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Description

[0001] The present invention relates to a storage me-
dium storing a game program, a game apparatus and a
game control method. More specifically, the present in-
vention relates to a storage medium storing a game pro-
gram, a game apparatus and a game control method, for
a game to be played by a rotating operation to move a
game controller, including an acceleration sensor having
at least two axes orthogonal to each other, around an
axis further orthogonal to the two axes.
[0002] In recent years, it has been well known that a
game is played with a game controller having an accel-
eration sensor. Examples of related art are disclosed in
Japanese Patent Laid-Open Publication No. 2005-471
and Japanese Patent Laid-Open Publication No.
10-214155. In the art disclosed in Japanese Patent Laid-
Open Publication No. 2005-471, a typical game controller
is provided with a biaxial acceleration sensor, and a game
is played by detecting an inclination of the controller.
[0003] Further, in the art disclosed in Japanese Patent
Laid-Open Publication No. 10-214155, an acceleration
sensor is provided inside a controller formed in a shape
simulating a tool such as a fishing gear, and a game is
played by detecting an intensity or inclination of a swing
movement of the controller.
[0004] However, Japanese Patent Laid-Open Publica-
tion No. 2005-471 only discloses that the biaxial accel-
eration sensor is arranged horizontally and the inclination
of the controller is detected by detecting a rotational angle
around the two axes, so it only enables operation to tilt
or change the direction by holding the controller with both
hands, based on an operating mode having been adopt-
ed for a long time. Therefore, the art cannot provide a
game having an operating environment largely different
from a conventional one.
[0005] Further, the art disclosed in Japanese Patent
Laid-Open Publication No. 10-214155 can provide a vir-
tual game involving a swing movement which has been
known recently. However, it cannot provide a game hav-
ing a new bodily sensation to be played by a form to
rotationally operate the game controller itself.
[0006] US 5,598,187 describes a spatial motion input
system which converts data input through a spatial con-
trol input device into a motion vector sequence. The mo-
tion vector sequence is compared with basic motion pat-
terns previously entered and an execution section con-
trols a target device based on the results of the compar-
ison.
[0007] US 2006/0025218 describes an apparatus in-
cluding a touch panel on which two pointing positions are
simultaneously detectable. Changes in the distances be-
tween the two points and the angle of a line connecting
the two points are calculated. A movement parameter is
then set based on these values.
[0008] It is therefore a primary object of the present
invention to provide a novel storage medium storing a
game program, game apparatus and game control meth-

od.
[0009] It is another object of the present invention to
provide a storage medium storing a game program, a
game apparatus and a game control method, capable of
providing a new bodily sensation to a player operating a
game controller by means of an unconventional method.
[0010] It is still another object of the present invention
to provide a storage medium storing a game program, a
game apparatus and a game control method, capable of
realizing a game involving unconventional amusement
by performing game processing according to an opera-
tion to move a game controller around a prescribed axis.
[0011] A storage medium storing a game program of
a first invention according to the present invention is a
storage medium storing a game program for performing
game processing, in a game apparatus having an oper-
ation means including an acceleration sensor for detect-
ing accelerations on at least two axes orthogonal to each
other, according to a rotating operation to move the op-
eration means around an axis orthogonal to the two axes.
The game program in the storage medium causes a proc-
essor of the game apparatus to perform an obtaining
step, a conversion step, an angle calculation step, an
angle change calculation step, an angle value correction
step and a game processing step. In the obtaining step,
accelerations on the two axes detected by the accelera-
tion sensor are obtained. In the conversion step, the ac-
celerations on the two axes are converted into a point on
a two-dimensional coordinate system. In the angle cal-
culation step, an angle defined by a line connecting the
converted point with a reference point, and a reference
direction is calculated. In the angle change calculation
step, an angle change is calculated between the present
angle calculated in the angle calculation step and an an-
gle previously calculated in the angle calculation step. In
the angle value correction step, a correction angle value
is incremented using the difference between the angle
change calculated in the angle change calculation step
and a previous correction angle value. In the game
processing step, game processing is performed based
on the correction angle calculated in the angle correction
step.
[0012] Specifically, the game program stored on the
storage medium causes a processor (26: a reference nu-
meral corresponding to that in the embodiments de-
scribed below. The same applies to following numerals)
of a game apparatus (12) to perform respective steps
described below. Note that the game apparatus includes
an operation means (14) having an acceleration sensor
(60) which detects accelerations on at least two axes
orthogonal to each other. The game program is a pro-
gram for performing game processing according to a ro-
tating operation to move the operation means around an
axis (70) orthogonal to the two axes. In an obtaining step
(S3), accelerations on the two axes detected by the ac-
celeration sensor are obtained. In a conversion step (S5),
the accelerations on the two axes are converted into a
point in which the accelerations serve as components
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(coordinates) of respective axes of a two-dimensional
coordinate system (xy coordinate system). In the rotating
operation, since rotation is performed in a plane defined
by the two axes, acceleration caused by a centrifugal
force is detected. Therefore, a locus of the converted
point draws an orbit like a rotational movement, and
shows a state of rotating operation. In an angle calcula-
tion step (S7), an angle defined by a line connecting the
converted point with a reference point (e.g., origin of the
two-dimensional coordinate system) and a reference di-
rection (e.g., x axis) is calculated. In an angle change
calculation step (S11), an angle change (Vn) between
the angle calculated at present and an angle previously
calculated is calculated. In an angle value correction step
(S29), a correction angle value (V) is incremented using
the difference between the angle change calculated at
present and the previous correction angle value. Note
that an angle change used in incrementing the correction
angle value is corrected as required. For example, if it is
determined that a prescribed rotating operation is per-
formed, the calculated angle change is used, and if not,
the angle is set to zero. The angle change (T’) is the angle
change (T) corrected to increment smoothly. The correc-
tion angle value is calculated based on T’ and the previ-
ous correction angle value (according to Equation 2 in
the embodiment). Since the correction angle value is cal-
culated while taking the previous correction angle into
account as well as the angle change , it is possible to
reflect the state of rotating operation on the game
processing appropriately and smoothly by using such a
correction angle value. In the game processing step
(S31, S33, S37), game processing is performed based
on the correction angle value, and movement of the ob-
ject is controlled by an amount corresponding to the cor-
rection angle value.
[0013] As described above, by calculating the angle
change of a point in which accelerations of two axes serve
as components, a rotating state by the rotating operation
of the operation means is detected and used for game
processing. Therefore, since game processing is per-
formed according to the rotating operation of the opera-
tion means, it is possible to realize and provide a game
involving unconventional amusement. Further, since the
operation means is operated in a rotating manner, it is
possible to provide a game enabling a player to experi-
ence new bodily sensation.
[0014] In one aspect, the game program further causes
the processor to perform a rotating direction determina-
tion step of determining whether or not a rotating direction
of the rotating operation performed in the plane defined
by the two axes is the same as a previous rotating direc-
tion, based on the angle change calculated in the angle
calculation step. If the rotating direction is determined as
not the same one in the rotating direction determination
step, the correction angle value is calculated on a sup-
position that the angle change is zero, in the angle value
correction step.
[0015] That is, in the rotating direction determination

step (S 17, S 19), it is determined whether or not the
rotating direction is the same as the previous rotating
direction based on the angle change. In the angle value
correction step (S27, S29), if the rotating direction is de-
termined as not the same as the previous rotating direc-
tion, the correction angle value is calculated on a suppo-
sition that the angle change is zero. Therefore, when the
rotating operation in the same direction is not performed,
the rotating operation is not to be reflected on game
processing. In other words, when a rotating operation is
performed in a direction same as the past one, the rotat-
ing operation is to be reflected on game processing.
Since the game proceeds not by simply performing the
rotating operation but by keeping the rotating operation
in the same direction, amusement can be enhanced.
[0016] In another embodiment, the game processing
step includes a display control step for displaying an ob-
ject moved based on the correction angle value on a dis-
play means.
[0017] That is, in the display control step (S31, S37),
the object (80, 82) in which movement is controlled based
on the correction angle value is displayed on a display
means (16). Therefore, since the object on a screen
moves according to the rotating operation, it is possible
to realize a game with more amusement.
[0018] In another embodiment, the game processing
step includes a game clear determination step of deter-
mining whether or not a game clear condition is satisfied
based on the correction angle value.
[0019] That is, in the game clear determination step
(S39, S41), it is determined whether or not the game
clear condition is satisfied based on the correction angle
value. Therefore, it is possible to realize a game involving
excellent amusement such that the game may be cleared
or not depending on the rotating operation.
[0020] In another embodiment, the game processing
step includes a rotation number calculation step of cal-
culating a rotation number of the rotating operation based
on the correction angle value, and the game clear deter-
mination step determines whether or not the rotation
number reaches a prescribed threshold or more within a
time limit, as the game clear condition.
[0021] That is, in a rotation number calculation step
(S33), the rotation number of the rotating operation is
calculated based on the correction angle value. In the
game clear determination step, it is determined whether
or not the rotation number reaches the prescribed thresh-
old or more within the time limit, as the game clear con-
dition. Therefore, since a prescribed rotating operation
is required to be performed within the time limit, it is pos-
sible to realize a game with more amusement.
[0022] A game apparatus of a second invention ac-
cording to the present invention is a game apparatus for
performing game processing, having an operation
means including an acceleration sensor for detecting ac-
celerations on at least two axes orthogonal to each other,
according to a rotating operation to move the operation
means around an axis orthogonal to the two axes. The
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game apparatus comprises an obtaining means, a con-
version means, an angle calculation means, an angle
change calculation means, an angle value correction
means, and a game processing means. The obtaining
means obtains accelerations on the two axes detected
by the acceleration sensor. The conversion means con-
verts the accelerations on the two axes into a point on a
two-dimensional coordinate system. The angle calcula-
tion means calculates an angle defined by a line con-
necting the converted point with a reference point, and
a reference direction. The angle change calculation
means calculates an angle change between the present
angle calculated by the angle calculation means and the
previous angle. The angle value correction means incre-
ments a correction angle value using the difference be-
tween the angle change calculated by the angle change
calculation means and the previous correction angle val-
ue. The game processing means performs game
processing based on the correction angle value calculat-
ed by the angle value correction means.
[0023] The second invention is the game apparatus
corresponding to the game program of the first invention,
exhibiting the same effect as that of the first invention.
[0024] A game control method of a third invention ac-
cording to the present invention is a game control method
for performing game processing, in a game apparatus
having an operation means including an acceleration
sensor for detecting accelerations on at least two axes
orthogonal to each other, according to a rotating opera-
tion to move the operation means around an axis orthog-
onal to the two axes. The game control method includes
an obtaining step, a conversion step, an angle calculation
step, an angle change calculation step, an angle value
correction step and a game processing step. In the ob-
taining step, accelerations on two axes detected by the
acceleration sensor are obtained. In the conversion step,
the accelerations on the two axes are converted into a
point on a two-dimensional coordinate system. In the an-
gle calculation step, an angle defined by a line connecting
the converted point with a reference point, and a refer-
ence direction is calculated. In the angle change calcu-
lation step, an angle change between the present angle
calculated in the angle calculation step and the previous
angle is calculated. In the angle value correction step, a
correction angle value is incremented using the differ-
ence between the angle change calculated in the angle
change calculation step and the previous correction an-
gle value. In the game processing step, game processing
is performed based on the correction angle value calcu-
lated in the angle value correction step.
[0025] The third invention is the game control method
equivalent to the first and the second inventions, exhib-
iting the same effects as those of the first and second
inventions described above.
[0026] According to this invention, accelerations on
two axes detected by an acceleration sensor provided in
an operation means are converted into a point on a two-
dimensional coordinate system, and a correction angle

value is calculated from an angle change of the point,
whereby game processing is performed based on the
correction angle value. Therefore, since game process-
ing can be performed according to a detected state of
rotating operation of the operation means, it is possible
to realize a game involving unconventional amusement.
Further, since the game can be played by unconventional
operating method to rotate the operation means, it is pos-
sible to give a new sensory experience to the player.
[0027] The above described objects and other objects,
features, aspects and advantages of the present inven-
tion will become more apparent from the following de-
tailed description of the present invention when taken in
conjunction with the accompanying drawings.

Figure 1 is an external view showing an example of
a game system of an embodiment according to the
present invention;
Figure 2 is a block diagram showing an example of
an electric configuration of the game apparatus in
Figure 1;
Figure 3 is an illustrative view showing an example
of a controller in Figure 1, in which Figure 3(A) is an
oblique perspective view seen from the upper rear
side, and Figure 3(B) is an oblique perspective view
seen from the lower rear side;
Figure 4 is a block diagram showing an example of
an electric configuration of the controller in Figure 1;
Figure 5 is an illustrative view showing a method of
a rotating operation of the controller;
Figure 6 is an illustrative view showing an outline of
a method of calculating input data to be used in game
processing from acceleration data detected by the
rotating operation;
Figure 7 is an illustrative view showing an example
of a game screen;
Figure 8 is an illustrative view showing an example
of an object controlled according to a correction an-
gle;
Figure 9 is an illustrative view showing an example
of a memory map;
Figure 10 is a flowchart showing a part of an exem-
plary operation of a game apparatus; and
Figure 11 is a flowchart showing the continuation of
Figure 10.

[0028] Referring to Figure 1, a game system 10 of this
embodiment includes a game apparatus 12 and a con-
troller 14. The game apparatus 12 is a game console to
be connected to a display or a monitor 16 such as a home
TV receiver via a cable. The controller 14 is an operation
device to be operated by a player or a user, providing
operation data to the game apparatus 12.
[0029] The game apparatus 12 is connected with a re-
ceiving unit 18 via a connection terminal. The receiving
unit 18 receives operation data wirelessly transmitted
from the controller 14. Specifically, the controller 14
transmits operation data to the game apparatus 12 con-
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nected with the receiving unit 18, by using a wireless
communication technique such as the Bluetooth (regis-
tered trademark).
[0030] Further, in the game apparatus 12, an optical
disc 20, which is an example of an information storage
medium used interchangeably in the game apparatus 12,
is loaded or removed. The top main surface of the game
apparatus 12 is provided with an ON/OFF switch for the
power of the game apparatus 12, a reset switch for game
processing, and an OPEN switch to open the top lid of
the game apparatus 12. When a player presses the
OPEN switch, the lid is opened, whereby the optical disc
20 can be loaded or removed. Further, the game appa-
ratus 12 is provided with an external memory card 22 in
an attachable/detachable manner as needed. A flash
memory or the like mounted in the memory card 22 stores
saved data and the like.
[0031] In the game apparatus 12, when a game pro-
gram stored on the optical disc 20 is performed, the result
is displayed on the monitor 16 as a game image. Note
that the game apparatus 12 is also capable of displaying
a game image on the monitor 16 by reproducing the game
state previously performed, by using saved data stored
on the external memory card 22. Further, from a speaker
24 (see Figure 2) provided to the monitor 16, a game
sound is outputted. The player operates the controller 14
to play a virtual game.
[0032] Figure 2 shows an example of the electric con-
figuration of the game apparatus 12. The game appara-
tus 12 includes a RISC CPU (Central Processing Unit)
26, for example, which performs various programs. The
CPU 26 performs an activation program stored on a boot
ROM not shown, and after performing initialization and
the like of a memory such as a main memory 28, the CPU
26 loads a game program and data stored on the optical
disc 20 to thereby perform game processing in accord-
ance with the game program.
[0033] The CPU 26 is connected via a memory con-
troller 30 with a GPU (Graphics Processing Unit) 32, the
main memory 28, a DSP (Digital Signal Processor) 34
and an ARAM (Audio RAM) 36. Further, the memory con-
troller 30 is connected with, via prescribed bus, a con-
troller I/F (interface) 38, a video I/F 40, an external mem-
ory I/F 42, an audio I/F 44 and a disc I/F 46, which are
connected with the receiving unit 18, the monitor 16, the
external memory card 22, the speaker 24 and a disc drive
48, respectively.
[0034] The GPU 32 performs image processing ac-
cording to an instruction of the CPU 26. The GPU 32
consists of a semiconductor chip for performing calcula-
tion processing required to display 3D graphics, for ex-
ample. The GPU 32 performs image processing by using
a memory exclusive for image processing not shown, or
a storage area which is a part of the main memory 28.
The GPU 32 generates game image data or movie pic-
tures to be displayed, and outputs them to the monitor
16 via the memory controller 30 and the video I/F 40
appropriately.

[0035] The main memory 28 is a storage area used by
the CPU 26, and stores game programs and data re-
quired for processing by the CPU 26 appropriately. For
example, the main memory 28 stores game programs,
various data and the like read out from the optical disc
20 by the CPU 26.
[0036] The DSP 34 serves as a sound processor, and
is connected with the ARAM 36 for storing sound data
and the like. The ARAM 36 is used when the DSP 34
performs prescribed processing (e.g., storing game pro-
grams and sound data previously read). The DSP 34
reads out sound data (sound waveform data) stored on
the ARAM 36, generates data for sound output based on
sound control data from the CPU 26, the sound waveform
data and the like, and outputs sound from the speaker
24 provided to the monitor 16 via the memory controller
30 and the audio I/F 44.
[0037] The memory controller 30 controls data transfer
comprehensively, and is connected with the respective
I/Fs mentioned above. The controller I/F 38 consists of
four controller I/Fs for example, and connects external
equipment and the game apparatus 12 via connectors
held by them. For example, the receiving unit 18 is fitted
with the connecter, and is connected with the game ap-
paratus 12 via the controller I/F 38. As described above,
the receiving unit 18 receives operation data from the
controller 14, and outputs the operation data to the CPU
26 via the controller I/F 38. Note that in another embod-
iment, the game apparatus 12 may include a receiving
module therein which receives operation data transmit-
ted from the controller 14, instead of the receiving unit
18. In this case, transmission data received by the re-
ceiving module is outputted to the CPU 26 via prescribed
bus.
[0038] The video I/F 40 is connected with the monitor
16 on which a game image is displayed by image signals
from the video I/F 40. The external memory I/F 42 is con-
nected with the external memory card 22, and the CPU
26 accesses a flash memory and the like provided in the
external memory card 22 via the memory controller 30.
[0039] The audio I/F 44 is connected with the speaker
24 incorporated in the monitor 16. The audio I/F 44 gives
audio signals corresponding to sound data read out from
the ARAM 36 or generated by the DSP 34 and sound
data directly outputted from the disc drive 48 to the speak-
er 24, and the speaker 24 outputs the sound.
[0040] The disc I/F 46 is connected with the disc drive
48. The disc drive 48 reads out data stored on the optical
disc 20 arranged at a prescribed readout position. The
read out data is written on the main memory 28 via the
disc I/F 46, the main controller 30, and the like, or is out-
putted to the audio I/F 44.
[0041] Figure 3 shows an exemplary outside appear-
ance of the controller 14. Figure 3(A) is an oblique per-
spective view of the controller 14 seen from the upper
rear side, and Figure 3(B) is an oblique perspective view
of the controller 14 seen from the lower rear side.
[0042] The controller 14 includes a housing 50 formed
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by plastic molding for example. The housing 50 is in an
almost rectangular parallelepiped shape in which the
front and back direction (Z axial direction shown in Figure
3) is the longitudinal direction, having a size capable of
being held by a hand of an adult or a child as a whole.
As an example, the housing 50 is in a size with a length
or a width almost the same as a palm of a human. A
player can operate a game using the controller 14 by
performing a game operation to press a button provided
thereto and by changing the position or direction of the
controller 14 itself. For example, in one game, a player
can cause an object to be operated to perform a moving
action by rotating the controller 14 with the longitudinal
direction being the axis thereof.
[0043] The housing 50 is provided with a plurality of
operating buttons. On the top surface of the housing 50,
a cross key 52a, an X button 52b, a Y button 52c, an A
button 52d, a select switch 52e, a menu switch 52f and
a start switch 52g are provided. On the other hand, in the
lower surface of the housing 50, a recess is formed, and
a B button 52i is provided on the inclined plane on the
rear surface side of the recess. To the respective buttons
(switches) 52, respective functions are allocated accord-
ing to the game program to be performed by the game
apparatus 12. Further, on the top surface of the housing
50, a power supply switch 52h for turning on/off the power
supply of the body of the game apparatus 12 from a re-
mote distance.
[0044] Further, the rear surface of the housing 50 is
provided with a connecter 54. The connecter 54 is an
edge connecter of 32 pins, used to connect other equip-
ment to the controller 14. Further, the rear surface side
of the top surface of the housing 50 is provided with a
plurality of LEDs 56. To the controller 14, a controller type
(number) is allocated to discriminate it from other con-
trollers 14. When operation data is transmitted from the
controller 14 to the game apparatus 12, one LED 56 cor-
responding to the controller type currently set to the con-
troller 14 lights up.
[0045] Figure 4 shows the electric configuration of the
controller 14. The controller 14 includes a communication
unit 58 and an acceleration sensor 60 therein, in addition
to the operating portion 52 (respective operation buttons
52a to 52h).
[0046] The acceleration sensor 60 detects accelera-
tion on a linear component and gravity acceleration for
each sensing axis, among accelerations applied to the
detection part of the acceleration sensor. The accelera-
tion sensor 60 detects accelerations on at least two axial
directions orthogonal to each other. For example, in the
case of an acceleration sensor of two axes or three axes,
an acceleration applied to the detection part of the ac-
celeration sensor is detected as acceleration on a linear
component along each axis. Specifically, in this embod-
iment, three-axial acceleration sensor is applied, and ac-
celeration is detected by the three axes of the up and
down direction (Y axial direction shown in Figure 3), the
left and right direction (X axial direction shown in Figure

3), and the front and back direction (Z axial direction
shown in Figure 3), respectively. Further, by performing
prescribed computation processing to the acceleration
detected for each axis of the acceleration sensor 60, it
is possible to calculate inclination and rotation of the con-
troller 14. For example, if the acceleration sensor 60 is
in a stationary state, gravity acceleration is always ap-
plied, so acceleration corresponding to the inclination of
each axis with respect to the gravity acceleration is de-
tected for each axis. Specifically, when the acceleration
sensor 60 remains stationary in a horizontal state, gravity
acceleration of 1 G is applied to the Y axis of the accel-
eration sensor, so gravity acceleration on the other axes
becomes almost 0. Then, when the posture of the accel-
eration sensor 60 is inclined from the horizontal state,
the gravity acceleration is distributed to the respective
axes of the acceleration sensor 60 according to the an-
gles between the respective axial directions of the accel-
eration sensor 60 and the gravity direction. At this time,
acceleration values of the respective axes of the accel-
eration sensor 60 are detected. By adding acceleration
values of the respective axes to the computation, it is
possible to calculate the posture of the acceleration sen-
sor 60 with respect to the gravity direction.
[0047] As the acceleration sensor 60, a biaxial accel-
eration sensor in which acceleration is detected by the
two axes of combination of any two from among the up
and down direction, left and right direction and the front
and back direction, depending on the type of required
operation signals, may be used. In this embodiment, an
operating state such as a rotating operation by the user
to the controller 14 is detected by the acceleration sensor
60. In the game played in this embodiment, a user holds
the controller 14 in a state that the longitudinal direction
(Z axial direction) of the housing 50 is in an almost hor-
izontal direction, and moves the arms so as to move the
controller 14 about the Z axial direction, as shown in Fig-
ure 5 described later. Therefore, if a biaxial acceleration
sensor is used in this embodiment, a biaxial acceleration
sensor detecting accelerations on X and Y axial direc-
tions may be applied.
[0048] Data indicating the acceleration detected by the
acceleration sensor 60 is outputted to the communication
unit 58. Note that for the acceleration sensor 60, an elec-
trical capacitance type acceleration sensor can be typi-
cally used. The acceleration sensor 60 has a sampling
period of about 200 frames/second at maximum, for ex-
ample.
[0049] The communication unit 58 includes a micro-
computer (micon) 62, a memory 64, a wireless module
66 and an antenna 68. The micon 62 controls the wireless
module 66 for wirelessly transmitting obtained data while
using the memory 64 as a storage area at the time of
processing.
[0050] Data outputted from the operating portion 52
and the acceleration sensor 60 to the micon 62 is tem-
porarily stored on the memory 64. Here, wireless trans-
mission from the communication unit 58 to the receiving

9 10 



EP 1 880 747 B1

7

5

10

15

20

25

30

35

40

45

50

55

unit 18 is performed in the prescribed cycles. However,
since processing of a game is typically performed by a
1/60 second unit, it is required to perform transmission
in a shorter cycle. When transmission timing to the re-
ceiving unit 18 comes, the micon 62 outputs data stored
on the memory 64 to the wireless module 66 as operation
data. The wireless module 66 modulates carrier wave of
a prescribed frequency with the operation data, and ra-
diates the extremely low power radio wave signals from
the antenna 68 by using a technique of the Bluetooth
(registered trademark), for example. Namely, the oper-
ation data is modulated to the extremely low power radio
wave signals by the wireless module 66 and transmitted
from the controller 14. The extremely low power radio
signals are received by the receiving unit 18 of the game
apparatus 12 side. By demodulating or decoding the re-
ceived extremely low power radio signals, the game ap-
paratus 12 can obtain the operation data. The CPU 26
of the game apparatus 12 performs game processing
based on the operation data obtained from the controller
14.
[0051] Note that the shape of the controller 14 and the
shapes, numbers, arrangement positions and the like of
the respective operation switches 52 shown in Figure 3
are just examples, which can be modified appropriately
to other shapes, numbers and arrangement positions.
[0052] By using the controller 14, the player can per-
form game operations such as moving the position of the
controller 14 itself and rotating the controller 14, in addi-
tion to the conventional general game operations such
as pressing respective operation switches.
[0053] In this embodiment, a game to be played by a
rotating operation is executed. Figure 5 shows the outline
of a method of rotating operation. Figure 5 shows a state
of rotating operation of the controller 14 held by the right
hand of the player, viewed from the right hand side of the
player. The player holds the controller 14 in an almost
horizontal state, that is, in a state where the Z axial di-
rection is in a horizontal position. Then, the player rotates
the arms such that the controller 14 moves around the
axis 70 parallel to the Z axial direction, that is, rotationally
moves around the axis 70. The axis 70 of the rotating
operation is in parallel with the Z axial direction, that is,
an axis having a direction orthogonal to the X and Y axes.
As described above, rotating operation means an oper-
ation such that the controller 14 moves (rotationally
moves) around the prescribed axis 70.
[0054] Since the human moves the arms, the controller
14 is not needed to perform a completely circular move-
ment around the axis 70, and the Z axial direction of the
controller 14 may be inclined somewhat from the hori-
zontal direction. Further, in this embodiment, since a
game assuming a horizontal handle is rotated on the
screen is performed as described later, the player only
holds the controller 14 in a horizontal state assuming it
is the handle. In the case of a setting in which the axis
70 of the rotational movement is in a vertical direction in
a game of another embodiment, the controller 14 is ide-

ally held in a posture where the Z axial direction is in the
vertical direction and rotated within the horizontal plane.
In other words, in a setting where a state of rotating op-
eration is detected by the accelerations on the two axes
X and Y, the controller 14 is operated to rotate around
the axis 70 parallel to the Z axial direction (that is, rotate
within the XY plane).
[0055] When the rotating operation is performed, a
centrifugal force is applied to the controller 14 in a vertical
direction to the rotational axis 70 and an outward direction
from the rotational axis 70, and thereby the acceleration
is detected by the acceleration sensor 60. In this embod-
iment, since the rotating operation is an operation where
the Z axial direction is set as the axis 70, the accelerations
on the X and Y axes are detected by the centrifugal force.
Since the operating state of the rotating operation is re-
flected on the accelerations on the two axes, in this em-
bodiment, the accelerations on the X and Y axes are
considered as inputs by the rotating operation, and the
game processing is performed based on the inputs. In
this embodiment, information expressing the rotational
operating state more precisely is extracted from the de-
tected accelerations on the two axes, and the game
processing is performed based on the information so as
to utilize the rotational operating state in the game
processing more precisely.
[0056] Figure 6 shows the outline of a method of cal-
culating input data used in the game processing from the
acceleration data detected by the rotating operation.
First, the detected accelerations on the two axes are con-
verted into a point on a two-dimensional coordinate sys-
tem. That is, in this embodiment, since the rotational op-
erating state is reflected in the accelerations on the X
axis and the Y axis, an xy coordinate system in which
the X axial acceleration is set as a component of the x
axis and the Y axial acceleration is set as a component
of the y axis is defined, and the detected acceleration is
converted to a point P (xp, yp) on the xy coordinate sys-
tem.
[0057] Note that in this embodiment, since the rotating
operation is performed in a state where the longitudinal
direction of the controller 14 is in parallel with the hori-
zontal direction, gravity acceleration (-1.0G) is added to
the Y axial acceleration detected. Therefore, at the time
of conversion, -0.1G is subtracted from the Y axial ac-
celeration value. Until the rotating operation is performed,
it is converted to a point (0,0).
[0058] The detected X axial acceleration and Y axial
acceleration change corresponding to the rotating oper-
ation. As shown in Figure 6, the history of the converted
point P draws a locus starting from the origin O and ro-
tating around the origin O. The locus of the rotational
movement of the converted point can be considered to
show the rotational operating state. Therefore, by calcu-
lating the angles of respective points, changes in the an-
gles are further calculated.
[0059] The angle of each point means an angle defined
by a line, connecting the fixed point (here, the origin) with
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each point, and the reference direction (here, x axis). In
Figure 6, the angle of a point (xn, yn) in the present frame
(frame number n) is shown by θn, and the angle of a point
in the previous frame (frame number n-1) is shown by
θn-1. Therefore, the angle change Vn is calculated by
subtracting θn-1 from θn. The angle change Vn is a mov-
ing amount or rotational amount in a certain period (1
frame) of the point P, that is, it shows the rotating velocity.
[0060] Further, it is determined whether or not the pre-
scribed rotating operation is performed, and according
to the determination result, the angle change is corrected.
Specifically, it is determined whether or not the controller
14 has been stopped, and if the controller 14 has been
stopped, the angle change is corrected to zero. Further,
it is determined whether or not an abrupt change has
been caused in the rotation, and in the case of an abrupt
change, the angle change is corrected to zero. An abrupt
change is shown by a difference in the angle change Vn.
A difference in angle change is a change in velocity, so
it indicates acceleration. Therefore, if there is a certain
change or more in the rotating velocity, it is considered
that an abnormality is caused in the rotating operation of
the controller 14, so data of the angular change is inval-
idated. Further, it is determined whether or not it is a
rotation in a constant direction, and if it is not a rotation
in a constant direction, the angle change is corrected to
zero. If there is an angle change exceeding a prescribed
range in a prescribed time from the present to the past,
it is considered as not a rotating operation of the same
direction, so data of the angle change is invalidated. In
this way, the game proceeds by not only simply perform-
ing rotating operation but also continuing the rotating op-
eration in the same direction, enabling to further enhance
the amusement of the game.
[0061] If it is determined as not a prescribed rotating
operation, the angle change is set to zero. The angle
change after correction is called "angle change in view
of stop", shown by using a variable T. On the other hand,
if it is determined that a prescribed rotating operation is
performed, the calculated angle change Vn is directly set
as an angle change T considering the stop.
[0062] Then, based on the angle change T in view of
stop, a correction angle V as input data used for game
processing is calculated. The correction angle V is cal-
culated by applying two-stage correction.
[0063] First, an angle change T considering stop is cor-
rected to a corrected angle change T’ according to the
following equation 1: 

[0064] T’ of the right-hand side is a corrected angle
change T’ calculated in the previous frame. For the con-
stant, an appropriate value (a positive number smaller

than 1) is selected. Note that the initial value of T’ is 0.
[0065] T’ is an angle change corrected such that T
changes smoothly. Based on the corrected angle change
T’, the correction angle V is calculated according to the
following equation 2. 

[0066] V of the right-hand side is a correction angle V
calculated in the previous frame.
[0067] In this way, the correction angle V in the present
frame is calculated based on the angle change T’ cor-
rected to change smoothly and the correction angle V
used in the game processing in the previous frame, with-
out using the angle change Vn itself calculated in the
present frame. Therefore, the correction angle V changes
smoothly. By using such a correction angle V, the rotating
operation state can be reflected on the game processing
appropriately and smoothly. In other words, changes in
the game processing can be made to conform to the ro-
tational operating state smoothly, so it is possible to
change the movement of the object smoothly, for exam-
ple.
[0068] As an example, a manual shredder game as
shown in Figure 7 is carried out. In this game, a player
rotates a handle object 80 of a shredder by rotating op-
eration so as to shred a paper object 82. A time limit is
set, and the player must shred the paper object 82 of a
prescribed length by rotating the handle object 80 for
more than a prescribed number of times until the time
limit exceeds. The time limit may be expressed in num-
bers, but in Figure 7, the time limit is shown such that the
length of a fuse wire is getting short as the time passes
and a bomb explodes at the time limit. If shredding of
paper is completed before the bomb explodes, the game
is cleared.
[0069] The handle object 80 as an object to be oper-
ated is arranged horizontally such that the longitudinal
direction thereof comes to the left and right direction of
the screen. Therefore, in this game, the controller 14 is
held such that the Z axial direction comes to the left and
right direction of the player, as shown in Figure 5. In play-
ing the game, the player makes the handle object 80 and
the controller 14 parallel to each other toward the screen.
Then, the player moves the controller to rotate around
the axis 70 parallel to the Z axial direction. According to
the rotating operation, the handle object 80 rotates, and
the paper object 82 moves from the top to the bottom
and is shredded. In this way, the player can shred the
paper on the screen by rotating the controller 14 toward
the screen. By performing an unconventional operating
method of rotationally operating the controller 14, the
player can enjoy new sensory experience.
[0070] Further, as shown in Figure 8, the handle object
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80 is rotated in the virtual game space for an amount
corresponding to the correction angle V, and the paper
object 82 is also shredded for a length corresponding to
the correction angle V. In this way, operation of the game
object is controlled according to the rotational operating
state by the player, and the result is displayed on the
screen. Therefore, it is possible to realize a game involv-
ing unconventional amusement, and to allow the player
to enjoy unconventional operating feeling and game ex-
perience.
[0071] Figure 9 shows an example of a memory map.
Then main memory 28 includes a program storage area
90 and the data storage area 92. Note that Figure 9 shows
a part of the memory map, and other programs and data
required to proceed the game are read out from the op-
tical disc 20 or the like or generated or obtained by the
CPU, and stored on the main memory 28. Although an
illustration is omitted, a program for generating the game
screen, a program for controlling the screen display, a
program for controlling sound output, image data, object
data and the like are also stored.
[0072] On the storage area 94 of the program storage
area 90, an operation data obtaining program is stored.
Due to this program, operation data from the controller
14 is obtained in the main memory 28 via the receiving
unit 18 and the controller I/F 38. As described above, the
controller 14 transmits operation data in a shorter period
than one frame (e.g., 1/60 second) in the game apparatus
12. Further, sampling period of the acceleration sensor
60 of the controller 14 is set to a shorter period than one
frame (e.g., 1/200 second) in the game apparatus 12,
and transmission data of one time of the controller 14
includes acceleration values at a plurality of detection
timings. Therefore, in this embodiment, the game appa-
ratus 12 can obtain operation data in which multiple piec-
es of operation information (acceleration values, etc.) are
included in one frame. The CPU 26 can perform game
processing by using the multiple pieces of operation in-
formation as required.
[0073] On the storing area 96, an angle calculation pro-
gram is stored. With this program, an angle is calculated
based on acceleration. Specifically, as shown in Figure
6 described above, the X axial acceleration and the Y
axial acceleration are converted to a point on the two-
dimensional coordinate system, and an angle θ defined
by a line, connecting the converted point with the original
point, and the reference direction (x axis) is calculated.
The game processing is performed by one frame, so an
angle θ representing the frame is calculated. Further, as
described above, since a plurality of acceleration values
are detected and obtained in one frame of the game ap-
paratus 12, it is possible to calculate an angle θ for each
detected acceleration and to use it in the game process-
ing. An angle θn of the n-th frame is an average value of
the respective angles calculated from a plurality of ac-
celeration values obtained in the n-th frame, for example.
Alternatively, the maximum value or the minimum value
may be adopted.

[0074] On the storage area 98, an angle change cal-
culation program is stored. By calculating the difference
between the angle θ of the present frame and the angle
θn-1 of the previous frame, the angle change Vn is cal-
culated.
[0075] On the storage area 100, a stop determination
program is stored. With this program, it is determined
whether or not rotating operation of the controller 14 has
been stopped. For example, sampling data of a past pre-
scribed number is referred from operation data buffer 114
described layer, and if the absolute values of X axial ac-
celeration, Y axial acceleration and Z axial acceleration
are within a prescribed range respectively, it is deter-
mined as stop. In this embodiment, acceleration values
in the past eight detection timings for example, that is,
acceleration values obtained during 2 to 3 frames from
the present to the past, are referred to.
[0076] On the storage area 102, an abrupt change de-
termination program is stored. With this program, it is
determined whether or not there is an abrupt change in
rotating operation. Specifically, a difference An between
the angle change Vn calculated in the present frame and
an angle change Vn-1 calculated in the previous frame
is calculated, and if the difference An is out of a prescribed
range, it is determined that an abrupt change is caused.
[0077] On the storage area 104, a rotating direction
determination program is stored. With this program, ro-
tating direction of the rotating operation is determined.
Specifically, it is determined whether or not rotation is
performed in the same direction for the past consecutive
prescribed number of times, and if rotation is determined
to be performed in the same direction, it is considered
that rotation is performed in such a direction. The condi-
tion to be considered as being rotated in the same direc-
tion is that a difference between an angle θ at a detection
timing and an angle θ at the detection timing immediately
before is within a prescribed range. In this embodiment,
for each of the angles calculated by converting the ac-
celeration values (acceleration values obtained for 2 to
3 frames from present to the past) in the past eight de-
tection timings, the difference between it and the angle
of the detection timing immediately before is calculated,
and it is determined whether or not all differences are
within a prescribed range. As an example, if the differ-
ence is within 0 to 45 degrees, it is determined as a coun-
terclockwise rotation in Figure 6, and if the difference is
within a range of -45 to 0 degree, it is determined as a
clockwise rotation in Figure 6.
[0078] On the storage area 106, an angle correction
program is stored. With this program, a correction angle
V used for game processing is calculated. Specifically,
as shown in Figure 6 described above, first, an angle
change T in view of stop is calculated from the angle
change Vn calculated by the angle change calculation
program. That is, in the case where a prescribed rotating
operation is performed, T is equal to Vn, and in another
case, T is equal to 0. In this embodiment, conditions of
a prescribed rotating operation are: the controller 14 has
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not been stopped; an abrupt change has not been made;
and a rotating direction has not changed. Further, in this
embodiment, a condition that a rotating direction is in a
prescribed direction is also set. As shown in Figures 7
and 8, the handle object 80 of the shredder must be ro-
tated downward on the depth side of the screen, which
is a clockwise rotation in Figure 6. Further, according to
the Equation 1 mentioned above, the corrected angle
change T’ is calculated. Then, according to the Equation
2 mentioned above, the correction angle V is calculated
based on the corrected angle change T and the correction
angle V calculated in the previous frame. Note that the
initial value of V is 0.
[0079] On the storage area 108, an object control pro-
gram is stored. With this program, operation of the object
is controlled based on the correction angle V. In this em-
bodiment, as shown in Figure 8 described above, rotation
of the handle object 80 is controlled according to the cor-
rection angle V, and movement and shredding of the pa-
per object 82 are controlled according to the correction
angle V.
[0080] On the storage area 110, a rotation number de-
termination program is stored. With this program, it is
determined whether or not the rotation number of the
rotating operation exceeds a prescribed threshold value.
The rotation number is also the rotation number of a point
that the acceleration value is converted, so the rotation
number is calculated by counting one each time the sum
of the correction angle V exceeds 360 degrees.
[0081] On the storage area 112, a time limit determi-
nation program is stored. With this program, it is deter-
mined whether or not the elapsed time from the start of
the game is within a prescribed time limit. As described
above, in this embodiment, a condition to clear the game
is to complete shredding of the paper object 82 within
the time limit, that is, to perform rotating operation for a
prescribed number of times within the time limit, and
whether the game clear condition is satisfied or not is
determined by the rotation number determination pro-
gram and the time limit determination program.
[0082] The storage area 114 of the data storage area
92 is an operation data buffer, in which operation data
transmitted from the controller 14 is stored. The operation
data includes acceleration data indicating the accelera-
tion values of X, Y and Z axes detected by the acceler-
ation sensor 60. Although not shown in Figure 9, button
operation data indicating whether each button of the op-
erating portion 52 is operated or not is also included. As
described above, since operation data including multiple
pieces of operating information is received at least once
from the controller 14 in one frame in the game apparatus
12, the received operation data is accumulated sequen-
tially in the storage area 94. For example, 60 pieces of
sampling data in the controller 14 are accumulated.
[0083] On the storage area 116, coordinate history is
stored. With the angle calculation program described
above, the X axial acceleration value and the Y axial ac-
celeration value obtained from the operation data buffer

114 are converted to a point of two-dimensional coordi-
nate system, so coordinates of the converted point are
stored. For example, history of points of the number cor-
responding to 60 pieces of sampling data is stored.
[0084] On the storage area 118, angle history is stored.
History of the angle θ of the point calculated by the angle
calculation program described above is stored. For each
frame, one angle θn representing the frame is stored.
Further, each of the angles of multiple points obtained in
each frame may also be stored.
[0085] On the storage area 120, angle change history
is stored. History of the angle change Vn calculated by
the angle change calculation program described above
is stored. The angle change Vn of the present frame is
calculated from the difference between the angle θn of
the present frame (n-th frame) and the angle θn-1 of the
previous frame (n-1-th frame).
[0086] On the storage area 122, correction angle his-
tory is stored. History of the correction angle V calculated
by the correction angle calculation program described
above is stored. When calculating the correction angle
V of the present frame, the correction angle V of the pre-
vious frame stored on the storage area 122 is referred to.
[0087] On the storage area 124, a rotation number
counter is stored. As described above, the rotation
number is added by 1 each time the accumulated amount
of the correction angle V exceeds 360 degrees.
[0088] On the storage area 126, an elapsed time coun-
ter is stored. Elapsed time is the number of elapsed
frames for example, and the elapsed time is added by 1
for each frame.
[0089] Figures 10 and 11 show an exemplary opera-
tion of the game apparatus 12. First, in a step S1, the
CPU 26 performs initial setting. Specifically, the main
memory 28 is cleared, and necessary programs and data
are read out from the optical disc 20 to the main memory
28. Further, initial values are set to various variables and
flags.
[0090] Processing in the following steps S3 to S41 is
performed for each frame until game over or game clear
is determined in a step S39 or S41. In the step S3, the
CPU 26 obtains operation data in the operation data buff-
er 114 via the controller I/F 38, and obtains acceleration
data in the present frame from the operation data.
[0091] Then, in a step S5, the CPU 26 converts the X
axial acceleration and the Y axial acceleration into a point
of xy coordinate system in which they are the x compo-
nent and the y component, respectively (see Figure 6).
Since multiple pieces of acceleration data are obtained
for each frame, a plurality of points are obtained through
conversion. In this embodiment, the acceleration sensor
60 always detect gravity acceleration, and as shown in
Figure 5, since the controller 14 is assumed to be rota-
tionally operated in a state where the Y axial positive
direction is in a vertically upward direction, 1.0G is added
to the detected Y axial acceleration. Coordinates of the
respective converted points are stored on the coordinate
history storage area 116.
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[0092] In a step S7, the CPU 26 calculates the angle
θn of the converted point. As described above, since ac-
celerations are converted to a plurality of points for each
frame, the angle θ of each point is calculated, and the
angle θn representing the present frame is calculated by
obtaining the average, the maximum or the minimum, for
example. The calculated angles are stored on the angle
history storage area 118.
[0093] In a step S9, it is determined whether or not the
controller 14 has been stopped. For example, accelera-
tion information of the past eight pieces are read out from
the operation data buffer 114, and it is determined wheth-
er or not all of the absolute values of the X, Y and Z axial
accelerations are values within prescribed ranges, re-
spectively. If "YES" in the step S9, it is considered that
the controller 14 has been stopped and a prescribed ro-
tating operation has not been performed, so the process
proceeds to a step S27 in Figure 11.
[0094] On the other hand, if "NO" in the step S9, the
CPU 26 calculates the angle change Vn by calculating
the difference between the angle θn in the present frame
and the angle θn-1 in the previous frame in a step S11.
The calculated angle change Vn is stored on the angle
change history storage area 120.
[0095] In the following step S13, the CPU 26 calculates
the difference An of the angle change Vn based on the
angle change Vn in the present frame and the angle
change Vn-1 in the previous frame.
[0096] Then, in the step S 15, the CPU 26 determines
whether or not the difference An is within a prescribed
range. That is, it is confirmed that no abrupt change is
caused in the rotating operation in this step. If "NO" in
the step S 15, that is, if it is considered that an abrupt
change is caused, a prescribed rotating operation is not
performed, so the process proceeds to the step S27 in
Figure 11.
[0097] On the other hand, if "YES" in the step S15, the
rotating direction is determined by the processing of the
following steps S17 and S19. In the step S17, the CPU
26 calculates the difference from the angle correspond-
ing to the sampling timing immediately before for each
of the angles of the continuing prescribed number (e.g.,
angles corresponding to eight pieces of sampling timing)
from the present to the past. Then, in the step S19, the
CPU 26 determines whether or not all differences are
within a prescribed range. That is, it is determined wheth-
er or not rotation in the same direction is performed con-
tinuously during the past prescribed time period. If "NO"
in the step S19, it is considered that rotating operation in
a constant direction is not performed, so the process pro-
ceeds to the step S27 of Figure 11.
[0098] On the other hand, if "YES" in the step S 19,
that is, in the case of a rotation in the same direction, the
CPU 26 sets the direction indicated by the difference as
the rotating direction of the present frame in a step S21.
If the sign of the difference is positive, the rotating direc-
tion is a counterclockwise rotation in Figure 6, and if the
sign of the difference is negative, it is a clockwise rotation

in Figure 6. When the step S21 has been completed, the
process proceeds to a step S23 in Figure 11.
[0099] In the step S23 in Figure 11, the CPU 26 deter-
mines whether or not the rotating direction is a prescribed
direction. In the manual shredder game of this embodi-
ment, only rotation in a prescribed direction is allowed,
so this determination is performed. If "YES" in the step
S23, the process proceeds to a step S25, and if "NO",
the process proceeds to the step S27. Note that in an-
other game, rotation in the both directions may be al-
lowed, that is, determination in the step S23 may not be
performed.
[0100] In the step S25, the CPU 26 sets the angle
change Vn calculated in the present frame to the variable
T indicating the angle change in view of stop. Thereby,
an angle change due to rotating operation obtained in
the present frame is reflected in the game processing of
the present frame.
[0101] On the other hand, in the step S27, the CPU 26
sets zero to the variable T indicating the angle change
in view of stop. That is, in the case where a prescribed
rotating operation is not performed, an angle change due
to the rotating operation obtained in the present frame is
not considered in the game processing of the present
frame.
[0102] Next, in a step S29, the CPU 26 calculates the
correction angle V. Specifically, first, the corrected angle
change T’ is calculated based on the angle change T in
view of stop and the corrected angle change T’ of the
previous frame, according to the Equation 1 mentioned
above. Then, the correction angle V is calculated based
on the corrected angle change T’ and the correction angle
V calculated in the previous frame. The correction angle
V is calculated according to the above-mentioned Equa-
tion 2. The calculated correction angle V is stored on the
correction angle history storage area 122 together with
the corrected angle change T’.
[0103] Game processing according to the correction
angle V is performed. That is, in a step S31, the CPU 26
moves the handle object 80 of the shredder and the paper
object 82 by the amount corresponding to V respectively,
as shown in Figure 8.
[0104] Further, in a step S33, the CPU 26 calculates
the rotation number, and stores it on the rotation number
counter storage area 124. Specifically, the correction an-
gles V are accumulated, and 1 is added to the rotation
number for every 360 degrees.
[0105] Further, in a step S35, the CPU 26 counts the
elapsed time, and stores it on the elapsed time counter
storage area 126. For example, the number of frames
elapsed from the start of the game is stored. Based on
the information of the elapsed time counter storage area
126, an image (fuse of bomb in Figure 7) showing the
elapsed time or the remaining time is generated.
[0106] Then, in a step S37, the CPU 26 generates a
game image reflecting the game processing result by us-
ing the GPU 32, and displays the screen as shown in
Figure 7 on the monitor 16.
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[0107] Then, in the step S39, the CPU 26 determines
whether or not the elapsed time is within the time limit. If
"YES" in the step S39, the CPU 26 further determines
whether or not the rotation number exceeds a prescribed
threshold value in the step S41. If "NO" in the step S41,
that is, if the game clear conditions are not satisfied, the
process returns to the step S3 in Figure 10 so as to con-
tinue the game.
[0108] On the other hand, if "YES" in the step S41, that
is, if the game clear conditions are satisfied, the CPU 26
performs game clear processing in a step S43, and dis-
plays a screen indicating the game clear, for example. If
"NO" in the step S39, that is, if the game-over conditions
are satisfied, the CPU 26 performs game-over process-
ing in a step S45, and displays the screen indicating
game-over, for example. When the step S43 or S45 is
completed, the game processing is completed.
[0109] According to this embodiment, biaxial acceler-
ation detected by the acceleration sensor 60 provided in
the controller 14 is converted to a point of two-dimen-
sional coordinate system, and a correction angle is cal-
culated from the angle change of the point to thereby
perform game processing based on the correction angle.
That is, by calculating the rotational angle of the point in
which the detected accelerations on two axes serve as
the components, the state of rotating operation of the
controller 14 is detected and used in the game process-
ing. Therefore, since game processing according to the
rotating operation of the controller 14 can be performed,
it is possible to realize a game having unconventional
amusement. Further, since the game can be played by
an unconventional operating method of rotating the con-
troller 14, which gives a new sensory experience to the
player.
[0110] Note that in the embodiment described above,
a game is played by rotating operation to move around
the axis 70 parallel to the Z axial direction of the controller
14 (acceleration sensor 60), as shown in Figure 5, and
acceleration caused due to the centrifugal force acted in
the X and Y axial directions of the acceleration sensor
60 by the rotating operation is detected. However, the
rotational operating method is not limited to this config-
uration. For example, a game requiring a rotating oper-
ation to move around an axis parallel to the Y axial di-
rection may be carried out. In such a case, since it is a
rotating operation within an XZ plane, accelerations in
the X and Z axial directions are obtained and used in the
game processing. Alternatively, a game may be one
played by a rotating operation to move around an axis
parallel to the X axial direction. In such a case, since it
is a rotation within a YZ plane, accelerations in the Y and
Z axial directions are obtained, and the game processing
is carried out.
[0111] Although the present invention has been de-
scribed and illustrated in detail, it is clearly understood
that the same is by way of illustration and example only
and is not to be taken by way of limitation, the scope of
the present invention being limited only by the terms of

the appended claims.

Claims

1. A storage medium storing a game program for per-
forming game processing, in a game apparatus (12)
having an operation means (14) including an accel-
eration sensor (60) for detecting accelerations on at
least two axes orthogonal to each other, according
to a rotating operation to move said operation means
around an axis (70) orthogonal to said two axes,
wherein
said game program causes a processor (26) of said
game apparatus (12) to perform:

an obtaining step (S3) of obtaining the acceler-
ations on the two axes detected by said accel-
eration sensor (60);
a conversion step (S5) of converting said accel-
erations on the two axes into a point on a two-
dimensional coordinate system; and
an angle calculation step (S7) of calculating an
angle defined by a line connecting said point
converted with a reference point, and a refer-
ence direction, said storage medium being
characterized by said game program causing
said processor to further perform:

an angle change calculation step (S11) of
calculating an angle change between a
present angle calculated in said angle cal-
culation step and an angle previously cal-
culated in said angle calculation step;
an angle value correction step (S29) of in-
crementing a correction angle value using
the difference between the angle change
calculated in said angle change calculation
step and a previous correction angle value;
and
a game processing step (S31, S33, S37) of
performing game processing based on the
correction angle value calculated in said an-
gle correction step.

2. A storage medium storing a game program accord-
ing to claim 1, wherein
said game program further causes said processor
to perform a rotating direction determination step
(S17, S19) of determining whether or not a rotating
direction is the same as a past one based on the
angle change calculated in said angle calculation
step (S7), and
if the rotating direction is determined as not the same
one in said rotating direction determination step, the
correction angle is calculated on a supposition that
said angle change is zero in said angle correction
step (S27, S29).
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3. A storage medium storing a game program accord-
ing to claim 1, wherein said game processing step
(S31, S33, S37) includes a display control step of
displaying an object moved based on said correction
angle on a display means (16).

4. A storage medium storing a game program accord-
ing to claim 1, wherein said game processing step
includes a game clear determination step (S39, S41)
of determining whether or not a game clear condition
is satisfied based on said correction angle.

5. A storage medium storing a game program accord-
ing to claim 4, wherein
said game processing step includes a rotation
number calculation step (S33) of calculating a rota-
tion number of said rotating operation based on said
correction angle, and
said game clear determination step (S39, S41) de-
termines whether or not said rotation number reach-
es a prescribed threshold or more within a time limit,
as said game clear condition.

6. A game apparatus (12) for performing game
processing, having an operation means (14) includ-
ing an acceleration sensor (60) for detecting accel-
erations on at least two axes orthogonal to each oth-
er, according to a rotating operation to move said
operation means (14) around an axis (70) orthogonal
to said two axes, comprising:

an obtaining means for obtaining the accelera-
tions on the two axes detected by said acceler-
ation sensor (60);
a conversion means for converting said accel-
erations on the two axes into a point on a two-
dimensional coordinate system; and
an angle calculation means for calculating an
angle defined by a line connecting said point
converted with a reference point, and a refer-
ence direction, wherein said apparatus is char-
acterized by:

an angle change calculation means for cal-
culating an angle change between a
present angle calculated by said angle cal-
culation means and an angle previously cal-
culated by said angle calculation means;
an angle value correction means for incre-
menting a correction angle value using the
difference between the angle change cal-
culated by said angle change calculation
means and a previous correction angle val-
ue; and
a game processing means for performing
game processing based on the correction
angle value calculated by said angle correc-
tion means.

7. A game control method for performing game
processing, in a game apparatus (12) having an op-
eration means (14) including an acceleration sensor
(60) for detecting accelerations on at least two axes
orthogonal to each other, according to a rotating op-
eration to move said operation means around an axis
(70) orthogonal to said two axes, including:

an obtaining step (S3) of obtaining the acceler-
ations on the two axes detected by said accel-
eration sensor (60);
a conversion step (S5) of converting said accel-
erations on the two axes into a point on a two-
dimensional coordinate system; and
an angle calculation step (S7) of calculating an
angle defined by a line connecting said point
converted with a reference point, and a refer-
ence direction, wherein said control method is
characterized by:

an angle change calculation step (S11) of
calculating an angle change between a
present angle calculated in said angle cal-
culation step and an angle previously cal-
culated in said angle calculation step;
an angle value correction step (S29) of in-
crementing a correction angle value using
the difference between the angle change
calculated in said angle change calculation
step and a previous correction angle value;
and
a game processing step (S31, S33, S37) of
performing game processing based on the
correction angle value calculated in said an-
gle correction step.

Patentansprüche

1. Speichermedium zum Speichern eines Spielpro-
gramms zur Durchführung der Spielverarbeitung in
einem Spielgerät (12), das über eine Bedienungs-
einrichtung (14) einschließlich eines Beschleuni-
gungssensors (60) zum Erkennen von Beschleuni-
gungen in mindestens zwei senkrecht zueinander
angeordneten Achsen verfügt, entsprechend einer
drehenden Bedienung, um die Bedienungseinrich-
tung um eine Achse (70) zu bewegen, die senkrecht
zu den beiden Achsen verläuft, wobei
das Spielprogramm einen Prozessor (26) des Spiel-
geräts (12) dazu bringt, Folgendes durchzuführen:

einen Erfassungsschritt (S3), bei dem die Be-
schleunigungen in den beiden Achsen erfasst
werden, die durch den Beschleunigungssensor
(60) erkannt wurden;
einen Umwandlungsschritt (S5), bei dem die Be-
schleunigungen in den beiden Achsen in einen
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Punkt in einem zweidimensionalen Koordina-
tensystem umgewandelt werden; und
einen Winkelberechnungsschritt (S7), bei dem
ein Winkel berechnet wird, der definiert wird
durch eine Linie, welche den umgewandelten
Punkt mit einem Referenzpunkt verbindet, und
durch eine Referenzrichtung, wobei das Spei-
chermedium dadurch gekennzeichnet ist,
dass das Spielprogramm den Prozessor dazu
bringt, des Weiteren Folgendes durchzuführen:

einen Winkeländerungsberechnungsschritt
(S11), bei dem eine Winkeländerung be-
rechnet wird zwischen einem aktuellen Win-
kel, der in dem Winkelberechnungsschritt
berechnet wurde, und einem Winkel, der
zuvor in dem Winkelberechnungsschritt be-
rechnet wurde;
einen Winkelwertkorrekturschritt (S29), bei
dem ein Korrekturwinkelwert unter Verwen-
dung der Differenz zwischen der im Winke-
länderungsberechnungsschritt berechne-
ten Winkeländerung und einem vorherigen
Korrekturwinkelwert schrittweise erhöht
wird; und
einen Spielverarbeitungsschritt (S31, S33,
S37), bei dem die Spielverarbeitung auf der
Grundlage des Korrekturwinkelwerts
durchgeführt wird, der in dem Winkelkorrek-
turschritt berechnet wurde.

2. Speichermedium zum Speichern eines Spielpro-
gramms gemäß Anspruch 1, wobei
das Spielprogramm den Prozessor des Weiteren da-
zu bringt, einen Drehrichtungsermittlungsschritt (S
17, S 19) durchzuführen, bei dem auf der Grundlage
der im Winkelberechnungsschritt (S7) berechneten
Winkeländerung ermittelt wird, ob eine Drehrichtung
dieselbe ist wie eine vorherige oder nicht, und
wenn im Drehrichtungsermittlungsschritt ermittelt
wurde, dass die Drehrichtung nicht dieselbe ist, der
Korrekturwinkel in dem Winkelkorrekturschritt (S27,
S29) auf der Grundlage der Annahme berechnet
wird, dass der Änderungswinkel null ist.

3. Speichermedium zum Speichern eines Spielpro-
gramms gemäß Anspruch 1, wobei der Spielverar-
beitungsschritt (S31, S33, S37) einen Anzeigesteue-
rungsschritt umfasst, bei dem ein verschobenes Ob-
jekt auf der Grundlage des Korrekturwinkels auf ei-
ner Anzeigeeinrichtung (16) angezeigt wird.

4. Speichermedium zum Speichern eines Spielpro-
gramms gemäß Anspruch 1, wobei der Spielverar-
beitungsschritt einen Spiel-absolviert-Ermittlungs-
schritt (S39, S41) umfasst, bei dem auf der Grund-
lage des Korrekturwinkels ermittelt wird, ob eine
Spiel-absolviert-Bedingung erfüllt ist oder nicht.

5. Speichermedium zum Speichern eines Spielpro-
gramms gemäß Anspruch 4, wobei
der Spielverarbeitungsschritt einen Drehungsan-
zahlberechnungsschritt (S33) umfasst, bei dem auf
der Grundlage des Korrekturwinkels eine Drehungs-
anzahl der drehenden Bedienung berechnet wird,
und
bei dem Spiel-absolviert-Ermittlungsschritt (S39,
S41) als die Spiel-absolviert-Bedingung ermittelt
wird, ob die Drehungsanzahl einen vorgegebenen
Schwellenwert innerhalb einer Zeitbegrenzung er-
reicht bzw. überschreitet oder nicht.

6. Spielgerät (12) zur Durchführung der Spielverarbei-
tung, das über eine Bedienungseinrichtung (14) ein-
schließlich eines Beschleunigungssensors (60) zum
Erkennen von Beschleunigungen in mindestens
zwei senkrecht zueinander angeordneten Achsen
verfügt, entsprechend einer drehenden Bedienung,
um die Bedienungseinrichtung (14) um eine Achse
(70) zu bewegen, die senkrecht zu den beiden Ach-
sen verläuft, umfassend:

eine Erfassungseinrichtung, mit der die Be-
schleunigungen in den beiden Achsen erfasst
werden, die durch den Beschleunigungssensor
(60) erkannt wurden;
eine Umwandlungseinrichtung, mit der die Be-
schleunigungen in den beiden Achsen in einen
Punkt in einem zweidimensionalen Koordina-
tensystem umgewandelt werden; und
eine Winkelberechnungseinrichtung, mit der ein
Winkel berechnet wird, der definiert wird durch
eine Linie, welche den umgewandelten Punkt
mit einem Referenzpunkt verbindet, und durch
eine Referenzrichtung, wobei das Gerät ge-
kennzeichnet ist durch:

eine Winkeländerungsberechnungsein-
richtung, mit der eine Winkeländerung be-
rechnet wird zwischen einem aktuellen Win-
kel, der durch die Winkelberechnungsein-
richtung berechnet wurde, und einem Win-
kel, der zuvor durch die Winkelberech-
nungseinrichtung berechnet wurde;
eine Winkelwertkorrektureinrichtung, mit
der ein Korrekturwinkelwert unter Verwen-
dung der Differenz zwischen der durch die
Winkeländerungsberechnungseinrichtung
berechneten Winkeländerung und einem
vorherigen Korrekturwinkelwert schrittwei-
se erhöht wird; und
eine Spielverarbeitungseinrichtung, mit der
die Spielverarbeitung auf der Grundlage
des Korrekturwinkelwerts durchgeführt
wird, der durch die Winkelkorrektureinrich-
tung berechnet wurde.
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7. Spielsteuerungsverfahren zur Durchführung der
Spielverarbeitung in einem Spielgerät (12), das über
eine Bedienungseinrichtung (14) einschließlich ei-
nes Beschleunigungssensors (60) zum Erkennen
von Beschleunigungen in mindestens zwei senk-
recht zueinander angeordneten Achsen verfügt, ent-
sprechend einer drehenden Bedienung, um die Be-
dienungseinrichtung um eine Achse (70) zu bewe-
gen, die senkrecht zu den beiden Achsen verläuft,
umfassend:

einen Erfassungsschritt (S3), bei dem die Be-
schleunigungen in den beiden Achsen erfasst
werden, die durch den Beschleunigungssensor
(60) erkannt wurden;
einen Umwandlungsschritt (S5), bei dem die Be-
schleunigungen in den beiden Achsen in einen
Punkt in einem zweidimensionalen Koordina-
tensystem umgewandelt werden; und
einen Winkelberechnungsschritt (S7), bei dem
ein Winkel berechnet wird, der definiert wird
durch eine Linie, welche den umgewandelten
Punkt mit einem Referenzpunkt verbindet, und
durch eine Referenzrichtung, wobei das Steue-
rungsverfahren gekennzeichnet ist durch:
einen Winkeländerungsberechnungsschritt
(S11), bei dem eine Winkeländerung berechnet
wird zwischen einem aktuellen Winkel, der in
dem Winkelberechnungsschritt berechnet wur-
de, und einem Winkel, der zuvor in dem Winkel-
berechnungsschritt berechnet wurde;
einen Winkelwertkorrekturschritt (S29), bei dem
ein Korrekturwinkelwert unter Verwendung der
Differenz zwischen der im Winkeländerungsbe-
rechnungsschritt berechneten Winkeländerung
und einem vorherigen Korrekturwinkelwert
schrittweise erhöht wird; und
einen Spielverarbeitungsschritt (S31, S33,
S37), bei dem die Spielverarbeitung auf der
Grundlage des Korrekturwinkelwerts durchge-
führt wird, der in dem Winkelkorrekturschritt be-
rechnet wurde.

Revendications

1. Un support de stockage stockant un programme de
jeu pour réaliser un traitement de jeu, dans un ap-
pareil de jeu (12) ayant un moyen opératoire (14)
comprenant un détecteur d’accélération (60) pour
détecter des accélérations sur au moins deux axes
orthogonaux l’un à l’autre, selon une opération de
rotation pour déplacer ledit moyen opératoire autour
d’un axe (70) orthogonal auxdits deux axes, où
ledit programme de jeu amène un processeur (26)
dudit appareil de jeu (12) à réaliser :

une étape d’obtention (S3) visant à obtenir les

accélérations sur les deux axes détectés par le-
dit détecteur d’accélération (60) ;
une étape de conversion (S5) visant à convertir
lesdites accélérations sur les deux axes en un
point sur un système de coordonnées
bidimensionnel ; et
une étape de calcul d’angle (S7) visant à calcu-
ler un angle défini par une ligne reliant ledit point
converti et un point de référence, et une direction
de référence, ledit support de stockage étant ca-
ractérisé en ce que ledit programme de jeu
amène ledit processeur à réaliser de plus :

une étape de calcul de changement d’angle
(S11) visant à calculer un changement d’an-
gle entre un angle présent calculé dans la-
dite étape de calcul d’angle et un angle pré-
cédemment calculé dans ladite étape de
calcul d’angle ;
une étape de correction de valeur d’angle
(S29) visant à augmenter une valeur d’an-
gle de correction en utilisant la différence
entre le changement d’angle calculé dans
ladite étape de calcul de changement d’an-
gle et une valeur d’angle de correction
précédente ; et
une étape de traitement de jeu (S31, S33,
S37) visant à réaliser un traitement de jeu
basé sur la valeur d’angle de correction cal-
culée dans ladite étape de correction d’an-
gle.

2. Un support de stockage stockant un programme de
jeu selon la revendication 1, où ledit programme de
jeu amène de plus ledit processeur à réaliser une
étape de détermination de direction de rotation (S
17, S 19) visant à déterminer si une direction de ro-
tation est la même qu’une direction de rotation pas-
sée sur la base du changement d’angle calculé dans
ladite étape de calcul d’angle (S7), et
s’il est déterminé que la direction de rotation n’est
pas la même que dans ladite étape de détermination
de direction de rotation, l’angle de correction est cal-
culé selon l’hypothèse que ledit changement d’angle
est zéro dans ladite étape de correction d’angle
(S27,S29).

3. Un support de stockage stockant un programme de
jeu selon la revendication 1, où ladite étape de trai-
tement de jeu (S31, S33, S37) comprend une étape
de contrôle d’affichage visant à afficher un objet dé-
placé sur la base dudit angle de correction sur un
moyen d’affichage (16).

4. Un support de stockage stockant un programme de
jeu selon la revendication 1, où ladite étape de trai-
tement de jeu comprend une étape de détermination
de clarté de jeu (S39, S41) visant à déterminer si
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une condition de clarté de jeu est remplie sur la base
dudit angle de correction.

5. Un support de stockage stockant un programme de
jeu selon la revendication 4, où
ladite étape de traitement de jeu comprend une éta-
pe de calcul de nombre de rotations (S33) visant à
calculer un nombre de rotations de ladite opération
de rotation sur la base dudit angle de correction, et
ladite étape de détermination de clarté de jeu (S39,
S41) détermine si ledit nombre de rotations atteint
ou dépasse un seuil prescrit à l’intérieur d’une limite
de temps, comme dite condition de clarté de jeu.

6. Un appareil de jeu (12) pour réaliser un traitement
de jeu, ayant un moyen opératoire (14) comprenant
un détecteur d’accélération (60) pour détecter des
accélérations sur au moins deux axes orthogonaux
l’un à l’autre, selon une opération de rotation pour
déplacer ledit moyen opératoire (14) autour d’un axe
(70) orthogonal auxdits deux axes, comportant :

un moyen d’obtention pour obtenir les accélé-
rations sur les deux axes détectés par ledit dé-
tecteur d’accélération (60) ;
un moyen de conversion pour convertir lesdites
accélérations sur les deux axes en un point sur
un système de coordonnées bidimensionnel ; et
un moyen de calcul d’angle pour calculer un an-
gle défini par une ligne reliant ledit point converti
à un point de référence, et une direction de ré-
férence, où ledit appareil est caractérisé par :

un moyen de calcul de changement d’angle
pour calculer un changement d’angle entre
un angle présent calculé par ledit moyen de
calcul d’angle et un angle précédemment
calculé par ledit moyen de calcul d’angle ;
un moyen de correction de valeur d’angle
pour augmenter une valeur d’angle de cor-
rection en utilisant la différence entre le
changement d’angle calculé par ledit
moyen de calcul de changement d’angle et
une valeur d’angle de correction
précédente ; et
un moyen de traitement de jeu pour réaliser
un traitement de jeu sur la base de la valeur
d’angle de correction calculée par ledit
moyen de correction d’angle.

7. Un procédé de contrôle de jeu pour réaliser un trai-
tement de jeu, dans un appareil de jeu (12) ayant un
moyen opératoire (14) comprenant un détecteur
d’accélération (60) pour détecter des accélérations
sur au moins deux axes orthogonaux l’un à l’autre,
selon une opération de rotation pour déplacer ledit
moyen opératoire autour d’un axe (70) orthogonal
auxdits deux axes, comprenant :

une étape d’obtention (S3) visant à obtenir les
accélérations sur les deux axes détectés par le-
dit détecteur d’accélération (60) ;
une étape de conversion (S5) visant à convertir
lesdites accélérations sur les deux axes en un
point sur un système de coordonnées
bidimensionnel ; et
une étape de calcul d’angle (S7) visant à calcu-
ler un angle défini par une ligne reliant ledit point
converti à un point de référence, et une direction
de référence, où ledit moyen de contrôle est ca-
ractérisé par :

une étape de calcul de changement d’angle
(S11) visant à calculer un changement d’an-
gle entre un angle présent calculé dans la-
dite étape de calcul d’angle et un angle pré-
cédemment calculé dans ladite étape de
calcul d’angle ;
une étape de correction de valeur d’angle
(S29) visant à augmenter une valeur d’an-
gle de correction en utilisant la différence
entre le changement d’angle calculé dans
ladite étape de calcul de changement d’an-
gle et une valeur d’angle de correction
précédente ; et
une étape de traitement de jeu (S31, S33,
S37) visant à réaliser un traitement de jeu
basé sur la valeur d’angle de correction cal-
culée dans ladite étape de correction d’an-
gle.
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