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(57) A game image generation unit 112 generates a
moving image of content. A receiving unit 104 receives
a displayed image changing request. Upon reception of
the changing request by the receiving unit 104, a display
control unit 106 acquires information regarding a frame
image of the content from the frame buffer 108. A system
image generation unit 120 uses the information regarding
the frame image to generate an image that differs from
the frame image. The display control unit 106 acquires
information regarding an end frame image of the content
or an image preceding the end frame image by a prede-
termined number of frames.
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Description

[Technical Field]

[0001] The present invention relates to a technique for
generating an image.

[Background Art]

[0002] PTL 1 discloses a game machine that is manip-
ulated through a dedicated game controller. The game
controller includes a plurality of buttons and, when a user
presses down a predetermined button while a game im-
age is displayed, the game machine hides the game im-
age to display a menu image instead on a display.
[0003] The user may suspend a game play to display
the menu image on the display. In a case where the user
checks messages from friends or transmits a message
to a friend, for instance, the user switches from a game
image to the menu image and selects a menu item re-
garding the message, so that a message image is dis-
played. After the user finishes what is to be done, the
user promptly redisplays the game image to resume the
game play.

[Citation List]

[Patent Literature]

[0004] [PTL 1]
JP 2014-236866A 

[Summary]

[Technical Problem]

[0005] A view of the world in content such as a game
forms an important element for immersion of a user into
the content. In conventional information processing de-
vices, a switch from a content image to a menu image
may pull the user from a virtual world back to a real world
and may thus impair a sense of immersion into the con-
tent. Therefore, development of such a technique upon
a switch from the content image to another image as to
hand over the view of the world in the content to the image
after the switch is demanded. In a case where a still image
of a selected content is displayed as a background image
in a menu image in which icons of a plurality of pieces of
content are arranged, additionally, it is desirable that ren-
dering for increase in concern of the user about the se-
lected content should be given.

[Solution to Problem]

[0006] In order to solve the problem, an information
processing device according to an aspect of the present
invention includes a first image generation unit to gener-
ate a moving image of content, a receiving unit to receive

a displayed image changing request, a display control
unit to acquire information regarding a frame image of
the content upon reception of the changing request by
the receiving unit, and a second image generation unit
to use the information regarding the frame image to gen-
erate an image that differs from the frame image.
[0007] Another aspect of the present invention is an
image generation method including a step of generating
a moving image of a piece of content, a step of receiving
a displayed image changing request, a step of acquiring
information regarding a frame image of the content upon
reception of the changing request, and a step of using
the information regarding the frame image of the content
to generate an image that differs from the frame image.
[0008] Still another aspect of the present invention is
an information processing device including an image
generation unit to generate a content selection image in
which icons of a plurality of pieces of content are arranged
so as to be selectable by a user and in which a still image
of a piece of content corresponding to an icon being se-
lected is used as a background image, and a receiving
unit to receive an icon changing manipulation. When the
receiving unit receives the icon changing manipulation,
the image generation unit generates an image different
from a still image of a piece of content corresponding to
a selected icon and generates a moving image that is to
change into the still image after lapse of a predetermined
time period from display of the different image.
[0009] Still another aspect of the present invention is
an image generation method including a step of gener-
ating a content selection image in which icons of a plu-
rality of pieces of content are arranged so as to be se-
lectable by a user and in which a still image of a piece of
content corresponding to an icon being selected is used
as a background image, a step of receiving an icon
changing manipulation, generating an image different
from a still image of a content corresponding to a selected
icon upon reception of the icon changing manipulation,
and a step of generating a moving image that is to change
into the still image after lapse of a predetermined time
period from display of the different image.
[0010] In addition, any combination of above compo-
nents and expression of the present invention converted
among a method, a device, a system, a recording medi-
um, a computer program, and the like are also effective
as aspects of the present invention.

[Brief Description of Drawings]

[0011]

[FIG. 1]
FIG. 1 is a diagram illustrating an information
processing system in accordance with an embodi-
ment.
[FIG. 2]
FIG. 2 is a diagram illustrating functional blocks for
an information processing device.
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[FIG. 3]
FIG. 3 is a diagram illustrating a configuration of the
information processing device.
[FIG. 4]
FIG. 4 is a diagram illustrating an example of a game
image.
[FIG. 5]
FIG. 5 illustrates an example of menu items included
in a menu screen.
[FIG. 6]
FIG. 6 is a diagram illustrating an example of a menu
image in the embodiment.
[FIG. 7]
FIG. 7 is a diagram illustrating another example of a
menu image in the embodiment.
[FIG. 8]
FIG. 8 is a diagram illustrating an example of a con-
tent selection image.
[FIG. 9]
FIG. 9 is a diagram illustrating another example of
the content selection image.

[Description of Embodiment]

[0012] FIG. 1 illustrates an information processing sys-
tem 1 in accordance with an embodiment of the present
invention. The information processing system 1 includes
an auxiliary storage device 2, an output device 4, an input
device 6, a camera 7, and an information processing de-
vice 10. The information processing device 10 may be
connected via an access point (AP) 8 to an external net-
work.
[0013] The input device 6 is connected to the informa-
tion processing device 10 in a wireless or wired manner,
receives manipulated input from a user, and supplies ma-
nipulation information to the information processing de-
vice 10. The information processing device 10 reflects
the manipulation information received from the input de-
vice 6, on processing in system software or application
software and makes the output device 4 output a result
of the processing.
[0014] The information processing device 10 of the em-
bodiment is a game machine to execute game software
and the input device 6 may be equipment, such as a
game controller, to supply the manipulation information
from the user to the information processing device 10.
The information processing device 10 may have a func-
tion of executing application software other than game
software and may have a function of reproducing content
such as a movie. The input device 6 includes a plurality
of manipulation push buttons, an analog stick through
which an analog quantity can be inputted, and a plurality
of input units such as rotatable buttons.
[0015] The auxiliary storage device 2 is a mass-stor-
age device such as an HDD (Hard Disk Drive) or a flash
memory and may be an external storage device to be
connected to the information processing device 10 via a
USB (Universal Serial Bus) or the like or may be a built-

in storage device. The output device 4 may be a television
including a display to output images and a speaker to
output audio. The output device 4 may be connected to
the information processing device 10 via a wire cable or
in a wireless manner. The camera 7 is a stereo camera
to image a space around the output device 4.
[0016] FIG. 2 illustrates functional blocks for the infor-
mation processing device 10. The information process-
ing device 10 includes a main power button 20, a power-
on LED (light emitting diode) 21, a standby LED 22, a
system controller 24, a clock 26, a device controller 30,
a media drive 32, a USB module 34, a flash memory 36,
a wireless communication module 38, a wired commu-
nication module 40, a sub system 50, and a main system
60.
[0017] The main system 60 includes a main CPU (Cen-
tral Processing Unit), a memory that is a main storage
device, a memory controller, a GPU (Graphics Process-
ing Unit), and the like. The GPU is used mainly for arith-
metic processing in a game program. These functions
may be implemented as a system-on-a-chip formed on
a single chip. The main CPU has a function of executing
game programs recorded in the auxiliary storage device
2 or a ROM (read-only memory) medium 44.
[0018] The sub system 50 includes a sub CPU, a mem-
ory that is a main storage device, a memory controller,
and the like, includes no GPU, and has no function of
executing a game program. The number of circuit gates
of the sub CPU is smaller than the number of circuit gates
of the main CPU and an operating power consumption
of the sub CPU is smaller than an operating power con-
sumption of the main CPU. The sub CPU operates even
while the main CPU is in a standby state, and processing
functions of the sub CPU are restricted to keep the power
consumption at a low level.
[0019] The main power button 20 is an input unit
through which manipulated input is carried out by the
user, is provided on a front face of a housing of the in-
formation processing device 10, and is manipulated to
turn on or off power supply to the main system 60 of the
information processing device 10. The power-on LED 21
is lighted when the main power button 20 is turned on
and the standby LED 22 is lighted when the main power
button 20 is turned off.
[0020] The system controller 24 detects pressing of
the main power button 20 by the user. When the main
power button 20 is pressed down with a main power sup-
ply being in an off state, the system controller 24 acquires
such a pressing manipulation as an "on-instruction."
When the main power button 20 is pressed down with
the main power supply being in an on state, by contrast,
the system controller 24 acquires such a pressing ma-
nipulation as an "off-instruction."
[0021] The clock 26 is a real-time clock to generate
current date and time information and to supply the in-
formation to the system controller 24, the sub system 50,
and the main system 60. The device controller 30 is con-
figured as an LSI (Large-Scale Integrated Circuit), such
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as a southbridge, to carry out exchanges of information
between devices. As illustrated, the device controller 30
is connected with devices such as the system controller
24, the media drive 32, the USB module 34, the flash
memory 36, the wireless communication module 38, the
wired communication module 40, the sub system 50, and
the main system 60. The device controller 30 absorbs
differences in electric characteristics, data transfer rates,
and the like among the devices and controls timing of
data transfer.
[0022] The media drive 32 is a drive device to load and
drive a ROM medium 44 on which application software
such as a game and license information are recorded
and to read a program, data, and the like from the ROM
medium 44. The ROM medium 44 may be a read-only
recording medium such as an optical disc, a magneto-
optical disk, or a Blu-ray disc.
[0023] The USB module 34 is a module to be connect-
ed to external equipment via USB cables. The USB mod-
ule 34 may be connected to the auxiliary storage device
2 and the camera 7 via USB cables. The flash memory
36 is an auxiliary storage device to configure an internal
storage. The wireless communication module 38 com-
municates wirelessly with the input device 6, for instance,
in accordance with a communication protocol such as
Bluetooth (registered trademark) protocol or IEEE
802.11 protocol. The wired communication module 40
communicates with external equipment in a wired man-
ner and is connected to a network 3 via the AP 8.
[0024] FIG. 3 illustrates a configuration of the informa-
tion processing device 10. The information processing
device 10 includes a processing unit 100 and a commu-
nication unit 102, and the processing unit 100 includes
a receiving unit 104, a display control unit 106, a frame
buffer 108, a game execution unit 110, and a system
image generation unit 120. The game execution unit 110
has a function of executing game software and includes
a game image generation unit 112 and a game audio
generation unit 114. The game execution unit 110 may
execute application software other than game software.
[0025] Each of elements illustrated as the functional
blocks that carry out various processes in FIG. 3 may be
implemented by a circuit block, a memory, or another LSI
as hardware or may be implemented by system software,
a game program loaded in a memory, or the like as soft-
ware. Therefore, it is understood by those skilled in the
art these functional blocks may be implemented in vari-
ous forms by only hardware, only software, or a combi-
nation thereof and there is no limitation to any of the
forms.
[0026] The communication unit 102 is expressed as a
configuration having both functions of the wireless com-
munication module 38 and the wired communication
module 40 that are illustrated in FIG. 2. The communi-
cation unit 102 receives the manipulation information re-
sulting from manipulation of the input units of the input
device 6 by the user, and the receiving unit 104 receives
the manipulation information. In the embodiment, the re-

ceiving unit 104 receives the manipulation information
designating a displayed image changing request and
supplies the manipulation information to the display con-
trol unit 106.
[0027] The game execution unit 110 executes game
software. In the game execution unit 110, the game im-
age generation unit 112 generates a moving image for a
game, and the game audio generation unit 114 generates
audio for the game. The game image generation unit 112
supplies game image data to the frame buffer 108, and
the display control unit 106 makes the output device 4
output the game image data stored in the frame buffer
108. Meanwhile, the display control unit 106 has a func-
tion of making the output device 4 display the game image
data generated by the game image generation unit 112
and system image data generated by the system image
generation unit 120.
[0028] FIG. 4 illustrates an example of the game image
displayed on the output device 4. In this example, an
image of a first-person shooter (FPS) is displayed on the
output device 4. The output device 4 of the embodiment
may be a set-top display device such as a television, a
portable display device such as a tablet, or a head-mount-
ed display device.
[0029] A view of the world in a game includes various
elements, among which a "color tone" of a video picture
is an element that determines a visual atmosphere of the
game and that is of high importance. A unified color tone
throughout a game may make the user recognize that
the color tone configures a tint of the world of the game
and may bring about an effect of immersion into the
game.
[0030] Upon manipulation of a predetermined button
of the input device 6 by the user in a game play, the
receiving unit 104 receives a displayed image changing
request. Here, the displayed image changing request is
a request to switch from a game image to a system image.
Upon reception of the displayed image changing request
by the receiving unit 104, the display control unit 106
instructs the game execution unit 110 to suspend a pro-
gression of the game and instructs the system image
generation unit 120 to generate the system image. The
system image may be a menu image including one or
more menu items for manipulation of the information
processing device 10.
[0031] FIG. 5 illustrates an example of the menu items
included in a menu screen. The menu screen includes a
plurality of the menu items, and the user manipulates the
input device 6 to select an intended menu item. For a
purpose of browsing a received message, for instance,
the user manipulates a determination button of the input
device 6 with a cursor pointed to an item "Message," so
that a browsing screen for message is displayed on the
display.
[0032] In a case where the menu screen illustrated in
FIG. 5 has a background of such a predetermined color
as blue, for instance, the user may have a feeling of hav-
ing been pulled back to a world completely separated
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from the world of the game. Thus, the user has to enter
the world of the game afresh when resuming the game
play; however, the user may keep a state of being im-
mersed in the game, provided that the view of the world
in the game is expressed in the menu screen as well.
[0033] FIG. 6 illustrates an example of the menu
screen displayed on the output device 4 in the embodi-
ment. When the user manipulates the predetermined but-
ton of the input device 6 in a game play and the receiving
unit 104 then receives a displayed image changing re-
quest, the display control unit 106 acquires information
regarding a frame image of the game. Here, the display
control unit 106 acquires pixel information regarding the
last frame image (end frame image) in game moving im-
ages from the frame buffer 108 and supplies the pixel
information to the system image generation unit 120. The
system image generation unit 120 uses the information
regarding the frame image to generate an image that
differs from the frame image.
[0034] In the embodiment, the system image genera-
tion unit 120 uses the information regarding the frame
image of the game to generate a background image for
the menu screen and generates the menu image in which
at least one menu item is placed in front of the background
image. Data of the menu image is supplied to the frame
buffer 108, and the display control unit 106 makes the
output device 4 display the menu image. Though the sys-
tem image generation unit 120 may use the pixel infor-
mation regarding the end frame image, the system image
generation unit 120 may generate the background image
for the menu screen by use of pixel information regarding
an image preceding the end frame image by a predeter-
mined number of frames, in order to ensure processing
time for generation of the background image.
[0035] The system image generation unit 120 may use
the pixel information regarding the frame images of the
game to generate a moving image in accordance with a
predetermined image generation program. In the exam-
ple illustrated in FIG. 6, the system image generation unit
120 generates the background image for the menu
screen through blur processing of a frame image of the
game. Thus, a color tone of the game world is maintained
in the menu screen. Note that the system image gener-
ation unit 120 may blur frame images of the game, while
generating the blurred background image as a moving
image. By setting the background image as the moving
image, the user may be made to feel as if the world of
the game is moving.
[0036] Note that, in theory, the game execution unit
110 can also generate the background moving image for
the menu screen. A process of generating the moving
image by the game execution unit 110, however, requires
a large quantity of resources and thus may involve diffi-
culty in terms of spec depending on processing power of
the information processing device 10. In the embodiment,
therefore, the system image generation unit 120 express-
es the world of the game through the blur processing of
one frame image of the game, so that the menu screen

is generated under a light processing load.
[0037] The system image generation unit 120 may
generate the moving image in which each pixel is ran-
domly moved. For instance, the system image generation
unit 120 may generate the background moving image by
setting a moving velocity in accordance with a luminance
of an aggregation of a plurality of pixels and by determin-
ing a moving direction of the aggregation of the plurality
of pixels with use of random function. Such movement
of the background image may provide the user with a
feeling of manipulating the menu in the dynamic world of
the game, while the user maintains the sense of immer-
sion into the world of the game through the color tone of
the background image.
[0038] FIG. 7 illustrates another example of the menu
screen displayed on the output device 4. The system
image generation unit 120 uses the pixel information re-
garding a frame image to generate a polka-dot back-
ground image. In this example, it is preferable that polka
dots should be colored in accordance with pixel values
used in the frame image and should be moved randomly.
For instance, the system image generation unit 120 par-
titions the frame image with a plurality of grid lines that
are horizontal and vertical and generates a circle, having
a pixel value of each grid point, for each grid point. A size
of each circle may be set randomly so as to be equal to
or smaller than a predetermined upper limit and each
circle may be a true circle or an ellipse. The plurality of
polka dots may be made to express a color tone of the
game world by coloring of the polka dots in accordance
with the pixel values of respective grid points.
[0039] Note that the system image generation unit 120
may find a color tone of a frame image of the game and
may determine colors of the polka dots so as to maintain
the color tone. On condition that the color tone of the
frame image is brown, for instance, the system image
generation unit 120 may determine the colors of the polka
dots such that brown polka dots may become dominant
in number (or occupied area in the screen). Thus, the
user may be made to feel the game world in the menu
screen.
[0040] The present invention has been described
above on the basis of the embodiment. The embodiment
is an exemplification and it is to be understood by those
skilled in the art that various modifications may be made
to combinations of individual components or individual
processes of the embodiment and that such modifica-
tions are still within the scope of the present invention.
[0041] In a modification, the receiving unit 104 receives
a changing request from a first content moving image to
a different second content moving image. Then, the sys-
tem image generation unit 120 generates a moving im-
age (link moving image) that links an end frame image
of the first content moving image generated by the game
image generation unit 112 and a start frame image of the
second content moving image generated by the game
image generation unit 112 in response to the changing
request. The system image generation unit 120 may gen-
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erate a start frame image of the link moving image with
use of information regarding the end frame image of the
first content moving image and may generate an end
frame image of the link moving image with use of infor-
mation regarding the start frame image of the second
content moving image. A color tone of the link moving
image may be controlled so as to continuously change
from a color tone of the end frame image of the first con-
tent moving image to a color tone of the start frame image
of the second content moving image.
[0042] Hereinbelow, another modification will be de-
scribed. When the user manipulates the determination
button of the input device 6 with the cursor pointed to an
item "Content" in the menu screen illustrated in FIG. 6,
for instance, a content selection screen is displayed on
the display. The system image generation unit 120 may
generate a content selection image in which a back-
ground image is temporarily made into a moving image,
so that rendering for increase in concern of the user about
the content may be given.
[0043] FIG. 8 illustrates an example of the content se-
lection screen. The system image generation unit 120
arranges icons of a plurality of pieces of content such
that the icons can be selected by the user, to generate
the content selection image in which a still image of a
piece of content corresponding to an icon being selected
is used as a background image. The icons and still im-
ages of the pieces of content are stored for each piece
of content in the auxiliary storage device 2.
[0044] In the example illustrated in FIG. 8, in which an
icon of a title "PlayGolf" has been selected, the system
image generation unit 120 generates the content selec-
tion image in which the icon of "PlayGolf" is set relatively
large in size and in which a still image of "PlayGolf" is
used as the background image, and the display control
unit 106 makes the output device 4 display the content
selection image. The still image may be a package image.
The system image generation unit 120 arranges the icons
of the plurality of pieces of content along one direction in
front of the background image. In the example, the sys-
tem image generation unit 120 arranges the icons of the
plurality of pieces of content along a horizontal direction,
and the third icon from left is in a selected state.
[0045] The user manipulates a right arrow key or a left
arrow key of the input device 6 so as to move a row of
the icons leftward or rightward and so as to place an icon
of a desired piece of content at a third position from left.
The user may move the row of the icons leftward or right-
ward by tipping an analog stick of the input device 6 right-
ward or leftward. The receiving unit 104 receives a ma-
nipulation of the input device 6 in a direction of arrange-
ment of the icons, as an icon changing manipulation.
When the receiving unit 104 receives a manipulation of
the right arrow key as the icon changing manipulation,
for instance, the whole row of the icons moves leftward,
so that the icon of a title "WarShip2" is placed at the third
position from the left.
[0046] FIG. 9 illustrates another example of the content

selection screen. In the content selection screen, the row
of the icons has been shifted to the next position on the
left from a state illustrated in FIG. 8, and the background
image has been changed into a still image of the title
"WarShip2." When the background image is changed, it
is preferable that the system image generation unit 120
should give the rendering for increase in the concern of
the user about the content by inserting a dynamic effect,
instead of suddenly displaying the still image.
[0047] When the receiving unit 104 receives the icon
changing manipulation, the system image generation
unit 120 generates an image different from a still image
of a piece of content corresponding to a selected icon,
makes the output device 4 display the different image,
and generates a moving image that are to change into
the still image of the content after lapse of a predeter-
mined time period from display of the different image. In
this case, the system image generation unit 120 gener-
ates the image resulting from processing of the still image
of "WarShip2" corresponding to the selected icon, makes
the output device 4 display the image, and generates the
moving image that are to be changed continuously in
terms of time into the still image of "WarShip2" after the
lapse of the predetermined time period from the display
of the processed image.
[0048] When the receiving unit 104 receives the icon
changing manipulation, the system image generation
unit 120 identifies a luminance value of a first pixel in a
still image (such as package image) of the content and
generates the image, resulting from processing of the
still image such that a second pixel at a distance corre-
sponding to the identified luminance value is made to
have a pixel value of the first pixel. Herein, the first pixel
in the still image signifies each pixel in the still image,
and the system image generation unit 120 therefore car-
ries out this processing for all pixels in the still image.
The system image generation unit 120 uses the still im-
age as a base image to carry out the processing in which
the pixel value of each pixel in the still image is used as
the pixel value of a pixel at the distance corresponding
to the luminance value. Different distances correspond
to such luminance values. For instance, the distance may
be increased on condition that the luminance value is
relatively high, and the distance may be decreased on
condition that the luminance value is relatively low. Thus,
the brighter pixel value moves the more greatly when the
processed image changes into the still image, so that an
effect of movement of images is increased.
[0049] When the receiving unit 104 receives the icon
changing manipulation, the system image generation
unit 120 generates the different image such that the sec-
ond pixel at the distance corresponding to the luminance
value from the first pixel in the direction of arrangement
of the icons is made to have the pixel value of the first
pixel. The system image generation unit 120 may gen-
erate the moving image such that the pixel value of the
second pixel may be sequentially set as pixel values of
a plurality of pixels located between the second pixel and
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the first pixel during a predetermined time period after
generation of the different image. Thus, rendering in
which pixel values are moved continuously in terms of
time is attained, so that a sense of anticipation for the
content can be increased.

[Industrial Applicability]

[0050] The present invention can be applied to fields
in which an image is displayed.

[Reference Signs List]

[0051]

1: Information processing system
10: Information processing device
100: Processing unit
102: Communication unit
104: Receiving unit
106: Display control unit
108: Frame buffer
110: Game execution unit
112: Game image generation unit
114: Game audio generation unit
120: System image generation unit

Claims

1. An information processing device comprising:

a first image generation unit to generate a mov-
ing image of content;
a receiving unit to receive a displayed image
changing request;
a display control unit to acquire information re-
garding a frame image of the content upon re-
ception of the changing request by the receiving
unit; and
a second image generation unit to use the infor-
mation regarding the frame image to generate
an image that differs from the frame image.

2. The information processing device according to
claim 1,
wherein the display control unit acquires information
regarding an end frame image of the content or an
image preceding the end frame image by a prede-
termined number of frames.

3. The information processing device according to
claim 1 or 2,
wherein the second image generation unit generates
a background image.

4. The information processing device according to
claim 3,

wherein the second image generation unit places at
least one menu item in front of the background im-
age.

5. The information processing device according to
claim 3 or 4,
wherein the background image includes a moving
image.

6. The information processing device according to
claim 1,
wherein the second image generation unit generates
a moving image that links an end frame image of a
first moving image generated by the first image gen-
eration unit and a start frame image of a second mov-
ing image generated by the first image generation
unit in response to the changing request.

7. The information processing device according to any
of claims 1 through 6,
wherein the second image generation unit uses pixel
information regarding the frame image to generate
an image in accordance with a image generation pro-
gram.

8. The information processing device according to any
of claims 1 through 7,
wherein the second image generation unit generates
an image through blur processing of the frame im-
age.

9. An information processing device comprising:

an image generation unit to generate a content
selection image in which icons of a plurality of
pieces of content are arranged so as to be se-
lectable by a user and in which a still image of
a piece of content corresponding to an icon be-
ing selected is used as a background image; and
a receiving unit to receive an icon changing ma-
nipulation, wherein, when the receiving unit re-
ceives the icon changing manipulation, the im-
age generation unit generates an image differ-
ent from a still image of a piece of content cor-
responding to a selected icon and generates a
moving image that is to change into the still im-
age after lapse of a predetermined time period
from display of the different image.

10. The information processing device according to
claim 9, wherein, when the receiving unit receives
the icon changing manipulation, the image genera-
tion unit identifies a luminance value of a first pixel
in the still image and generates the different image
in which a second pixel at a distance corresponding
to the identified luminance value is made to have a
pixel value of the first pixel.
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11. The information processing device according to
claim 10,

wherein the image generation unit arranges
icons of a plurality of pieces of content along one
direction in front of the background image,
when the receiving unit receives the icon chang-
ing manipulation, the image generation unit gen-
erates the different image such that the second
pixel at the distance away from the first pixel in
the direction of arrangement of the icons is made
to have the pixel value of the first pixel.

12. The information processing device according to
claim 11,
wherein the image generation unit generates a mov-
ing image such that the pixel value of the second
pixel is sequentially set as pixel values of a plurality
of pixels located between the second pixel and the
first pixel during a predetermined time period.

13. An image generation method comprising:

a step of generating a moving image of a piece
of content;
a step of receiving a displayed image changing
request;
a step of acquiring information regarding a frame
image of the content upon reception of the
changing request; and
a step of using the information regarding the
frame image of the content to generate an image
that differs from the frame image.

14. A program that causes a computer to realize:

a function of generating a moving image of a
piece of content;
a function of receiving a displayed image chang-
ing request;
a function of acquiring information regarding a
frame image of the content upon reception of
the changing request; and
a function of using the information regarding the
frame image of the content to generate an image
that differs from the frame image.

15. An image generation method comprising:

a step of generating a content selection image
in which icons of a plurality of pieces of content
are arranged so as to be selectable by a user
and in which a still image of a piece of content
corresponding to an icon being selected is used
as a background image;
a step of receiving an icon changing manipula-
tion;
generating an image different from a still image

of a content corresponding to a selected icon
upon reception of the icon changing manipula-
tion; and
a step of generating a moving image that is to
change into the still image after lapse of a pre-
determined time period from display of the dif-
ferent image.

16. A program that causes a computer to realize:

a function of generating a content selection im-
age in which icons of a plurality of pieces of con-
tent are arranged so as to be selectable by a
user and in which a still image of a piece of con-
tent corresponding to an icon being selected is
used as a background image;
a function of receiving an icon changing manip-
ulation;
generating an image different from a still image
of a piece of content corresponding to a selected
icon upon reception of the icon changing manip-
ulation; and
a function of generating a moving image that is
to change into the still image after lapse of a
predetermined time period from display of the
different image.
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