the orientation and magnitude of the
projection vector, the instruction position may be calcu-
lated. In addition, in accordance with the instruction po-
sition, selection decision of any of the item icons 105 may
be performed.
[0171] Further, as to the selection of an item icon 105,
for example, the instruction position on the screen is cal-
culated based on the tilt of the input device 8, and the
selection decision of the item icon 105 may be performed
based on the instruction position. In this case, for exam-
ple, the process as follows may be considered. Initially,
a center point on a display screen is set as an origin. In
addition, as the distance from the input device to the
screen, a predetermined distance is set in advance as a
fixed value. Next, the tilt of the input device 8 is calculated
based on the angular velocity data or the like. Next, based
on the predetermined distance and the calculated tilt, the
instruction position on the display screen is calculated.
Accordingly, based on the instruction position, the item
icon 105 may be selected.
[0172] Further, in this embodiment, a case has been
described where a series of processes for selecting an
item icon 105 in accordance with the attitude of the input
device 8 are executed on a single apparatus (game ap-
paratus 3). However, in another embodiment, the series
of processes may be executed on an information
processing system including a plurality of information
processing apparatuses. For example, in an information
processing system which includes a terminal side device
and a server side device that is communicable with the
terminal side device via a network, some of the above
series of processes may be executed on the server side
device. Further, in an information processing system
which includes a terminal side device and a server side
device that is communicable with the terminal side device
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via a network, main processes of the series of processes
may be executed on the server side device, and some
of the processes may be executed on the terminal side
device. Still further, in the above information processing
system, the system on the server side may be configured
with a plurality of information processing apparatuses,
and processes to be executed on the server side may be
shared by the information processing apparatus in rela-
tion to their execution.
[0173] While the invention has been described in de-
tail, the foregoing description is in all surfaces illustrative
and not restrictive. It is understood that numerous other
modifications and variations can be devised without de-
parting from the scope of the invention.

Claims

1. An information processing program executed on a
computer of an information processing apparatus (3)
performing predetermined information processing
based on attitude/motion data acquired from an at-
titude/motion sensor for detecting an attitude or mo-
tion of an input device (5), the computer being
caused to function as:

correspondence data storage means (12, 128,
129) for storing correspondence data represent-
ing correspondence between a plurality of se-
lection target objects and attitudes of the input
device;
object displaying means (S2) for displaying the
plurality of selection target objects on a display
unit;
data acquisition means (S3) for acquiring the
attitude/motion data;
input attitude calculating means (S3) for calcu-
lating an input attitude, which is an attitude of
the input device, in accordance with the attitude/
motion data acquired by the data acquisition
means;
object selecting means (S43) for selecting a se-
lection target object from among the plurality of
selection target objects in accordance with the
input attitude calculated by the input attitude cal-
culating means and the correspondence data;
and
information processing means (S9, S10) for per-
forming a process according to the selection tar-
get object selected by the object selecting
means.

2. The information processing program according to
claim 1, wherein the information processing means
includes:

selection confirmation means (S67) for confirm-
ing selection of the selection target object se-

lected by the object selecting means; and
object reference attitude setting means (S10) for
setting, when the selection confirmation means
has confirmed the selection of the selection tar-
get object, the attitude of the input device as a
reference attitude for the selection target object
whose selection has been confirmed,

a process according to the selection target object
whose selection has been confirmed is performed,
based on the reference attitude set by the object ref-
erence attitude setting means.

3. The information processing program according to
claim 1, wherein the object selecting means selects
a selection target object from among the plurality of
selection target objects in accordance with a tilt di-
rection and a degree of tilt of the input attitude relative
to the display unit.

4. The information processing program according to
claim 3, wherein the object selecting means:

includes projection vector calculating means
(S23) for calculating a projection vector of the
input attitude relative to a display surface of the
display unit; and
selects a selection target object from among the
plurality of selection target objects in accord-
ance with an orientation and magnitude of the
projection vector.

5. The information processing program according to
claim 1, wherein the object displaying means dis-
plays the plurality of selection target objects at posi-
tions on the display unit, the positions corresponding
to the attitudes of the input device in the correspond-
ence data.

6. The information processing program according to
claim 5, the computer further being caused to func-
tion as
reference attitude setting means (S21) for setting a
predetermined reference attitude for the input de-
vice, wherein
the correspondence data storage means stores data
of an attitude of the input device as an attitude rela-
tive to the reference attitude, and
the object selecting means selects one of the selec-
tion target objects in accordance with the input atti-
tude relative to the reference attitude.

7. The information processing program according to
claim 6, the computer further being caused to func-
tion as:

angle calculating means (S24) for calculating an
angle between a direction of the reference atti-
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tude and a direction of the input attitude, wherein
the object selecting means selects, when the
angle calculated by the angle calculating means
is equal to or more than a first angle, one of the
selection target objects in accordance with the
input attitude.

8. The information processing program according to
claim 7, the computer further being caused to func-
tion as:

object selection cancellation means (S61, S62,
S63) for cancelling a state where one of the se-
lection target objects is selected when a second
angle which is smaller than the first angle is ob-
tained through calculation by the angle calculat-
ing means.

9. The information processing program according to
claim 7, the computer further being caused to func-
tion as:

return-to-reference-attitude determination
means (S61) for determining whether or not the
input attitude has changed to an attitude that is
identical with or similar to the reference attitude,
in a state where any of the selection target ob-
jects is selected by the object selecting means;
and
object selection cancellation means (S62, S63)
for cancelling a state where one of the selection
target objects is selected when the return-to-ref-
erence-attitude determination means has deter-
mined that the input attitude is identical with or
similar to the reference attitude.

10. The information processing program according to
claim 7, wherein:

the reference attitude setting means sets as the
reference attitude an attitude of the input device
in a state where a predetermined axis thereof is
oriented to the center of the display unit,
the computer is further caused to function as
instruction object displaying means for display-
ing an instruction object which indicates a posi-
tion, on the display unit, corresponding to the
direction in which the predetermined axis of the
input device is oriented, at a position, on the dis-
play unit, distanced from the center of the display
unit toward the direction of the input attitude by
a distance corresponding to the angle calculated
by the angle calculating means.

11. The information processing program according to
claim 10, wherein
for each of the selection target objects, a predeter-
mined range centered about the selection target ob-

ject is set as a selection continuation range, and the
selection continuation range of one of the selection
target objects on the display screen overlaps with
that of another one of the selection target objects
arranged adjacent thereto, and
in a state where the one of the selection target ob-
jects is selected, when the instruction object is locat-
ed within the overlapped portion of the selection con-
tinuation ranges, the object selecting means main-
tains the selection state of the one of the selection
target objects having been selected.

12. The information processing program according to
claim 10, wherein when the angle calculated by the
angle calculating means is fixed, the distance corre-
sponding to the angle calculated by the angle calcu-
lating means in a state where one of the selection
target objects is selected by the object selecting
means is longer than the distance corresponding to
the angle calculated by the angle calculating means
in a state where one of the selection target objects
is not selected by the object selecting means.

13. The information processing program according to
claim 6, wherein
the information processing means includes:

selection confirmation means (S67) for confirm-
ing selection of one of the selection target ob-
jects selected by the object selecting means;
and
reference attitude updating means (S 10) for up-
dating the reference attitude using the attitude
of the input device when the selection of the one
of the selection target objects is confirmed by
the selection confirmation means,

the information processing means performs a proc-
ess according to the one of the selection target ob-
jects whose selection has been confirmed.

14. The information processing program according to
claim 13, wherein the information processing means
performs a process according to one of the selection
target objects whose selection has been confirmed,
based on the reference attitude updated by the ref-
erence attitude updating means.

15. The information processing program according to
claim 5, wherein the object displaying means dis-
plays the plurality of selection target objects at posi-
tions on the display unit, at equal spacings, in a man-
ner as to form a ring shape, the positions being based
on the attitudes of the input device corresponding to
the selection target objects.

16. The information processing program according to
claim 1, wherein the information processing means
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includes highlighting means (S68) for highlighting,
when one of the selection target objects has been
selected by the object selecting means, at least the
one of the selection target objects having been se-
lected.

17. The information processing program according to
claim 1, wherein
the input device further includes a vibration unit, and
the information processing means causes the vibra-
tion unit to vibrate for a predetermined period of time
when one of the selection target objects is selected
by the object selecting means.

18. The information processing program according to
claim 1, wherein
the attitude/motion sensor is an angular velocity sen-
sor detecting angular velocities,
the information processing apparatus acquires an-
gular velocity data representing the angular veloci-
ties from the input device including the angular ve-
locity sensor,
the data acquisition means acquires the angular ve-
locity data, and
the input attitude calculating means calculates the
attitude of the input device in accordance with the
angular velocity data acquired by the data acquisition
means.

19. An information processing apparatus (3) performing
predetermined information processing based on at-
titude/motion data acquired from an attitude/motion
sensor for detecting an attitude or motion of an input
device (5), the information processing apparatus
comprising:

correspondence data storage means (12) for
storing correspondence data representing cor-
respondence between a plurality of selection
target objects and attitudes of the input device;
object displaying means (10) for displaying the
plurality of selection target objects on a display
unit;
data acquisition means (10) for acquiring the at-
titude/motion data;
input attitude calculating means (10) for calcu-
lating an input attitude, which is an attitude of
the input device, in accordance with the attitude/
motion data acquired by the data acquisition
means;
object selecting means (10) for selecting a se-
lection target object from among the plurality of
selection target objects in accordance with the
input attitude calculated by the input attitude cal-
culating means and the correspondence data;
and
information processing means (10) for perform-
ing a process according to the selection target

object selected by the object selecting means.

20. An information processing control method for per-
forming predetermined information processing
based on attitude/motion data acquired from an at-
titude/motion sensor for detecting an attitude or mo-
tion of an input device, the method for further per-
forming a process according to a selection target ob-
ject selected from among a plurality of selection tar-
get objects, the method comprising:

a correspondence data storage step of storing
correspondence data representing correspond-
ence between the plurality of selection target ob-
jects and attitudes of the input device;
an object displaying step (S2) of displaying the
plurality of selection target objects on a display
unit;
a data acquisition step (S3) of acquiring the at-
titude/motion data;
an input attitude calculating step (S3) of calcu-
lating an input attitude, which is an attitude of
the input device, in accordance with the attitude/
motion data acquired by the data acquisition
step;
an object selecting step (S43) of selecting a se-
lection target object from among the plurality of
selection target objects in accordance with the
input attitude calculated by the input attitude cal-
culating step and the correspondence data; and
an information processing step (S9, S10) of per-
forming a process according to the selection tar-
get object selected by the object selecting step.

21. An information processing system performing pre-
determined information processing based on atti-
tude/motion data acquired from an attitude/motion
sensor for detecting an attitude or motion of an input
device, the information processing system compris-
ing:

correspondence data storage means (12) for
storing correspondence data representing cor-
respondence between a plurality of selection
target objects and attitudes of the input device;
object displaying means (10) for displaying the
plurality of selection target objects on a display
unit;
data acquisition means (10) for acquiring the at-
titude/motion data;
input attitude calculating means (10) for calcu-
lating an input attitude, which is an attitude of
the input device, in accordance with the attitude/
motion data acquired by the data acquisition
means;
object selecting means (10) for selecting a se-
lection target object from among the plurality of
selection target objects in accordance with the
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input attitude calculated by the input attitude cal-
culating means and the correspondence data;
and
information processing means (10) for perform-
ing a process according to the selection target
object selected by the object selecting means.
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