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(54) Dance game apparatus and step-on base for dance game

(57) Rhythm sensations can be represented in time
to music by using the entire body and to create power-
fulness and rhythm sensations. Stepping position indi-
cation data which is set by a rhythm setting section (107)
is read from a stepping position indication data memory
(105), and the stepping position instruction contents are
scrolled and displayed on a monitor (3) by a scroll dis-
play control section (110), thereby performing instruc-
tions of the stepping position and the stepping operation
timing. When the fact that a player steps on a step-on
base section (13) in accordance with the display con-
tents of the monitor (3) is detected by a cable switch (23)
and this is input from a stepping operation monitor sec-
tion (111), a score proportional to the timing deviation is
calculated by an amount-of-deviation detection/totaling
section (106), and next, an evaluation is performed by
the rhythm setting section (107). Then, the next stepping
position indication data is set according to the evaluation
result.
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Description

[0001] The present invention relates to a game appa-
ratus formed in such a manner as to guide a player to
step (movement of feet) so as to dance. More particu-
larly, the present invention relates to a dance game ap-
paratus which creates dance sensations when a player
steps on a step-on base in time with an announced piece
of music (rhythm) and to a step-on base which can be
used for the game.
[0002] In recent years, rendition game machines are
known which are made to perform rendition operations
which imitate those by a disc jockey such that an oper-
ation panel section is provided in the nearly central por-
tion in the height direction of a game housing, a stored
piece of music is played, a plurality of keys which imitate
a keyboard, provided on the operation panel, are played
in time to this playing, and a slide disc is turned. More
specifically, this is a game in which the rendition con-
tents are visually instructed in accordance with the
progress of the piece of music which is played, and the
rendition operation is actually performed in accordance
with this instruction; as a result, the correlation between
the music which is played and the actual rendition op-
eration by the player is checked to evaluate the rendition
operation of the player.
[0003] However, the above-mentioned game appara-
tus is only a game machine which has nearly the same
construction as that of a conventional housing provided
in an amusement center, etc., and in which the software
which is the game contents and the construction of the
operation panel of the apparatus are changed slightly,
and also is only a game apparatus in which the degree
of achievement of the rendition effect as to how fast the
player operates the instructed keys and disks without
errors in accordance with the visually instructed con-
tents in time with the progress of the piece of music be-
ing played is evaluated.
[0004] An object of the present invention, which has
been achieved in view of the foregoing, is to provide a
dance game apparatus which adopts a floor panel con-
struction capable of simulating rhythm sensations in
time to the music and which is powerful and creates
rhythm sensations by using the entire body and by per-
forming stepping according to the contents which are
instructed in sequence, and to provide a step-on base
which is suitably used for the game.
[0005] To achieve the above-mentioned object, ac-
cording to one aspect of the present invention, there is
provided a dance game apparatus comprising music
output means for outputting one piece of music from at
least one stored piece of music; a floor panel having a
step-on base section; and guidance means for perform-
ing a stepping operation instruction to the step-on base
section in time with the music. According to the present
invention, stepping operation instruction contents are
guided in sequence from the game apparatus by using
at least one of various media, such as display, light,

sound, etc. The player is able to recognize the stepping
operation instruction content which is guided. Receiving
the stepping operation information which is guided in se-
quence, the player steps on the step-on base section of
the floor panel. The stance of a player stepping on the
step-on base section as instructed looks like that of
dancing using the whole body, and it becomes powerful
and compelling, depending upon the level of skill. This
shows great power for step dance practice.
[0006] According to another aspect of the present in-
vention, there is provided a step-on base for a dance
game, comprising a top panel, a support member for
supporting the panel, detection means for detecting the
action of a load on the panel, wherein the detection
means comprises stepping sensors between the panel
and the support member at mutually opposing positions
of the panel. According to the present invention, as a
stepping sensor, a switch may be used which causes a
moving-toward/away section to perform a moving-to-
ward/away operation by using a pressure-sensitive ele-
ment using a piezoelectric member and elastic defor-
mation. If such stepping sensors are disposed at oppos-
ing edge positions of the panel, even if any position of
the panel is stepped on during dancing, that is, even if
a position deviating from the center of the panel is
stepped on, the stepping operation is suitably detected
by the stepping sensor on a side nearer thereto.
[0007] Fig. 1 is a block diagram of a dance game ap-
paratus of the present invention.
[0008] Fig. 2 is an overall exterior view of a dance
game apparatus of the present invention.
[0009] Fig. 3 is a partial side sectional view showing
the construction of a housing section.
[0010] Fig. 4 is a perspective exploded view showing
the internal construction of a step-on base section of a
floor panel.
[0011] Fig. 5 is a construction diagram showing an ex-
ample of a cable switch.
[0012] Figs. 6A and 6B show a memory map; Fig. 6A
is a diagram showing a state in which a large amount of
stepping position indication data is stored in a table form
in such a manner as to correspond to the level of diffi-
culty; and Fig. 6B is a diagram showing a state in which
a plurality of dance images are stored in a table form in
such a manner as to correspond to the level of difficulty.
[0013] Fig. 7 shows an example of a display surface,
also showing a game screen in a case in which a player
plays a game in a dance area on the right side of Fig. 2.
[0014] Fig. 8 shows an example of a display surface,
also showing a game screen in a case in which a player
plays a game in a dance area on the left side of Fig. 2.
[0015] Fig. 9 shows an example of a display surface,
also showing a game screen in the case of two-person
play.
[0016] Figs. 10A and 10B are illustrations of an eval-
uation point; Fig. 10A is a diagram showing a state in
which an evaluation point is increased and is maintained
at a high level; and Fig. 10B is a diagram showing a state
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in which an evaluation point is slightly increased but
thereafter is maintained at a low level.
[0017] Fig. 11 is a main flowchart illustrating a game
operation.
[0018] Fig. 12 is a flowchart showing a subroutine of
a "monitoring process" of step ST11.
[0019] Fig. 13 is a flowchart showing a subroutine of
an "evaluation process" of step ST15.
[0020] Fig. 2 is an overall exterior view of a dance
game apparatus of the present invention. This game ap-
paratus (or this game system) comprises an audio im-
age output main unit 1 and a floor panel 10 disposed in
front thereof.
[0021] The audio image output main unit 1 comprises
a housing section 2 for outputting rhythm sounds in the
lower portion thereof, a monitor 3 in the upper portion
thereof, a guidance section 4 provided on the panel sur-
face in the lower portion of the monitor 3, cylindrical bod-
ies 5 which are provided upright on both sides of the
monitor 3 and which are provided with electric decora-
tive lamps 51, etc., at suitable places, and speakers 6
for music performance, which are disposed in the upper
portion of each cylindrical body 5. Coin slots 7 are pre-
pared at the central positions in the side-to-side direc-
tion of the housing section 2, two coin slots being dis-
posed on the right and left in consideration of a two-play
mode.
[0022] The construction of the housing section 2 is de-
scribed with reference to Fig. 2, and Fig. 3 which is a
partial side sectional view. A box 2a for resonance is
disposed in the middle in the height direction within the
housing section 2. A rhythm speaker 2c for low frequen-
cies is mounted in the nearly central portion of a front
plate 2b of the box 2a for resonance with a horn 2d fac-
ing the forward. Above the front plate 2b, a cylinder 2e
which sends the resonance sound forward is disposed
in a going-through state. The speaker 2c produces
rhythm sounds at a predetermined low frequency, and
outputs heavy low-pitched sounds in the direction of a
floor panel 10 in front by causing the cylinder 2e and the
front plate 2b to vibrate by using the resonance space
in the back portion thereof. This rhythm speaker 2c pro-
duces the rhythm of the output music as heavy low-
pitched sounds. On the front side of the front plate 2b,
an annular fluorescent tube 2f which is capable of flash-
ing is disposed on the front plate 2b. The fluorescent
tube 2f is mounted to a cylindrical fluorescent-tube sup-
port member 2h which is mounted in such a manner as
to surround the end of the horn 2d of the front plate 2b.
This fluorescent tube 2f is a long tube in which its inter-
mediate portion is formed annularly and both end por-
tions 2g are formed in parallel, with the both end portions
2g being positioned at the bottom end in Fig. 3. Power-
supply lines (not shown) are connected to these ends
so as to allow flashing.
[0023] The monitor 3 is mounted at a height at which
a display surface 31 is positioned at a position of nearly
the same height as the height of the eye of the player

having a standard height who stands on the floor panel
10, and a guidance section 4 is disposed in the lower
portion thereof. When starting the game, since the titles
of pieces of music which can be selected are displayed
in a list on the display surface 31 of the monitor 3, the
guidance section 4 is used to select a desired piece of
music from among them. That is, the guidance section
4 instructs the movement of the cursor which is dis-
played on the display surface 31 up and down or from
side to side. By operating a joy stick 41 so as to tilt and
by pressing a decision button 42 in a state in which the
cursor is made to set to the display position of the piece
of music to be selected, the music title can be selected.
The guidance sections 4 are provided with the joy stick
41 and the decision button 42 each on the right and left.
This is for allowing a player to select any position of right
and left during one-person play and for allowing a player
at either side to perform an operation for selecting a
piece of music during two-person play. For the selection
of the music title, a method may be used in which a
transparent tablet using a piezoelectric material on top
of the display surface 31 is disposed and the transparent
tablet is pressed by a finger, etc., of the player to specify
the piece of music which is displayed at the pressed
place.
[0024] Also, the speakers 6 output the introduction
and the music (only the performance or vocals included)
of the selected piece of music. The speakers 6 may be
made to perform rhythm output (which will be described
later) in such a manner as to dually serve for the music
performance.
[0025] Next, a description is given of the construction
of the floor panel 10.
[0026] The floor panel 10 is formed as a flat plate with
a predetermined height, as shown in Fig. 2, and dance
areas 11, which are divided into 3 3 3 squares in the
front and back and from side to side in plan view, are
formed for two persons on the right and left. The dance
areas 11 on the right and left have the same construc-
tion. Of nine squares in the dance areas 11, arrows in-
dicating the direction when viewed from the center
square are drawn on step-on base sections 13 (13F,
13B, 13R, and 13L), which are four squares at the front
and back positions and at right and left positions with
respect to the home position section 12 corresponding
to the center square on which a large star-shaped mark
is drawn, and a small star-shaped mark is drawn on aux-
iliary base sections 14, which are four squares in an ob-
lique direction when viewed from the home position sec-
tion 12. Inverted-U-shaped members, which are provid-
ed upright on the right and left on the front side in Fig.
1 of the floor panel 10, are handrails.
[0027] Fig. 4 is a perspective exploded view showing
the internal construction of the step-on base section 13
of the floor panel 10. The step-on base sections 13F to
13L have the same construction, and a description is
given by using the step-on base section 13F as an ex-
ample.
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[0028] In the floor panel 10, the inside of a rectangular
external frame 10a is divided into squares of nearly reg-
ular-square shape by a dividing plate 10b. The step-on
base section 13F has a bottom plate 20 on the bottom
of the internal space thereof surrounded by the external
frame 10a and the dividing plate 10b, a rectangular in-
ternal frame 21 which is smaller than the external frame
is provided upright above the bottom plate 20, and fur-
thermore, corner members 22 are strongly fixed to the
four corner portions of the internal frame 21 so as to
support the internal frame 21 between the external
frame 10a and the dividing plate 10b in such a manner
as to extend across adjacent frames. Such basic sup-
port construction ensures strength capable of support-
ing the weight of the player standing thereon.
[0029] A clearance of a predetermined width is
formed between the internal frame 21, and the external
frame 10a and the dividing plate 10b, a flat plate (al-
though not shown in the figure) is laid in the area of the
rectangular frame formed by this clearance, and on the
top surface of each flat plate, cable switches 23 serving
as stepping operation detection means to be described
later are arranged in such a manner as to be parallel to
each edge and of a length nearly equal to that of each
edge. At the mounting height position of the corner
members 22, a clearance into which the cable switches
23 can be inserted below them is formed in a section
adjoining the above-mentioned flat plate which is not
shown, and both ends of the cable switch 23 are posi-
tioned below this corner member 22.
[0030] On the top surface of the cable switches 23,
an L-shaped load receiving member 24 is disposed in
such a manner as to be slidable in an up-and-down di-
rection by an upright section 24a. The load receiving
member 24 is set to a length of, for example, approxi-
mately 1/2 to 1/3 of the longer dimension of the cable
switch 23. The provision of the load receiving member
24 makes it possible to provide an appropriate load in
relation to the detection sensitivity as a result of the load
being concentrated on an area of this load receiving
member 24 in plan view even when the weight of the
player is applied to the entire surface of the cable switch
23 and the load per unit area is reduced.
[0031] A height adjustment plate 22a having a thick-
ness such that it is slightly lower than the height of the
load receiving member 24 when no load is applied ther-
eon and having a thickness such that it is nearly equal
thereto by considering the flexing of the top plate 27 (to
be described later) is laid on the top surface of the corner
members 22. The height of the top surface of the height
adjustment plate 22a is set at a position lower by ap-
proximately an amount corresponding to the thickness
of the top plate 27 (to be described later) than the height
of the top end of the external frame 10a and the dividing
plate 10b.
[0032] Two cold cathode-ray tubes 26 having long
service life are provided side by side on the top surface
of a support plate 25. This support plate 25 is placed

and fixed onto a mounting piece 21a which is extended
inward from the bottom end of each internal frame 21.
[0033] Reference numeral 27 denotes a top plate
made of an acrylic plate, etc., which is placed on the
height adjustment plate 22a. An arrow mark 27a indicat-
ing "forward" is drawn on the top plate 27 in a color dif-
ferent from that of the surrounding, etc. The top plate 27
obtains electric decorative effects by switched-on light
from the cold cathode-ray tubes 26 in the back portion,
and is subjected to surface treatment such that semi-
transparency (or the surface is coated with a coloring
material) is provided so that the internal construction of
the step-on base section 13 cannot be seen, or random
reflections are produced on the surface of the rear side.
[0034] When the player steps on the top plate 27, the
load at the time is transmitted to the cable switch 23 via
the load receiving member 24.
[0035] Since the auxiliary base section 14 which can
secure a dance floor area of a predetermined area which
is flush with the step-on base section 13 is sufficient,
there is no need to provide detection means for detect-
ing the presence or absence of a load, and a construc-
tion may be adopted which comprises a bottom plate
20, an internal frame 21, and corner members 22 and
which is capable of at least supporting the top plate 27
on the top surface. As the top-plate support construc-
tion, another construction may be used, for example, a
construction in which a component corresponding to the
internal frame 21 is provided in the inside space, a frame
having a number of bridges in a matrix is disposed in a
standing manner and a top plate is placed thereon, and
furthermore, a construction in which a filler is loaded in
the inside space and a top plate is placed thereon.
[0036] Fig. 5 is a construction diagram showing an ex-
ample of the cable switch 23. The cable switch 23 com-
prises a cylindrical sheathing section 230, and a relay
conductive section 231, a first conductive section 232,
and a second conductive section 233, which are ar-
ranged within the cylinder.
[0037] The sheathing section 230 is formed from an
elastic material, such as silicone. The sectional shape
of the cylindrical portion thereof is an oblate circle, and
a protruding piece 230a which extends nearly up to the
center of the cylindrical section toward the opposing in-
ner wall from one of the inner walls at the intermediate
position in the direction of the long axis of the section is
protrudingly provided, and cutouts 230b for assisting the
flexing in a direction in which the oblate shape is further
crushed are formed at both ends in the direction of the
long axis of the section. On the external surface in the
upper portion, two beams of projection portions 230c
along the direction of the longer length are protrudingly
provided as portions for receiving a load.
[0038] The relay conductive section 231 is a long
sheet formed with a rubber material, such as silicone,
as principal constituents with which, for example, me-
tallic powder is mixed, the relay conductive section be-
ing disposed in the upper portion of the inside of the ob-
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late cylinder of the sheathing section 230. The first and
second conductive sections 232 and 233 have the same
construction, with a pair thereof being disposed spaced
at a predetermined interval on the right and left sides of
the protruding piece 230a on the lower portion of the
inside of the oblate cylinder of the sheathing section
230. These first and second conductive sections 232
and 233 are formed with a rubber material, such as sil-
icone, as principal constituents with which, for example,
metallic conductive powder is mixed, and are long bars
formed such that the sectional shape is an oblate circle
from the viewpoint of stability.
[0039] The first and second conductive sections 232
and 233 are placed at positions corresponding to the
projection portions 230c, and are each effectively
brought into contact or are brought into abutment with
the relay conductive section 231 as a result of the de-
formation of the sheathing section 230 by receiving a
load applied onto the projection portions 230c. Core ma-
terials 232a and 233a, made of copper, as conductive
materials, are buried inside the first and second conduc-
tive sections 232 and 233, so that the strength is en-
sured and an amount of resistance per unit length with
respect to the direction of the longer dimension can be
reduced, that is, the output of the detection voltage can
be detected as a nearly constant value regardless of the
position at which the load is received, ensuring high de-
tection accuracy. Since the clearance dimension be-
tween the relay conductive section 231 and the first and
second conductive sections 232 and 233 can be de-
signed to be as small as 1 to 2 millimeters, stroke can
be sufficiently decreased in comparison with, for exam-
ple, a mechanical switch comprising a movable contact
piece.
[0040] With the construction of the above-described
step-on base section 13, when the foot of the player
steps on the top plate 27 and the load is transmitted to
at least one of the four cable switches 23 disposed at
the four edges, the upper portion of the sheathing sec-
tion 230 of the cable switch 23 is deformed as a result
of receiving the load to the downward, and the relay con-
ductive section 231 contacts (changes from OFF to ON)
both the first and second conductive sections 232 and
233, thereby performing stepping-on detection.
[0041] More specifically, the detection of the presence
or absence of the load by the cable switch 23 is per-
formed in such a way that a voltage is applied to both
the core materials 232a and 233a of the first conductive
section 232 and the second conductive section 233 (one
of them may be grounded) via a terminal (not shown),
in a state in which a load is not applied, since both the
first and second conductive sections 232 and 233 main-
tain a clearance state with the relay conductive section
231 and are therefore electrically open, the applied volt-
age is detected as it is by a voltage detection section (a
stepping operation monitor section 112 in Fig. 1, which
will be described later) (not shown), and in contrast,
even if a load is applied and the section between the

first and second conductive sections 232 and 233 con-
tacts the relay conductive section 231 at any position,
the section between the first and second conductive
sections 232 and 233 is electrically shortcircuited, and
as a result, the voltage detection section detects that a
voltage difference disappears.
[0042] Fig. 1 is a block diagram of a dance game ap-
paratus of the present invention.
[0043] A control section 100 formed of a computer,
etc., is disposed at an appropriate location inside an au-
dio image output main unit 1. The control section 100
centrally processes operation control of this game ap-
paratus.
[0044] The control section 100 comprises a ROM 101
of a built-in or removable type for storing a game pro-
gram, and a RAM 102 for temporarily storing processing
data. As a recording medium for storing a game pro-
gram, a CD-ROM, a floppy disk, a hard disk, etc., may
be used.
[0045] A music title selection section 103 performs a
process for selecting the corresponding title of the music
upon receiving an instruction signal from the guidance
section 4. A performance data memory 104 stores mu-
sic data for each music title, that is, performance data
of each piece of music, in such a manner as to corre-
spond to the title of the music, so that the performance
data of the specified piece of music when a selection
signal from the music title selection section 103 is re-
ceived is output to speakers 6 in a time series manner.
[0046] A stepping position indication data memory
105 stores a large amount of stepping position indication
data corresponding to rhythm, such as the number of
beats (for example, four beats, eight beats, etc.) in the
form of a table in such a manner as to correspond to the
level of difficulty, as shown in Fig. 6A. The tables storing
this stepping position indication data are prepared, in
addition to the number of types of the number of beats,
for different rhythms of the same number of beats, for
example, for types of the music of the pieces of music,
or in a number corresponding to each piece of music. In
the case of four beats, in each stepping position indica-
tion data, one set of data is formed of four instruction
contents in a time series manner, and in the case of eight
beats, in each stepping position indication data, one set
of data is formed of eight instruction contents in a time
series manner. One set of data is each written into each
square of the table of Fig. 6A. Also, from the point of
view of rhythm, in the case of four beats, various
rhythms are prepared, for example, all the four beats
have the same intervals, or the initial two beats are short
and the subsequent two beats are long. The stepping
position indication data having the same rank of difficulty
is preferably prepared for a plurality of types. Then, a
table corresponding to the piece of music specified by
the music title selection section 103 is selected, and in
this embodiment, one set of data within the selected ta-
ble is output to the rhythm speakers 22 and the cold
cathode-ray tubes 26.
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[0047] An amount-of-deviation detection/totaling sec-
tion 106 measures, by an internal timer, etc., an amount
of deviation (the timing deviation in this embodiment)
from the result in which the stepping operation instruc-
tion and the actual stepping operation are performed,
and determines the amount of added-up deviation with
respect to the stepping position indication data for one
set of data. A rhythm setting section 107 performs eval-
uation so that the level of one set of data which is set
earlier by two sets of data with respect to the third or
subsequent one set of data is increased or decreased
by one rank, as will be described later in accordance
with the totaling result from the amount-of-deviation de-
tection/totaling section 106 with respect to the first step-
ping position indication data, and outputs the result as
a setting signal. Furthermore, the setting signal from this
rhythm setting section 107 is also output to the dance
setting section 109.
[0048] The dance image memory 108 stores a dance
image displayed on the display surface 31 of the monitor
3 for each amount corresponding to one set of data and
has tables for storing dance images corresponding to
the title of the music or rhythm. A plurality of dance im-
ages of each table are stored in such a manner as to
correspond to the level of difficulty, as shown in Fig. 6B.
Also, it is preferable that a plurality of dance images,
whose difficulties are at the same rank, be prepared. Re-
ceiving a setting signal corresponding to the level of dif-
ficulty from the rhythm setting section 107, a dance set-
ting section 109 reads dance images for an amount of
the third or subsequent one set of data from the selected
table.
[0049] A scroll display control section 110 is used to
perform scroll display on the display surface of the mon-
itor 3. The stepping position indication data for one set
of data, which is set by the rhythm setting section 107,
read from the stepping position indication data memory
105, is replaced with image data (hereinafter referred to
as "stepping position indication marks") and is tempo-
rarily input to a mark memory 111. In this mark memory
111, an amount of two sets of data which are continuous
so that the images of the stepping position indication
marks are always displayed without interruption on the
display surface 31 of the monitor 3 in scroll display is
written. The scroll display control section 110 causes a
stepping position indication marks from the mark mem-
ory 111 to be written as scroll images into a display mem-
ory 3a in such a manner that the reading addresses are
shifted sequentially at predetermined time intervals. In
this manner, in addition to dance images which are not
scrolled, stepping position indication marks which are
scrolled are also transferred in sequence to the display
memory 3a, and furthermore, the contents of the display
memory 3a are repeatedly read and displayed by known
display scanning means at a cycle, such as 1/60 sec-
onds, and on the display surface 31, the stepping posi-
tion indication mark is scrolled and displayed on the dis-
play surface 31 and the dance image is displayed in a

moving-picture manner as a background image.
[0050] Figs. 7 to 9 show an example (mode of one set
of data in four beats) of the display surface 31. In Fig.
7, a case is shown in which the player plays a game in
the dance area 11 on the right side of Fig. 2, and the
background of a dance image D and the stepping posi-
tion indication marks M1 to M4 which are scrolled down-
ward at a predetermined speed in sequence from the
top of the screen are displayed in the sequence of M1,
M4, M2, and M3. Still marks S1 to S4 indicating the left,
down, up, and right marks, displayed at the bottom end
on the display surface, are used to indicate timing, and
the state in which the scrolled mark M completely over-
laps (matches) the still mark S guides a stepping oper-
ation timing. At the timing at which the mark M complete-
ly overlaps the still mark S, the display luminance or the
display color of the still mark S is temporarily changed,
showing the matching of timing. For the marks M1 to
M4, in this embodiment, the mark M1 of the left facing
arrow corresponds to a stepping base section 13L, the
mark M2 of the downward facing arrow corresponds to
a stepping base section 13B, the mark M3 of the upward
facing arrow corresponds to a stepping base section
13F, and the mark M4 of the right facing arrow corre-
sponds to a stepping base section 13R. In Fig. 7, the
level of difficulty of the dance image is at a relatively low
level. In contrast, in Fig. 8, a case is shown in which the
player plays a game in the dance area 11 on the left side
of Fig. 2, and similarly to that of Fig. 7, a dance image
D, the stepping position indication marks M1 to M4, and
the still marks S1 to S4 are displayed. In this example,
for the stepping position indication marks M, the first
mark has already reached the stepping time and cannot
be seen; however, instructions are given in the se-
quence of M3, M1, and M4 from the second mark. In
Fig. 8, the level of difficulty of the dance image is at a
relatively high level.
[0051] Also, Fig. 9 shows a case of two-person play.
In this figure, as the stepping position indication marks
on the right and left, the same marks are displayed.
However, with the progress of the game, marks of levels
of difficulty which are different individually are set on the
basis of the evaluation for each player, and in accord-
ance therewith, the level of difficulty of the dance image
is changed. In Fig. 9, a mode is shown in which marks
M3 continuously appear as stepping position indication
marks (the first mark has already reached the stepping
timing).
[0052] The stepping operation monitor section 112
detects whether or not the cable switch 23 placed in the
step-on base section 13 has changed from OFF to ON.
The stepping operation monitor section 112 processes,
as detection data, the ON time of the first which has
turned on first with respect to the four inside the step-
on base section 13 and detects ON of the cable switch
23 so as to be identifiable in units of each step-on base
section 13. A detection operation is made possible for
each dance area 11 in order to confirm the stepping po-
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sition of each player with respect to the mode of two-
person play.
[0053] A cold cathode-ray tube switching-on control
section 113 outputs a switching-on signal for causing the
cold cathode-ray tubes 26 disposed in the internal space
of the base sections 13F, 13B, 13R, and 13L corre-
sponding to the stepping position indication data from
the stepping position indication data memory 105 to be
individually switched on and displayed.
[0054] Next, referring to the flowcharts in Figs. 10, and
11 to 13, a description is given of game operation of the
game apparatus.
[0055] Fig. 11 shows a main flowchart of the game ap-
paratus. Initially, a coin inserted into a coin slot 71 is
detected by a coin slot section 7 (step ST1). When the
coin insertion is detected, the screen is switched to a
music title selection screen (step ST3). In this screen,
for example, music titles are displayed across the
screen and downward in a list, and when a desired piece
of music is selected from among them by using the joy
stick 41 and the decision button 42 of the guidance sec-
tion 4, the music title selection section 103 reads per-
formance data corresponding to the selected music title
from the performance data memory 104, temporarily
stores it in a RAM 102, and outputs it to the speakers 6
(step ST5). When introduction performance is started,
a table having the rhythm of the number of beats corre-
sponding to the selected piece of music is specified from
the stepping position indication data memory 105, fur-
thermore, a predetermined position in the table, for ex-
ample, stepping position indication data having a medi-
um level of difficulty, is set as one set of data for the
initial two sets of data, and a dance image correspond-
ing to this rhythm and corresponding to the level of dif-
ficulty of the set stepping position indication data is set
by the dance setting section 109 (step ST7).
[0056] When the initial two sets of data of the stepping
position indication data is set, one set of data of them is
scrolled and displayed as the stepping position indica-
tion mark M on the display surface 31 in such a manner
as to be superposed on the background dance image
D, as shown in Figs. 7 to 9 (step ST9). When the scroll
display of each stepping position indication mark is start-
ed, a monitoring process by the amount-of-deviation de-
tection/totaling section 106 is performed (step ST11).
The monitoring process is performed in units of one set
of data (step ST13), and when the monitoring result for
the one set of data is sent to the rhythm setting section
107, the rhythm setting section 107 performs evaluation
on the basis of the monitoring result (step ST15).
[0057] Then, receiving the evaluation result, the next
one set of data (that is, the third one set of data after
receiving the evaluation based on the monitoring result
for the first one set of data) is set, and the setting of the
dance image D for the one set of data which has been
set is performed (steps ST17 and ST19). That is, the
stepping position indication mark for one set of data for
the object of evaluation has already been scrolled off

the monitor 3, and since on the monitor 3, the stepping
position indication mark based on the next one set of
data is being scrolled and displayed, one set of data
which is set based on the evaluation result is set delayed
by one set of data.
[0058] Next, a determination is made as to whether
or not the game has been terminated, that is, whether
or not a predetermined time has elapsed from when the
game has started, whether or not the performance of
the selected piece of music has been terminated, or
whether or not a predetermined dance evaluation has
been maintained at a particular level or higher (step
ST21). When the dance has not yet been terminated,
the process returns to step ST9 where the displaying of
the dance image D and the stepping position indication
mark M onto the display surface 31 is continued, and
processing of steps ST9 to ST19 is repeated in se-
quence for each one set of data.
[0059] Then, when it is determined that the game has
been terminated, the evaluation result for the dance of
the player, which is the final contents of the rhythm set-
ting section 107, is displayed on the display surface 31
(step ST23), notifying the player.
[0060] Fig. 12 is a flowchart showing a subroutine of
a "monitoring process" of step ST11. In the figure, a var-
iable i which indicates the number of beats in one set of
data is set to 1 (step ST31). Initially, an ON signal from
the cable switch 23, which is actually obtained from the
stepping operation monitor section 112, with respect to
the position indication mark M of the first beat, is detect-
ed, and the ±time deviation of the actual stepping time
with respect to the time at which the mark M completely
overlaps the still mark S is measured as deviation time
data (step ST33). This measurement is performed in
such a way that a cycle for one beat is set by dividing it
by ±1/2 cycle in the time direction (in the stroke direction
of the mark M) by using the still mark S as a reference
and that the time difference between the actually detect-
ed stepping time and the time at which the mark M com-
pletely overlaps the still mark S within this divided period
is measured. Since the time at which the mark M com-
pletely matches the still mark S can be obtained by cal-
culations from the cycle for one beat, the deviation time
data is obtained from the time when the ON signal which
is input on the condition that the corresponding step-on
base section 13 is stepped on, from the stepping oper-
ation monitoring section 111 is detected. When an incor-
rect step-on base section 13 is stepped on, this is han-
dled as not being stepped on, or a negative evaluation,
which is more severe, may be given. Alternatively, the
number of times of this incorrect stepping operation may
be counted, and when the number of times reaches a
predetermined count, the game may be forced to termi-
nate.
[0061] Then, the duration between the timing deviat-
ed by an amount of 1/2 cycles and the timing at which
both the marks M and S completely overlap each other
is converted into, for example, 0 to 100 points and is
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represented (step ST35). For example, when the actual
stepping operation is performed at the time deviated by
1/2 cycles in either of the ± direction, a 0 point is set,
and when the actual stepping operation is performed at
the time when both the marks M and S completely over-
lap each other, 100 points is set.
[0062] When the score conversion of the deviation
time data for the mark M for one beat is terminated, next,
the variable i is incremented by 1 (step ST37), and it is
determined whether or not the variable i is less than a
predetermined number K (step ST39). When the one set
of data is formed of four beats, a value 5 is set to the
predetermined number K, and when the one set of data
is formed of eight beats, a value 9 is set to the prede-
termined number K, in such a manner as to correspond
to the number of beats possessed by the table selected
in the stepping position indication data memory 105.
When it is assumed that one set of data is formed of four
beats and the variable i is less than 5, the process re-
turns to step ST33 where a score is determined for the
next mark M in a manner similar to that described above.
Then, when the variable i reaches 5 (YES in step ST39),
a score for four beats is obtained and consequently, a
score process is performed to obtain an evaluation for
the one set of data by multiplying each score in variable
i = 1 to 4 by a weight coefficient (step ST41). For exam-
ple, since being in time to rhythm is more difficult for the
second and fourth beats in comparison with the first and
third beats, for the weight coefficient, the scores for the
first and third beats are multiplied by 12.5%, the score
for the second beat is multiplied by 25%, and the score
for the fourth beat is multiplied by 50%, so that a score
at the full 100 points is calculated. The weight coefficient
in a case in which one set of data is formed of eight beats
may be appropriately divided so that the total is 100%.
Also, a desired value is set to the weight coefficient, or
the coefficient may be uniformly set to 25% (mode of
four beats) or 12.5% (mode of eight beats).
[0063] Fig. 13 is a flowchart showing a subroutine of
an "evaluation process" of step ST15. In the figure, a
determination is made as to whether the score obtained
in step ST41 is high, medium, or low. The score is high
when the score is from 80 to 100, medium when the
score is from 21 to 79, and low when the score is from
0 to 20.
[0064] When the score is 20 points, for the one set of
data to be set next, one set of data whose level of diffi-
culty is decreased by one rank with respect to this rank
is set (step ST53), and also for the dance image D to be
set next, a dance image whose level of difficulty is de-
creased by one rank with respect to this rank is set (step
ST55). When the score is between 21 and 79, for the
one set of data to be set next, one set of data whose
level of difficulty is at the same rank as this rank is set
(step ST57), and also for the dance image D to be set
next, a dance image whose level of difficulty is at the
same rank as this rank is set (step ST59). Both the table
for stepping position indication data and the table for the

dance image D store a plurality of types with respect to
the same level of difficulty, and in the data setting of the
same rank, types of data which are as different as pos-
sible may be set. For example, the data may be changed
in the direction of the level of difficulty shown in Figs. 6A
and 6B within the range of the data of the same rank, or
may be randomly set from within the same rank. In con-
trast, when the score is from 80 to 100 points, for the
one set of data to be set next, one set of data whose
level of difficulty is increased by one rank with respect
to this rank is set (step ST61), and also for the dance
image D to be set next, a dance image whose level of
difficulty is increased by one rank with respect to this
rank is set (step ST63).
[0065] When a setting process for the next stepping
position indication data and the next dance image is ter-
minated, the score at this time is converted into evalu-
ation points (step ST65) and is totaled to the evaluation
points immediately before (step ST67).
[0066] Figs. 10A and 10B illustrate the evaluation
points. Fig. 10A is a diagram showing a state in which
the evaluation points are increased and maintained at
a high level. Fig. 10B is a diagram showing a state in
which the evaluation points are slightly increased but
thereafter are maintained at a low level. The horizontal
axis indicates time, with the fine line indicating the time
width of one set of data, and the vertical axis indicates
the rank, with the fine line indicating the width of each
rank from the highest rank S to the lowest rank D. By
performing an evaluation on each one set of data as
shown in Figs. 10A and 10B and by totaling the evalu-
ation each time, a final evaluation can be obtained, and
therefore, it is possible to effectively announce to the
player the rhythmic sense and the dancing ability of the
player.
[0067] Other embodiments may be adopted for the
present invention.

(1) Although in this embodiment an evaluation is
performed for the stepping operation by the player,
the embodiment may be simply a game in which the
floor panel is stepped on in accordance with step-
ping position instructions. Various placements of
the stepping base section which is a stepping posi-
tion may be conceivable; the auxiliary base sections
14 in oblique directions may also be used as step-
ping base sections, and/or also for the home posi-
tion section 12 in the center, all positions of the floor
panel may be objects for stepping operation instruc-
tions in a manner similar to the stepping base sec-
tion. Alternatively, stepping base sections may be
disposed annularly around the home position sec-
tion 12. Also, the mark is not limited to an arrow,
and may be a character, a symbol, etc., and a mark
which is the same as, or which corresponds to, the
mark drawn on the step-on base section 13 need
only be adopted. Also, the stepping operation in-
struction is not limited to an instruction for each one,
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and may instruct two stepping base sections at the
same time (both-feet mode).
(2) Although in this embodiment both the stepping
position and the stepping operation timing are guid-
ed by the monitor 3, the embodiment may be one
in which only the stepping position is instructed. Al-
so, depending upon the type of game, this method
may be applied to a game in which only the stepping
timing is instructed.
(3) Although in this embodiment a stepping opera-
tion instruction is performed by the monitor 3, the
fluorescent tube 2f, the cold cathode-ray tubes 26,
and the rhythm speaker 2c, the stepping operation
instruction may be performed by using one of them.
In the embodiment in which the stepping operation
instruction is performed by the monitor 3, this is
preferable in visually guiding the stepping timing.
Also, in place of the stepping position indication
mark, a character for guiding a dance may be dis-
played on a monitor, and display control may be per-
formed so that this guide is made to perform a step-
ping operation instruction.
(4) In this embodiment, an evaluation is performed
in such a manner as to be sequentially totaled in
units of one set of data, the evaluation at the final
time is made to be the evaluation of the player, and
this is displayed (and may also take the form of an
announcement by a speaker). When this is done,
there is a tendency for the evaluation to be low, for
example, in a case in which the performance of the
player is poor only in the second half. In place of
this, the evaluation contents for each one set of data
may be weight-averaged to obtain the overall eval-
uation. In addition, various evaluation methods may
be used.
(5) Although in this embodiment a deviation time is
converted into a score and this is used as an ele-
ment for changing the rank of difficulty of one set of
data, a direct determination from the deviation time
is also possible.
(6) In place of the music title selection section 103,
the type of rhythm may be selectable, and pieces
of music appropriate for rhythm may be stored in a
corresponding manner and may be played.
(7) Although in this embodiment the construction is
formed in such a way that a stepping operation in-
struction is made possible individually by a plurality
of stepping bases, the embodiment can also be ap-
plied to a dance game in which a stepping operation
instruction, a stepping timing instruction, or both are
performed collectively without making distinctions
between a plurality of stepping bases.
(8) Although in this embodiment the construction is
formed in such a way that the smaller the deviation
time, the higher the evaluation, and this is an-
nounced (for example, displayed), in place of the
announcement of the evaluation, it is also possible
to directly inform (including displaying) the player of

the deviation time in a mode which can be recog-
nized by the player.
(9) Although in this embodiment a stepping opera-
tion instruction for a stepping base section is per-
formed based on the performance of a piece of mu-
sic, in the present invention, the performance of the
piece of music is not always required, and the
present invention can also be applied to a game ap-
paratus which performs only a stepping operation
instruction by display, light, sound, audio, etc., from
the guidance means.
(10) Also, the positions at which the cable switches
are placed are not limited to the edges in this em-
bodiment, and may be in the corner portions.
(11) Although in this embodiment one set of data to
be set is set delayed by one set of data in relation
to image interruption prevention in the scroll display,
and it may be delayed by two sets of data. Also, in
the case of a mode in which scroll display is not per-
formed, since the one set of data need not particu-
larly be delayed by one, the data can also be set as
the data immediately thereafter. Also, in this em-
bodiment in which scroll display is performed, the
rank of the one set of data which is delayed by one
is determined by using the evaluation for the one
set of data for the object of evaluation. However, the
rank of the one set of data which is delayed by one
with respect to the rank of the one set of data which
is set (which is currently being displayed on the
monitor 3) immediately before by using this evalu-
ation may be set.

[0068] The present invention may further provide a
dance game apparatus comprising: music output
means for outputting one piece of music from at least
one stored piece of music; a floor panel having a step-
on base section; and guidance means for performing a
stepping operation instruction to the step-on base sec-
tion in time with the music, wherein the step-on base
section comprises a panel disposed on the top and first
illumination means provided in the inside space thereof,
and the guidance means performs a stepping operation
instruction in response to the flashing operation of the
first illumination means. With this construction, since the
place at which the stepping operation is to be performed
flashes to directly guide the stepping position, this guid-
ance is easy to understand.
[0069] Furthermore, the present invention may pro-
vide a dance game apparatus comprising: music output
means for outputting one piece of music from at least
one stored piece of music; a floor panel having a step-
on base section; and guidance means for performing a
stepping operation instruction to the step-on base sec-
tion in time with the music, wherein the guidance means
comprises first display means disposed in front of the
floor panel and performs a stepping operation instruc-
tion in response to a display on the first display means.
With this construction, it is possible for the player to vis-
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ually recognize the guidance of the stepping position
from the first display means naturally without directing
the line of sight of the player in a special direction.
[0070] In each of the constructions described above,
if the feature is that the stepping operation instruction
by the guidance means further instructs the stepping
timing, it is possible to provide a game which is depend-
ent on response characteristics, agility characteristics,
etc., of the player with respect to the guidance.
[0071] Furthermore, in the above-described construc-
tion, when the floor panel is formed in such a way that
a plurality of stepping base sections are arranged and
each stepping base section can instruct a stepping op-
eration by the guidance means, it is possible to guide a
plurality of stepping positions, the game characteristics
are further improved, and a complex dance game is pos-
sible. Furthermore, by making the stepping operation in-
struction by the guidance means instruct both the step-
ping timing and the stepping base section to be stepped
on, it is possible to provide a more sophisticated and
powerful game.
[0072] Also, each of the constructions described
above may comprise detection means for detecting a
stepping operation on the step-on base section; meas-
urement means for measuring a time deviation between
the timing of a stepping operation instruction and the
timing at which the fact that the step-on base section is
stepped on is detected by the detection means; and
evaluation means for providing a higher evaluation the
smaller the measurement result. With this construction,
since an evaluation is performed on the dancing ability
of a player, it is of absorbing interest, and the game char-
acteristics are improved. Furthermore, the construction
is formed in such a way that the step-on base section
comprises a top panel and a support member which
supports the panel, the detection means comprises a
stepping-on sensor interposed between the panel and
the support member at mutually opposing positions of
the panel, furthermore, the stepping sensor is formed of
a switch having an elastically deformable construction,
and the switch comprises first and second conductive
members disposed in parallel in such a manner as to be
spaced by a predetermined distance; a relay conductive
member for providing a variation of electrical open-cir-
cuit and short-circuit between the first and second con-
ductive members by moving toward or away from the
first and second conductive members; and an elastic
support member which supports the relay conductive
member and which supports the first and second con-
ductive members at a position at which the elastic sup-
port member can contact the relay conductive member
when a load is received and at a position which is
spaced by a very small distance from the relay conduc-
tive member. Thus, the stroke of the switch with respect
to the stepping operation can be shortened, and the re-
sponse characteristics of the switch are improved. By
an amount corresponding to the improved response
characteristics, the present invention is preferably used

in a game in which timing is important.
[0073] Also, the construction is formed in such a way
that the guidance means comprises stepping operation
instruction content storage means for storing a plurality
of types of stepping operation instruction contents hav-
ing different levels of difficulty, and a stepping operation
instruction having a level of difficulty corresponding to
the evaluation result from the evaluation means is se-
lectively output from the stepping operation instruction
content storage means. This makes it possible to pro-
vide a stepping operation instruction of a level corre-
sponding to the dancing ability of the player, making it
possible for both a novice and an experienced person
to enjoy this game.
[0074] Also, there is provided moving-picture storage
means for storing a plurality of types of dance moving-
pictures having different qualities corresponding to the
levels of difficulty of a stepping operation instruction
which can be selectively output by the guidance means;
second display means for displaying a moving picture;
and moving-picture display control means for outputting
a dance moving-picture corresponding to the level of dif-
ficulty of the selected stepping operation instruction
from the moving-picture storage means and for guiding
the dance moving-picture onto the second display
means. Thus, it is possible for a player to visually con-
firm his or her own dancing ability, and it is possible to
provide a game having a high level of powerfulness.
[0075] In each of the constructions described above,
if the music output means comprises speakers for low
frequencies which output rhythm sounds; and a second
illumination means which performs flashing of light in
time to the rhythm of the music, provided around the low-
frequency speakers, the rhythm sensations are further
increased, and it is possible to enjoy a powerful game.
[0076] Also, in a step-on base for a dance game, the
step-on base comprising: a top panel; a support mem-
ber for supporting the panel; and detection means for
detecting the action of a load on the panel, the detection
means comprising stepping sensors interposed be-
tween the panel and the support member at mutually
opposing positions of the panel, the construction is
formed in such a way that the stepping-on sensor com-
prises a switch having an elastically deformable con-
struction, and the switch comprises first and second
conductive members disposed in parallel in such a man-
ner as to be spaced by a predetermined distance; a relay
conductive member for providing a variation of electrical
open-circuit and short-circuit between the first and sec-
ond conductive members by moving toward or away
from the first and second conductive members; and an
elastic support member which supports the relay con-
ductive member and which supports the first and second
conductive members at a position at which the elastic
support member can contact the relay conductive mem-
ber when a load is received and at a position which is
spaced by a very small distance from the relay conduc-
tive member. Thus, the stroke of the switch can be de-
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creased in comparison with, for example, an ordinary
mechanical switch which is switched on as a result of
movement of a movable contact piece, and the re-
sponse characteristics of the switch with respect to the
stepping operation are improved. By an amount corre-
sponding to the improved response characteristics, the
present invention is suitably used in a game, such as a
dance game, in which importance is placed on stepping
timing.
[0077] Also, if switches are disposed in opposing edg-
es, even if the stepping position slightly deviates from
the center of the panel, reliable detection is possible. In
the above-described construction, since the construc-
tion is formed in such a way that a load receiving mem-
ber is interposed in a part in the edge direction between
the panel and the switch, it is possible to apply a load
required for detection to the switch without being signif-
icantly influenced by the magnitude of the load by the
weight of the player, making it possible to improve the
reliability of the switch.
[0078] Furthermore, regarding the above-described
game operation, the stepping position instruction (guid-
ance) method, the stepping monitoring method, the
evaluation method, etc., sufficiently constitute an inven-
tion.
[0079] According to the present invention, the con-
struction is formed in such a way that a floor panel con-
struction capable of representing rhythm sensations by
using the whole body in time to music is adopted, and
stepping is performed in accordance with the contents
which are instructed in sequence. This makes it possible
to provide a dance game apparatus which has power-
fulness and creates rhythm sensations, which has not
been possible hitherto.
[0080] According to the present invention, since the
guidance of a stepping position is directly performed at
a place where a stepping operation is to be performed,
an easy-to-understand guide can be provided.
[0081] According to the present invention, it is possi-
ble to visually recognize the guidance of a stepping po-
sition from the first display means as it is without direct-
ing the line of sight of a player in a special direction,
thereby being suitable for a dance game.
[0082] According to the present invention, it is possi-
ble to provide a game which is dependent on response
characteristics, agility characteristics, etc., of a player
with respect to a guidance.
[0083] According to the present invention, it is possi-
ble to guide a plurality of stepping positions, making it
possible to provide a sophisticated and powerful dance
game.
[0084] According to the present invention, further-
more, it is possible to provide a game which is more so-
phisticated and which is powerful by making the step-
ping operation instruction by the guidance means in-
struct both a stepping timing and a stepping base sec-
tion to be stepped on.
[0085] According to the present invention, since the

dancing ability of a player is evaluated, it is possible to
provide a game which is compelling and sophisticated.
[0086] According to the present invention, since step-
ping sensors are provided at opposing positions of the
panel, even if any position on the panel is stepped on
during dancing, that is, even if a position deviating from
the center of the panel is stepped on, it is possible to
reliably and suitably detect the stepping operation by a
sensor on a side nearer thereto.
[0087] According to the present invention, since a
switch using elastic deformation is used, the stroke of
the switch with respect to the stepping operation can be
shortened, and the response characteristics of the
switch are improved. By an amount corresponding to the
improved response characteristics, the present inven-
tion is suitably used for a game in which timing is impor-
tant.
[0088] According to the present invention, since a
stepping operation instruction at a level appropriate to
the dancing ability of a player can be provided, it is pos-
sible for both a novice and an experienced person to
enjoy this game.
[0089] According to the present invention, it is possi-
ble for a player to visually recognize his or her own danc-
ing ability, and it is possible to provide a game having a
high level of powerfulness.
[0090] According to the present invention, it is possi-
ble to provide a game having powerfulness, in which
rhythm sensations are increased further.
[0091] According to the present invention, since the
construction is formed in such a way that stepping sen-
sors are provided at opposing positions of the panel,
even if any position of the panel is stepped on during
dancing, that is, even if a position deviating from the
center of the panel is stepped on, it is possible to provide
a step-on base for a dance game, which can reliably and
suitably detect the stepping operation by a sensor on a
side nearer thereto.
[0092] According to the present invention, the stroke
of a switch is decreased in comparison with an ordinary
mechanical switch which is switched on as a result of a
movable piece being moved, and the response charac-
teristics for the stepping operation are improved. By an
amount corresponding to the improved response char-
acteristics, the present invention can be suitably applied
to a game, such as a dance game, in which stepping
timing is important. Also, since each conductive mem-
ber is supported by an elastic support member, a buffer
role is performed with respect to a large stepping load,
and a longer service life can be achieved.
[0093] According to the present invention, since
switches are disposed at opposing edges, even if the
stepping position slightly deviates from the center of the
panel, quick and reliable detection can be performed.
[0094] According to the present invention, it is possi-
ble to apply a load required for detection to a switch with-
out being significantly influenced by the magnitude of
the weight of the player, making it possible to improve
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the reliability of the switch even more.

Claims

1. A dance game apparatus comprising: music output
means for outputting one piece of music from at
least one stored piece of music; a floor panel (10)
having a step-on base section (13); and guidance
means (4) for performing a stepping operation in-
struction to said step-on base section (13) in time
with said music.

2. A dance game apparatus according to claim 1,
characterized in that said step-on base section (13)
comprises a panel (27) disposed on the top thereof
and first illumination means provided in the inside
space thereof, and said guidance means (4) per-
forms a stepping operation instruction in response
to the flashing operation of said first illumination
means.

3. A dance game apparatus according to claim 1,
characterized in that said guidance means (4) com-
prises first display means disposed in front of said
floor panel (10) and performs a stepping operation
instruction by a display on said first display means.

4. A dance game apparatus according to one of claims
1 to 3, characterized in that the stepping operation
instruction by said guidance means (4) further in-
structs a stepping timing.

5. A dance game apparatus according to one of claims
1 to 3, characterized in that said floor panel (10)
comprises a plurality of said step-on base sections
(13) which are arrayed, and each step-on base sec-
tion (13) can instruct a stepping operation by said
guidance means (4).

6. A dance game apparatus according to claim 5,
characterized in that the stepping operation instruc-
tion by said guidance means (4) instructs both a
stepping timing and a step-on base section (13) to
be stepped on.

7. A dance game apparatus according to one of claims
1 to 6, characterized by comprising: detection
means for detecting a stepping operation on said
step-on base section (13); measurement means for
measuring a time deviation between the timing of a
stepping operation instruction and the time at which
the fact that said step-on base section (13) is
stepped on is detected by said detection means;
and evaluation means for providing a higher score
the smaller the measurement result.

8. A dance game apparatus according to claim 7,

characterized in that said step-on base section (13)
comprises a top panel (27) and a support member
which supports the panel, and said detection means
comprises stepping sensors interposed between
said panel and said support member at mutually op-
posing positions of said panel.

9. A dance game apparatus according to claim 8,
characterized in that said stepping sensor compris-
es a switch having an elastically deformable con-
struction, and the switch comprises first and second
conductive members (232, 233) disposed in parallel
in such a manner as to be spaced by a predeter-
mined distance; a relay conductive member (231)
for providing a variation of electrical open-circuit
and short-circuit between the first and second con-
ductive members (232, 233) by moving toward or
away from the first and second conductive mem-
bers (232, 233); and an elastic support member
which supports said relay conductive member (231)
and which supports said first and second conduc-
tive members (232, 233) at a position at which the
elastic support member can contact said relay con-
ductive member (231) when a load is received and
at a position which is spaced by a very small dis-
tance from the relay conductive member.

10. A dance game apparatus according to one of claims
8 and 9, characterized in that said guidance means
(4) comprises stepping operation instruction con-
tent storage means for storing a plurality of types of
stepping operation instruction contents having dif-
ferent levels of difficulty and selectively outputs,
from said stepping operation instruction content
storage means, a stepping operation instruction
having a level of difficulty corresponding to the eval-
uation result from said evaluation means.

11. A dance game apparatus according to one of claims
7 to 10, characterized in that said guidance means
(4) comprises moving-picture storage means for
storing a plurality of types of dance moving-pictures
having different qualities corresponding to the level
of difficulty of a stepping operation instruction which
can be selectively output by said guidance means
(4); second display means for displaying a moving
picture; and moving-picture display control means
for outputting a dance moving-picture correspond-
ing to the level of difficulty of the selected stepping
operation instruction from said moving-picture stor-
age means and for guiding the dance moving-pic-
ture onto said second display means.

12. A dance game apparatus according to one of claims
1 to 11, characterized in that said music output
means comprises a speaker for low frequencies
which outputs rhythm sounds; and second illumina-
tion means, provided around the low-frequency
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speaker, which performs flashing of light in time to
the rhythm of said music.

13. A step-on base (13) for a dance game, said step-
on base (13) characterized by comprising: a top
panel (27); a support member for supporting the
panel (27); and detection means for detecting the
action of a load on the panel (27), wherein said de-
tection means comprises stepping sensors inter-
posed between said panel and said support mem-
ber at mutually opposing positions of said panel
(27).

14. A step-on base (13) for a dance game according to
claim 13, characterized in that said stepping-on
sensor comprises a switch having an elastically de-
formable construction, and the switch comprises
first and second conductive members disposed in
parallel in such a manner as to be spaced by a pre-
determined distance; a relay conductive member
(231) for providing a variation of electrical open-cir-
cuit and short-circuit between the first and second
conductive members (232, 233) by moving toward
or away from the first and second conductive mem-
bers (232, 233); and an elastic support member
which supports said relay conductive member (231)
and which supports said first and second conduc-
tive members (232, 233) at a position at which the
elastic support member can contact said relay con-
ductive member (231) when a load is received and
at a position which is spaced by a very small dis-
tance from the relay conductive member.

15. A step-on base (13) for a dance game according to
claim 14, characterized in that said switches are dis-
posed in opposing edges of said panel.

16. A step-on base (13) for a dance game according to
claim 15, characterized in that a load receiving
member (24) is interposed between said panel (27)
and said switch with respect to a part in the edge
direction.
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