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(57) ABSTRACT 

First control means (102) of a game device (10) moves a first 
instruction targetofa user based on an operation state of a first 
operation member (44L). Second control means (104) causes 
each of characters (62) other than the first instruction target of 
the user to act based on an operation of a computer. Selection 
means (110) selects a second instruction target of the user 
based on a direction which is acquired based on an operation 
state of a second operation member. Third control means 
(106) causes, instead of action control performed by the sec 
ond control means (104), the second instruction target 
selected by the selection means (110) to performany one of a 
predetermined action and an action based on an operation 
state of one of a plurality of operation members (30) other 
than the first operation member (44L). 
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GAME DEVICE, METHOD FOR 
CONTROLLING A GAME DEVICE, 

PROGRAM, AND INFORMATION STORAGE 
MEDIUM 

TECHNICAL FIELD 

0001. The present invention relates to a game device, a 
method of controlling a game device, a program, and an 
information storage medium. 

BACKGROUND ART 

0002 There has heretofore been known a game device for 
executing a game configured so that a plurality of characters 
move within a game space (for example, Patent Literature 1). 
A user gives an instruction on an action of a character, among 
the plurality of characters, that is set as an instruction target. 
Characters other than the instruction target of the user act 
based on operation of a computer. 
0003. There has also been known a technology in which 
when the user depresses a given button in a state in which the 
instruction target of the user faces another character, the other 
character moves in a direction that is determined in advance 
(Non Patent Literature 1). 

CITATION LIST 

Patent Literature 

0004 Patent Literature 1: JP 2004-321598 A 

Non Patent Literature 

0005. Non Patent Literature 1: “FIFA soccer comprehen 
sive Wiki, http://www34.atwiki.jp/fifa/pages/49.html 

SUMMARY OF INVENTION 

Technical Problem 

0006. With the technology of Non Patent Literature 1, 
however, when moving other character, the user is required to 
cause the instruction target to face in the direction of the other 
character, and hence this technology has interfered with an 
operation of moving the instruction target by the user in some 
CaSCS. 

0007. The present invention has been made in view of the 
above-mentioned problem, and has an object to provide a 
game device, a method of controlling a game device, a pro 
gram, and an information storage medium which enable a 
user to give an instruction on an action of another character 
without interfering with an operation of moving an instruc 
tion target by the user. 

Solution to Problems 

0008. In order to solve the above-mentioned problem, 
according to the present invention, there is provided a game 
device for executing a game configured so that a plurality of 
characters move within a game space, including: a plurality of 
operation members including a first operation member which 
is used by a user to perform a direction instruction operation 
and a second operation member which is used by the user to 
perform a direction instruction operation; first control means 
for moving a first instruction target of the user, among the 
plurality of characters, based on a moving direction which is 
acquired based on an operation state of the first operation 
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member; second control means for causing each of characters 
of the plurality of characters other than the first instruction 
target of the user to act based on an operation of a computer; 
selection means for selecting, from among the characters on 
which the second control means performs action control, a 
second instruction target of the user based on a direction 
which is acquired based on an operation state of the second 
operation member; and third control means for causing, 
instead of the action control performed by the second control 
means, the second instruction target selected by the selection 
means to perform any one of a predetermined action and an 
action based on an operation state of one of the plurality of 
operation members other than the first operation member. 
0009. According to the present invention, there is also 
provided a method of controlling a game device for executing 
a game configured so that a plurality of characters move 
within a game space, including: a step of acquiring informa 
tion indicating operation states of a plurality of operation 
members including a first operation member which is used by 
a user to perform a direction instruction operation and a 
second operation member which is used by the user to per 
form a direction instruction operation; a first control step of 
moving a first instruction target of the user, among the plu 
rality of characters, based on a moving direction which is 
acquired based on an operation state of the first operation 
member; a second control step of causing each of characters 
of the plurality of characters other than the first instruction 
target of the user to act based on an operation of a computer; 
a selection step of Selecting, from among the characters on 
which action control is performed in the second control step, 
a second instruction target of the user based on a direction 
which is acquired based on an operation state of the second 
operation member, and a third control step of causing, instead 
of the action control performed in the second control step, the 
second instruction target selected in the selection step to 
perform any one of a predetermined action and an action 
based on an operation state of one of the plurality of operation 
members other than the first operation member. 
0010. According to the present invention, there is further 
provided a program for causing a computer to function as a 
game device for executing a game configured so that a plu 
rality of characters move within a game space, the program 
causing the computer to function as: means for acquiring 
information indicating operation states of a plurality of opera 
tion members including a first operation member which is 
used by a user to perform a direction instruction operation and 
a second operation member which is used by the user to 
perform a direction instruction operation; first control means 
for moving a first instruction target of the user, among the 
plurality of characters, based on a moving direction which is 
acquired based on an operation state of the first operation 
member; second control means for causing each of characters 
of the plurality of characters other than the first instruction 
target of the user to act based on an operation of the computer; 
selection means for selecting, from among the characters on 
which the second control means performs action control, a 
second instruction target of the user based on a direction 
which is acquired based on an operation state of the second 
operation member; and third control means for causing, 
instead of the action control performed by the second control 
means, the second instruction target selected by the selection 
means to perform any one of a predetermined action and an 
action based on an operation state of one of the plurality of 
operation members other than the first operation member. 
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0011. According to the present invention, there is further 
provided a non-transitory computer-readable information 
storage medium having the above-mentioned program 
recorded thereon. 
0012. According to the present invention, it is possible to 
enable a user to give an instruction on an action of another 
character without interfering with an operation of moving an 
instruction target by the user. 
0013 Further, according to an aspect of the present inven 

tion, the third control means includes: means for acquiring a 
game parameter from means for storing the game parameter 
in association with a combination of the plurality of charac 
ters; and means for restricting, regarding the second instruc 
tion target, any one of the predetermined action and the action 
based on the operation state of the one of the plurality of 
operation members other than the first operation member, 
based on the game parameter associated with a combination 
of the first instruction target and the second instruction target. 
0014 Further, according to an aspect of the present inven 

tion, the third control means includes: means for acquiring a 
game parameter from means for storing the game parameter 
in association with a combination of the plurality of charac 
ters; and means for causing, regarding the second instruction 
target, an execution start of any one of the predetermined 
action and the action based on the operation state of the one of 
the plurality of operation members other than the first opera 
tion member, to wait based on the game parameter associated 
with a combination of the first instruction target and the 
second instruction target. 
0015. Further, according to an aspect of the present inven 

tion, the third control means includes: means for determining 
whether or not a distance between the first instruction target 
and the second instruction target is a reference distance or 
longer; and means for causing, in a case where the distance 
between the first instruction target and the second instruction 
target is the reference distance or longer, in place of action 
control performed by the third control means, the second 
control means to perform the action control on the second 
instruction target. 
0016 Further, according to an aspect of the present inven 

tion, the game device further includes: means for acquiring 
count information on a number of times the third control 
means has previously performed action control on the second 
instruction target, from means for storing the count informa 
tion; means for determining whether or not the number of 
times the third control means has previously performed the 
action control on the second instruction target is a predeter 
mined number of times or more; and means for restricting, in 
a case where the number of times the third control means has 
previously performed the action control on the second 
instruction target is the predetermined number of times or 
more, any one of selection processing by the selection means 
and the action control by the third control means. 

BRIEF DESCRIPTION OF DRAWINGS 

0017 FIG. 1 A diagram illustrating the hardware configu 
ration of a game device according to an embodiment of the 
present invention. 
0018 FIG. 2A diagram illustrating an example of a con 

troller. 
0019 FIG. 3 A diagram illustrating the example of the 
controller. 
0020 FIG. 4A diagram illustrating an example of a game 
Space. 
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0021 FIG. 5A diagram illustrating an example of a game 
screen which is displayed on a display unit. 
0022 FIG. 6 A diagram illustrating an example of the 
game screen which is displayed when a second instruction 
target is set. 
0023 FIG. 7 A functional block diagram illustrating func 
tions relating to the present invention among functions imple 
mented by the game device. 
0024 FIG. 8 A diagram illustrating association between 
an operation state of a left Stick and a moving direction. 
0025 FIG. 9 A diagram illustrating a method of selecting 
a player character by a selection unit. 
0026 FIG. 10 A diagram illustrating association between 
an operation state of an operation member and action infor 
mation indicating an action to be performed by the second 
instruction target. 
0027 FIG. 11 A flowchart illustrating processing executed 
by the game device. 
0028 FIG. 12 A flowchart illustrating the processing 
executed by the game device. 
0029 FIG. 13 A diagram illustrating a data storage 
example of a game parameter. 
0030 FIG. 14A diagram illustrating association between 
the operation state of the operation member and the action 
information indicating an action to be performed by the sec 
ond instruction target. 

DESCRIPTION OF EMBODIMENT 

1. Embodiment 

0031. An exemplary embodiment of the present invention 
is described in detail below with reference to the drawings. A 
game device according to the embodiment of the present 
invention is implemented by, for example, a consumer game 
device (stationary game device), a portable game device, a 
cellular phone (Smartphone), a personal digital assistant, or a 
personal computer. The description given here is about the 
case where the game device according to the embodiment of 
the present invention is implemented by a consumer game 
device. 
0032) 1-1. Hardware Configuration of the Game Device 
0033 FIG. 1 illustrates the hardware configuration of the 
game device according to the embodiment of the present 
invention. A game device 10 illustrated in FIG. 1 includes a 
consumer game device 11, a display unit 32, an audio output 
unit 34, and an optical disc 36 (information storage medium). 
0034. The display unit 32 and the audio output unit 34 are 
connected to the consumer game device 11. The display unit 
32 can be, for example, a home-use television set or a liquid 
crystal display. The audio output unit 34 can be, for example, 
a speaker built in a home-use television set or headphones. 
0035. The consumer game device 11 is a known computer 
game system. The consumer game device 11 includes a bus 
12, a control unit 14, a main memory 16, an image processing 
unit 18, an input/output processing unit 20, an audio process 
ing unit 22, an optical disc reproducing unit 24, a hard disk 26, 
a communication interface 28, and a controller 30. 
0036. The control unit 14 includes one or a plurality of 
control units (for example, CPUs). The control unit 14 
executes processing of controlling the respective units of the 
consumer game device 11 and information processing, based 
on an operating system stored in a ROM (not shown) and a 
program read from the optical disc 36. 
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0037. The main memory 16 includes a RAM, for example, 
and programs and data read from the optical disc 36 are 
written into the main memory 16. The main memory 16 is also 
used as a working memory for the control unit 14. The bus 12 
is used for communicating addresses and data among the 
units of the consumer game device 11. 
0038. The image processing unit 18 includes a VRAM. 
The image processing unit 18 renders a game screen in the 
VRAM based on image data supplied from the control unit 
14. The game screen rendered in the VRAM is converted into 
Video signals, and the signals are then output to the display 
unit 32 at a predetermined timing. 
0039. The input/output processing unit 20 is an interface 
for the control unit 14 to access the audio processing unit 22, 
the optical disc reproducing unit 24, the hard disk 26, the 
communication interface 28, and the controller 30. 
0040. The audio processing unit 22 includes a sound 

buffer. The audio processing unit 22 outputs, from the audio 
output unit 34, audio data loaded from the optical disc 36 into 
the sound buffer. 

0041. The communication interface 28 is an interface for 
connecting the consumer game device 11 by wire or wireless 
to a communication network, Such as the Internet. 
0042. The optical disc reproducing unit 24 reads programs 
and data recorded on the optical disc 36. In this embodiment, 
description is given of a case where the optical disc 36 is used 
to Supply programs and data to the consumer game device 11, 
but another information storage medium, Such as a memory 
card, may be used to supply programs and data to the con 
Sumer game device 11. In addition, for example, programs 
and data may be supplied to the consumer game device 11 
from a remote location via a communication network. 

0043. The hard disk 26 is a commonly-used hard disk 
device (auxiliary storage device). Note that in this embodi 
ment, the programs and data that are described as being stored 
in the optical disc 36 may be stored in the hard disk 26 instead. 
0044) The controller 30 is general-purpose operation 
means for receiving various game operations by the user. One 
or a plurality of the controllers 30 are connected to the con 
Sumer game device 11 by wire or wirelessly. 
004.5 FIGS. 2 and 3 illustrate an example of the controller 
30. Note that in FIG. 2, an X-axis corresponds to a long-axis 
direction of the controller 30 (left-right direction), and a 
Y-axis corresponds to a short-axis direction of the controller 
30 (up-down direction). The X-axis and the Y-axis are 
orthogonal to each other. The positive Y-axis direction may be 
hereinafter referred to as “upward direction' and the negative 
Y-axis direction as “downward direction. The positive 
X-axis direction may be referred to as “rightward direction 
and the negative X-axis direction as “leftward direction'. 
0046. There are disposed, on a front side 30a of the con 

troller 30, a direction button group 40 and buttons 42A, 42B, 
42x, and 42Y. Further, the controller 30 also includes sticks 
(levers) 44L and 44R. The direction button group 40 includes 
an up direction button 40U corresponding to the upward 
direction, a down direction button 40D corresponding to the 
downward direction, a left direction button 4.0L correspond 
ing to the leftward direction, and a right direction button 40R 
corresponding to the rightward direction. The user uses the 
direction button group 40 to perform a direction instruction 
operation. An action performed by the user to depress any 
direction button of the direction button group 40 corresponds 
to the “direction instruction operation'. 
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0047. The left stick 44L and the right stick 44R stand erect 
on the front side 30a of a casing of the controller 30, and are 
configured to be tiltable in all (360-degree) directions by a 
given angle from the erect state. Tilt information about the tilt 
of the left stick 44L and the right stick 44R in an up-down 
direction and a left-right direction is input to the consumer 
game device 11. For example, the left stick 44L and the right 
stick 44R are also used by the user to perform the direction 
instruction operation. An action of tilting the left stick 44L 
and the right stick 44R by the user corresponds to the “direc 
tion instruction operation'. 
0048 Moreover, in this embodiment, the user pushes the 
left stick 44L and the right stick 44R. When the user pushes 
the left stick 44L or the right stick 44R, the left stick 44L or 
the right Stick 44R generates a given operation signal. In other 
words, the user can also depress the left stick 44L and the right 
Stick 44R in the same manner as in the direction button group 
40. 

0049. The buttons 42A, 42B, 42x, and 42Y are used in 
various game operations. The buttons 42A, 42B, 42x, and 
42Y may each be used for the direction instruction operation. 
0050. As described above, the controller 30 includes a 
plurality of operation members (for example, the direction 
button group 40 and the buttons 42A, 42B, 42x, and 42Y) 
including a first operation member (for example, the left Stick 
44L) which is used by the user to perform the direction 
instruction operation, and a second operation member (for 
example, the right stick 44R) which is used by the user to 
perform the direction instruction operation. 
0051. The input/output processing unit 20 scans a state of 
each of the operation members of the controller 30 at fixed 
intervals (for example, every/60" of a second). An operation 
signal representing scan results thus obtained is input to the 
control unit 14 via the bus 12. The tilt information of each of 
the left stick 44L and the rightstick 44R is also supplied to the 
control unit 14 as the operation signal. Based on the operation 
signal, the control unit 14 determines a game operation per 
formed by the user. 
0052 1-2. Game Executed by the Game Device 
0053. The game device 10 executes a game program read 
from the optical disc 36 to execute, for example, a game 
configured so that a plurality of characters move within a 
game space. The following description is directed to a case 
where a soccer game configured so that a plurality of player 
characters move within a game space that imitates a venue for 
a Soccer match to play the Soccer match is executed. 
0054. In the soccer game, a soccer match is played 
between a team operated by the user (hereinafter referred to as 
“user team’) and a team operated by an opponent (computer 
or another user) (hereinafter referred to as “opponent team'). 
When the Soccer game is started, for example, the game space 
is built in the main memory 16. 
0055 FIG. 4 is a diagram illustrating an example of the 
game space. A game space 50 illustrated in FIG. 4 is a virtual 
three-dimensional space in which three axes of coordinates 
(Xw-axis, Yw-axis, and Zw-axis) orthogonal to one another 
are set. As illustrated in FIG. 4, in the game space 50, there is 
disposed a field 52, which is an object representing a Soccer 
field. 

0056 Displayed on the field 52 are two goal lines 54a and 
54b, two touchlines 56a and 56b, and a center line 58. A 
match is played within a pitch 59 surrounded by the two goal 
lines 54a and 54b and the two touchlines 56a and 56b, and 
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around the pitch 59 (predetermined region which is outside 
the pitch 59 and is in contact with the goal line 54a or 54b or 
the touchline 56a or 56b). 
0057 Also disposed on the field 52 are goals 60, which are 
objects representing Soccer goals, player characters 62, which 
are objects representing Soccer players belonging to the user 
team, player characters 64, which are objects representing 
Soccer players belonging to the opponent team, and a ball 66, 
which is an object representing a soccer ball (moving object). 
The positions of the respective objects are identified by, for 
example, three-dimensional coordinates within a world coor 
dinate system (Xw-Yw-Zw coordinate system). 
0058. Note that 11 player characters 62 belonging to the 
user team and 11 player characters 64 belonging to the oppo 
nent team are disposed on the field 52, but are omitted in FIG. 
4 

0059. When the player character 62 (64) and the ball 66 
come close to each other, the player character 62 (64) and the 
ball 66 become associated with each other under a predeter 
mined condition. In this case, the moving action of the player 
character 62 (64) becomes a dribbling action. The state in 
which the ball 66 is associated with the player character 62 
(64) is hereinafter referred to as a state in which “the player 
character 62 (64) is keeping the ball 66”. 
0060. Further, in the game space 50, a virtual camera 68 
(viewpoint) is set. A game screen showing a state in which the 
game space 50 is viewed from the virtual camera 68 is dis 
played on the display unit 32. The game screen is generated 
by using a predetermined coordinate conversion operation to 
convert coordinates of vertices of the respective objects dis 
posed in the game space 50 from a world coordinate system 
into a screen coordinate system. 
0061 FIG. 5 is a diagram illustrating an example of the 
game screen which is displayed on the display unit 32. A 
game screen 70 illustrated in FIG. 5 includes three player 
characters 62a, 62b, and 62c belonging to the user team, three 
player characters 64a, 64b, and 64c belonging to the oppo 
nent team, and the ball 66. 
0062 For example, one of the player characters 62 belong 
ing to the user team acts based on the operation of the user. In 
this embodiment, this player character 62 is referred to as the 
first instruction target of the user. In the state illustrated in 
FIG. 5, for example, the player character 62a keeping the ball 
66 is set as the first instruction target of the user. Above the 
head of the player character 62a, a cursor 72 indicating that 
the player character 62a is set as the first instruction target of 
the user is displayed. With the aid of the cursor 72, the user 
identifies the first instruction target from among the player 
characters 62 belonging to the user team. 
0063 For example, the user tilts the left stick 44L to per 
form the direction instruction operation, to thereby move the 
player character 62a as the first instruction target. As illus 
trated in FIG. 5, for example, when the player character 62a is 
keeping the ball 66, the user tilts the left stick 44L to give an 
instruction on a direction in which the player character 62a is 
to dribble the ball. 

0064 Of the player characters 62 (64) disposed in the 
game space 50, the player characters that do not serve as the 
first instruction target of the user act autonomously in accor 
dance with a predetermined action algorithm. For example, 
the player characters 62 other than the player character 62a 
(such as the player characters 62b and 62c) act based on an 
operation of a computer. 
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0065. In this embodiment, by pushing the right stick 44R 
and then tilting the right stick 44R in a predetermined direc 
tion, the user can cause the player character 62 existing, with 
the first instruction target as a reference, in the direction in 
which the right stick 44R has been tilted to act based on the 
instruction of the user. This player character 62 is hereinafter 
referred to as second instruction target. For example, when 
the user pushes the rightstick 44R and tilts the right stick 44R 
in the leftward direction in a state in which the user keeps 
pushing the right Stick 44R, the player character 62c existing 
in the leftward direction of the player character 62a is set as 
the second instruction target. 
0.066 FIG. 6 is a diagram illustrating an example of the 
game screen 70 which is displayed when the second instruc 
tion target is set. The game screen 70 illustrated in FIG. 6 is 
displayed when, in the game screen 70 illustrated in FIG. 5, 
the user pushes the rightstick 44R and then tilts the rightstick 
44R in the leftward direction. For example, above the head of 
the player character 62c disposed on a left side of the player 
character 62a, a cursor 74 is displayed. The cursor 74 is an 
index indicating the player character 62 set as the second 
instruction target. Note that it is preferred that the cursor 72 
and the cursor 74 be different images which are distinguish 
able from each other. 

0067 For example, the user can use the right stick 44R to 
move the player character 62c above whose head the cursor 
74 is displayed. Note that in the state illustrated in FIG. 6, the 
user can also move the player character 62a by tilting the left 
stick 44L. In other words, the user is allowed to move both the 
player character 62a and the player character 62c. 
0068. When the user cancels the pushing of the right stick 
44R in the state of FIG. 6, the cursor 74 displayed above the 
head of the player character 62c is erased, and the player 
character 62c returns to the state of being operated by the 
computer. In other words, the game screen 70 returns to the 
state of FIG. 5, and the user uses the left stick 44L to move 
only the player character 62a. 
0069. As described above, in the game device 10 of this 
embodiment, by pushing the right Stick 44R and then tilting 
the right stick 44R in the predetermined direction, the user 
can temporarily give an instruction on the action of the second 
instruction target. This technology is described below in 
detail. 
0070 1-3. Functions Implemented by the Game Device 
0071 FIG. 7 is a functional block diagram illustrating 
functions relating to the present invention among functions 
implemented by the game device 10. As illustrated in FIG. 7, 
the game device 10 executes the game program, to thereby 
implement a game data storage unit 80, an operation state 
acquisition unit 90, an action control unit 100, and a selection 
unit 110. 

(0072 1-3-1. Game Data Storage Unit 
0073. The game data storage unit 80 is implemented 
mainly by, for example, the main memory 16, the optical disc 
36, and the like. The game data storage unit 80 stores, for 
example, data necessary to implement a soccer game. For 
example, game situation data indicating a current state of the 
Soccer game is stored in the game data storage unit 80. 
0074 The game situation data includes, for example, the 
following pieces of data: 
0075 (1) data indicating a current state (for example, the 
position, the posture, the moving direction, and the moving 
speed) of each of the player characters 62 (64); 
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0076 (2) data indicating the player character 62 which is 
set as the first instruction target of the user; 
0077 (3) data indicating the player character 62 which is 
set as the second instruction target of the user, 
0078 (4) data indicating a current state (for example, the 
position, the moving direction, and the moving speed) of the 
ball 66: 
0079 (5) data indicating the player character 62 (64) keep 
ing the ball 66: 
0080 (6) data indicating a current state (for example, the 
position and the sight line direction) of the virtual camera 68: 
and 

0081 (7) data indicating situations of the match (for 
example, the score of both teams and the elapsed time period) 
and other Such data. 

0082. Note that the control unit 14 functions as means for 
acquiring the data stored in the game data storage unit 80. The 
control unit 14 also functions as means for updating the data 
stored in the game data storage unit 80. Note that the data 
stored in the game data storage unit 80 is not limited to the 
above-mentioned examples. The game data storage unit 80 
may store other types of data, for example, various param 
eters regarding the player character 62 (64). 
0083 (1-3-2. Operation State Acquisition Unit 
0084. The operation state acquisition unit 90 is realized 
mainly by, for example, the control unit 14 and the controller 
30. The operation state acquisition unit 90 acquires, from the 
plurality of operation members (for example, the direction 
button group 40 and the buttons 42A, 42B, 42x, and 42Y) 
including the first operation member (for example, the left 
stick 44L) which is used by the user to perform the direction 
instruction operation and the second operation member (for 
example, the right stick 44R) which is used by the user to 
perform the direction instruction operation, information indi 
cating the operation state thereof. 
0085 For example, the operation state acquisition unit 90 
acquires information indicating the operation state of the left 
stick 44L or the right stick 44R, based on the tilt information 
obtained when the user tilts the left stick 44L or the right stick 
44R. The operation state acquisition unit 90 also acquires, for 
example, information indicating the operation state of each of 
the plurality of operation members, based on a detection 
signal obtained when the user depresses each of the plurality 
of operation members. 
0.086 Note that in this embodiment, a case where the left 
Stick 44L or the right Stick 44R can be subjected to a pushing 
operation (pressing operation) by the user is described. When 
the left stick 44L or the right stick 44R is pushed, a given 
detection signal is generated. Further, in this embodiment, a 
case where the plurality of operation members are provided in 
the same casing is described, but the plurality of operation 
members may be provided respectively in different casings. 
0087 (1-3-3. Action Control Unit 
0088. The action control unit 100 is realized mainly by the 
control unit 14. The action control unit 100 causes the plural 
ity of player characters 62 (64) to act within the game space 
50. For example, the action control unit 100 updates the 
position of the player character 62 (64) stored in the game 
situation data to a position as a moving destination, which is 
determined based on a method to be described later, to 
thereby cause the player character 62 (64) to act within the 
game space 50. 
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0089 First Control Unit 
0090. A first control unit 102 moves the first instruction 
target of the user among a plurality of characters (for 
example, the player characters 62 (64)) based on a moving 
direction which is acquired based on the operation state of the 
first operation member (for example, the left stick 44L). The 
moving direction acquired based on the operation state of the 
left stick 44L means the moving direction determined based 
on the direction instruction operation performed by the user 
using the left Stick 44L. 
0091 FIG. 8 is a diagram illustrating association between 
the operation state of the left stick 44L and the moving direc 
tion. As illustrated in FIG. 8, the tilt information obtained 
from the left stick 44L and the moving direction of the player 
character 62 are associated with each other in advance to be 
stored in the game data storage unit 80. For example, the first 
control unit 102 moves the player character 62 in the moving 
direction associated with the tilt information by a distance 
corresponding to the moving speed of the player character 62. 
0092. Second Control Unit 
0093. A second control unit 104 causes each of characters 
of the plurality of characters (for example, the player charac 
ters 62 (64)) other than the first instruction target of the user to 
act based on the operation of the computer. The second con 
trol unit 104 causes the player characters 62 other than the 
first instruction target of the user to act based on an action 
algorithm defined in the game program. 
0094 Various types of action control executed in a known 
Soccer game are applicable to the action control performed by 
the second control unit 104. For example, the second control 
unit 104 causes the player characters 62 (64) to act based on 
the positional relationship among the player characters 62 
(64) and the positional relationship between each of the 
player characters 62 (64) and the ball 66. 
0095 1-3-4. Selection Unit 
(0096. The selection unit 110 is realized mainly by the 
control unit 14. The selection unit 110 selects, from among 
the characters on which the second control unit 104 performs 
the action control, the second instruction target of the user 
based on a direction which is acquired based on the operation 
state of the second operation member (for example, the right 
stick 44R). The direction acquired based on the operation 
state of the right stick 44R means a direction determined 
based on the tilt information on the right stick 44R. For 
example, in the same manner as in the association illustrated 
in FIG. 8, the operation state of the right stick 44R and the 
above-mentioned direction may be associated with each other 
to be stored. 

0097. In this embodiment, a case where the selection unit 
110 selects the player character 62 based on the position of the 
player character 62 (64) keeping the ball 66, or the ball 66, and 
on the direction acquired based on the operation state of the 
right stick 44R, is described. 
0.098 FIG.9 is a diagram illustrating a method of selecting 
the player character 62 by the selection unit 110. In FIG.9, a 
case where the player character 62a is keeping the ball 66 is 
described. For example, based on a distanced between the 
position of the player character 62a keeping the ball 66 (or the 
position of the ball 66) and another player character 62 (for 
example, the player character 62c) and on an angle 0 between 
a direction V connecting the position of the player character 
62a keeping the ball 66 (or the position of the ball 66) and the 
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player character 62 and a direction V acquired based on the 
operation state of the right stick 44R, the player character 62 
is selected. 
0099 Based on an evaluation value which is calculated by 
Substituting the above-mentioned calculated distance d and 
angle 0 into a given arithmetic expression, the player charac 
ter 62 is selected. For example, the player character 62 whose 
distance dis short and whose angle 0 is Small is selected as the 
second instruction target. For example, the player character 
62 whose value of an outer product of the direction V and the 
direction V (IV*IV*sin 0) is the smallest (note that the 
player character 62 to be selected is limited to one that satis 
fies a relationship of cos 0>0) is selected as the second 
instruction target. 
0100. Third Control Unit 
0101. A third control unit 106 causes, instead of the action 
control performed by the second control unit 104, the second 
instruction target selected by the selection unit 110 to perform 
an action based on the operation state of one of the plurality of 
operation members (for example, the right stick 44R) other 
than the first operation member (for example, the left stick 
44L), or a predetermined action. 
0102. In other words, when the second instruction target is 
selected by the selection unit 110, the third control unit 106 
imposes a restriction on the second instruction target acting 
(inhibits the second instruction target from acting) based on 
the second control unit 104, and performs control so that the 
second instruction target is prevented from acting based on 
the operation of the computer. As a result, the second instruc 
tion target is made to act as instructed by the user. 
0103 FIG. 10 is a diagram illustrating association 
between the operation state of the operation member and 
action information indicating an action to be performed by 
the second instruction target. A case where the second 
instruction target performs an action based on the operation 
state of the rightstick 44R is described below. As illustrated in 
FIG. 10, for example, the third control unit 106 moves the 
second instruction target in the moving direction associated 
with the tilt information on the right stick 44R. Alternatively, 
for example, the action information may be set so that based 
on the tilt information on the right stick 44R, the second 
instruction target can move in any direction, that is, through 
360 degrees. Note that the action information can be 
rephrased as information defining an action that the user 
instructs the second instruction target to perform. 
0104 1-4. Processing Executed in the Game Device 
0105 FIGS. 11 and 12 are flowcharts illustrating process 
ing executed by the game device 10. The control unit 14 
executes the processing illustrated in FIGS. 11 and 12 when a 
match is started in the game. The control unit 14 executes the 
processing illustrated in FIGS. 11 and 12 in accordance with 
the program stored in the optical disc 36. 
0106 First, as illustrated in FIG. 11, the control unit 14 
builds the game space 50 in the main memory 16, and starts 
the soccer match (S1). In the game space 50, various objects 
illustrated in FIG. 4 are disposed. 
0107 The control unit 14 determines whether or not the 
user has tilted the left stick 44L (S2). For example, based on 
the tilt information on the left stick 44L acquired from the 
controller 30, it is determined whether or not the left stick 44L 
has been tilted. 

0108. When the user has tilted the left stick 44L (S2;Y), 
the control unit 14 moves the first instruction target (for 
example, the player character 62a) of the user in the moving 
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direction determined based on the direction in which the left 
stick 44L has been tilted (S3). 
0109. In Step S3, the game situation data is referred to, to 
thereby acquire a current position and moving speed of the 
first instruction target of the user. A position apart from the 
current position by a distance determined based on the mov 
ing speed and in the moving direction determined based on 
the direction in which the left stick 44L has been tilted is 
determined as a position as a destination to which the first 
instruction target of the user is to be moved. 
0110. The control unit 14 determines whether or not the 
user has pushed the right stick 44R (S4). For example, based 
on the detection signal of the right Stick 44R acquired from 
the controller 30, it is determined whether or not the right 
stick 44R has been pushed. 
0111. When the user has pushed the right stick 44R (S4; 
Y), the control unit 14 refers to the game situation data to 
determine whether or not the second instruction target has 
already been selected (S5). 
0112. When the second instruction target has not been 
selected (S5; N), the control unit 14 determines whether or 
not the user has tilted the right stick 44R (S6). For example, 
based on the tilt information on the right stick 44R acquired 
from the controller 30, it is determined whether or not the 
right stick 44R has been tilted. 
0113. When the user has tilted the right stick 44R (S6;Y), 
the control unit 14 refers to the game situation data to calcu 
late the distanced between the position of the first instruction 
target (for example, the player character 62a) of the user and 
the position of each of other player characters 62 belonging to 
the user team (S7). 
0114. The control unit 14 next refers to the game situation 
data and the tilt information from the right stick 44R to 
calculate the angle 0 between the direction V connecting the 
position of the first instruction target (for example, the player 
character 62a) of the user and the position of each of other 
player characters 6, and the directionV acquired based on the 
operation state of the right stick 44R (S8). 
0115 Based on the distanced calculated in Step S7 and the 
angle 0 calculated in Step S8, the control unit 14 selects the 
second instruction target from among the player characters 62 
acting based on the operation of the computer (S9). For 
example, the distance d calculated in Step S7 and the angle 0 
calculated in Step S8 are substituted into a predetermined 
expression to calculate the evaluation value for each of the 
player characters 62. Based on the evaluation value, the 
player character 62 whose distance dis short and whose angle 
0 is close to 0° is selected. Information indicating the selected 
player character 62 is stored in the game situation data. 
0116. On the other hand, when it is determined that the 
second instruction target has been selected (S5;Y), the pro 
cessing proceeds to FIG. 12, and the control unit 14 causes the 
second instruction target to act based on the operation state of 
the operation member other than the left stick 44L (S10). 
0117. In Step S10, for example, the operation state of the 
operation member other than the left stick 44L among the 
operation members of the controller 30 is acquired, and based 
on the action information associated with the operation state, 
the second instruction target acts. For example, when the user 
has tilted the right stick 44R, the second instruction target is 
moved in the moving direction determined based on the tilt 
information on the right stick 44R. 
0118. On the other hand, when it is not determined that the 
user has pushed the right stick 44R (S4; N), the processing 
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proceeds to FIG. 12, and the control unit 14 determines 
whether or not the second instruction target was selected 
(S.11). When it is determined that the second instruction target 
was selected (S11;Y), the control unit 14 cancels the setting 
of the second instruction target, and causes the player char 
acter 62 which was set as the second instruction target to act 
based on the operation of the computer (S12). In Step S12. 
data indicating the second instruction target, which is stored 
in the game situation data, is updated. In other words, when 
the user cancels the pushing of the right Stick 44R, the setting 
of the second instruction target is canceled. 
0119 The control unit 14 determines whether or not the 
user has performed an operation other than the operation on 
the left stick 44L and the right stick 44R (S13). The determi 
nation processing in Step S13 is executed based on the detec 
tion signal from the controller 30. 
0120 When the user has performed an operation other 
than the operation on the left stick 44L and the right stick 44R 
(S13;Y), the control unit 14 executes processing based on the 
operation (S14). In Step S14, for example, the control unit 14 
causes the first instruction target of the user to shoot the ball, 
or temporarily stops the match and displays a menu screen. 
0121 Based on the operation of the computer, the control 
unit 14 causes the player character 62 (64) other than the first 
instruction target and the second instruction target to act, and 
updates the game situation data based on the action of the 
player character 62 (64) (S15). For example, data indicating 
the state of the player character 62 (64) is updated. 
0122 Based on the updated game situation data, the con 

trol unit 14 updates the display of the game screen 70 (S16). 
In Step S16, when the second instruction target is set in Step 
S9, a new cursor 74 may be displayed on the game screen 70. 
0123. The control unit 14 determines whether or not an 
end condition is satisfied (S17). The end condition only needs 
to be a condition for ending this processing. For example, 
whether or not the match has been finished, whether or not an 
instruction to end the game is input by the user, or other Such 
condition may be used. 
0124 When it is determined that the end condition is sat 
isfied (S.17:Y), this processing is brought to an end. When it 
is not determined that the end condition is satisfied (S.17: N), 
the processing returns to Step S2. 
0.125. According to the game device 10 described above, 
when the useruses the left stick 44L to move the first instruc 
tion target, the user can use the right stick 44R to select the 
second instruction target and to give an instruction on an 
action to be performed by the second instruction target. 
Therefore, the game device 10 enables the user to give an 
instruction on an action of another character without interfer 
ing with the operation of moving an instruction target by the 
USC. 

0126 Further, for example, the second instruction target 
can be moved in the direction in which the right stick 44R has 
been tilted, and hence while moving the first instruction target 
by using the left stick 44L, the user can move the second 
instruction target in any direction, that is, through 360 
degrees. When the user cancels the pushing of the right Stick 
44R, the second instruction target can be brought back under 
the control of the computer again. 

2. Modified Examples 
0127. Note that the present invention is not limited to the 
embodiment described above. Changes can be appropriately 
made without departing from the gist of the present invention. 
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I0128 (1) For example, depending on how good or bad the 
relationship (cooperation) between the first instruction target 
and the second instruction target is, the action of the second 
instruction target may be restricted. For example, the follow 
ing setting may be made. That is, when the cooperation 
between the first instruction target and the second instruction 
target is good, the second instruction target can be moved in 
16 directions, and when the relationship (cooperation) 
between the first instruction target and the second instruction 
target is bad, the second instruction target can be moved in 
only two directions. 
I0129. The game data storage unit 80 according to Modi 
fied Example (1) stores a game parameter in association with 
a combination of a plurality of game characters (for example, 
the player characters (64) belonging to the same team). The 
game parameter can be rephrased as a parameter indicating 
how good or bad the relationship between the player charac 
ters 62 (64) is. 
0.130 FIG. 13 is a diagram illustrating a data storage 
example of the game parameter. As illustrated in FIG. 13, the 
game parameter is stored in association with a combination of 
pieces of information identifying two player characters 62 
(64) (for example, playerIDs). For example, the game param 
eter takes a value ranging from 0 to 100, and a larger value of 
the game parameter indicates a better relationship (coopera 
tion) between two player characters 62 (64). Note that the 
game parameter may not be such a value as illustrated in FIG. 
13. Alternatively, for example, the game parameter may be 
information indicating the level of how good or bad the rela 
tionship (cooperation) is (for example, any one of the alpha 
bets 'A' to “E”, with 'A' indicating the best cooperation and 
with “E” indicating the worst cooperation). 
I0131) A third control unit 106 according to Modified 
Example (1) includes means for restricting the action of the 
second instruction target based on the operation state of one 
of the plurality of operation members other than the first 
operation member or a predetermined action (inhibiting the 
above-mentioned action or the predetermined action from 
being performed) based on the game parameter associated 
with the combination of the first instruction target and the 
second instruction target. 
0.132. The phrase “restricting the action” means, for 
example, reducing the number of types of action that can be 
performed by the second instruction target, or inhibiting the 
action itself of the second instruction target based on the 
instruction of the user. For example, an action that can be 
performed by the second instruction target when the action of 
the second instruction target is restricted may be defined in 
the game data storage unit 80. 
0.133 FIG. 14 is a diagram illustrating association 
between the operation state of the operation member and the 
action information indicating an action to be performed by 
the second instruction target. FIG. 14 illustrates the action 
information which is used when the action of the second 
instruction target is restricted. Note that when the action of the 
second instruction target is not restricted, the second instruc 
tion target may act based on the action information illustrated 
in FIG. 10. 

0.134. As illustrated in FIG. 14, when the action of the 
second instruction target is restricted, then compared with the 
case where the action of the second instruction target is not 
restricted, the number of types of action that the user can 
instruct the second instruction target to perform is reduced. 
For example, even when the user depresses the button 42A, 



US 2013/0267330 A1 

the second instruction target performs no action. Further, for 
example, the number of directions in which the second 
instruction target can be moved when the user tilts the right 
stick 44R is reduced. 
0135) In addition, for example, the action of the second 
instruction target may be restricted by reducing the moving 
speed of the second instruction target. Further, such associa 
tion as illustrated in FIG. 14 may not be set, and the third 
control unit 106 may be inhibited from performing the action 
control itself. 
0.136 For example, the third control unit 106 determines 
whether or not the game parameter associated with the com 
bination of the first instruction target (for example, the player 
character 62a) and the second instruction target (for example, 
the player character 62c) of the user satisfies a predetermined 
condition. 
0.137 The predetermined condition is a condition regard 
ing the game parameter, for example, a condition indicating 
whether or not the value indicating the game parameter falls 
within a predetermined range (for example, a reference value 
or larger). For example, the predetermined condition is a 
condition indicating whether or not the level of how good or 
bad the relationship (cooperation) is between the player char 
acters 62 falls within a predetermined range. For example, 
when it is determined that the game parameter does not satisfy 
the predetermined condition, the action of the second instruc 
tion target may be restricted. 
0138 According to Modified Example (1), the movement 
of the second instruction target can be restricted depending on 
how good or bad the relationship (cooperation) between the 
first instruction target and the second instruction target is. 
When the relationship (cooperation) between the first instruc 
tion target and the second instruction target is relatively bad, 
it becomes more difficult for the user to cause the second 
instruction target to act than in a case where the relationship 
(cooperation) between the first instruction target and the sec 
ondinstruction target is relatively good, and hence the level of 
amusement of the game can be enhanced. 
0139 Moreover, for example, in the case where the second 
instruction target can be moved in the 16 directions, the user 
needs to give a detailed instruction on the direction in which 
the second instruction target is to be moved, but in the case 
where the moving direction of the second instruction target is 
restricted to the two directions as in Modified Example (1), 
the user only needs to give a rough instruction on the direction 
in which the second instruction target is to be moved, and 
hence it becomes easier for the user to simultaneously operate 
the first instruction target and the second instruction target. 
0140. Similarly, for example, in a case where the moving 
speed of the second instruction target is fast, the movement 
amount of the second instruction target becomes large and it 
thus becomes difficult to finely adjust the position of the 
second instruction target, but when the moving speed of the 
second instruction target is reduced, as in Modified Example 
(1), the movement amount of the second instruction target 
becomes Small, and hence it becomes easier to finely adjust 
the position of the second instruction target. As a result, it 
becomes easier for the user to simultaneously operate the first 
instruction target and the second instruction target. 
0141 Note that in Modified Example (1), the predeter 
mined condition regarding the game parameter and a restric 
tion method for the second instruction target may be associ 
ated with each other. The third control unit 106 may restrict 
the action of the second instruction target based on the restric 
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tion method associated with the predetermined condition. For 
example, depending on the level of how good or bad the 
relationship (cooperation) between the first instruction target 
and the second instruction target is, a degree to which the 
action of the second instruction target is restricted may be 
changed in a stepwise manner. 
0.142 (2) Further, for example, when the relationship (co 
operation) between the first instruction target and the second 
instruction target is relatively bad, the third control unit 106 
may wait for the start of executing the action control, and a 
time point at which the second instruction target starts mov 
ing may be delayed. For example, for two seconds after the 
cursor 74 indicating the fact that the player character is 
selected as the second instruction target is displayed on the 
game screen 70, the user may be inhibited from operating the 
second instruction target. 
0.143 A third control unit 106 according to Modified 
Example (2) includes means for, regarding the second 
instruction target, causing the execution start of the action 
based on the operation state of one of the plurality of opera 
tion members other than the first operation member, or caus 
ing a predetermined action to wait based on the game param 
eter associated with the combination of the first instruction 
target and the second instruction target. 
0144. For example, the above-mentioned means causes 
the execution start of the action of the second instruction 
target to wait until a waiting time period elapses from a 
reference time, and cancels the waiting when the waiting time 
period elapses from the reference time. For example, the 
“reference time' is a time based on a time at which the second 
instruction target is selected by the selection unit 110, and is, 
for example, a time at which the cursor 74 is displayed on the 
game screen 70. 
0145 A length of the waiting time period may be con 
trolled based on the value of the game parameter associated 
with the combination of the first instruction target and the 
second instruction target. For example, the waiting time 
period is controlled to be relatively long when the value of the 
game parameter associated with the combination of the first 
instruction target and the second instruction target is rela 
tively small. 
0146 In a state in which the execution start of the action of 
the second instruction target is caused to wait, for example, 
the second instruction target is not moved based on the 
instruction of the user. Specifically, for example, even when 
the user tilts the right Stick 44R, the second instruction target 
does not move in the direction in which the rightstick 44R has 
been tilted. In this time period, the second instruction target 
may move based on, for example, the operation of the com 
puter. 
0147 (3) Still further, for example, it is conceivable that 
the user will play the game while looking at the first instruc 
tion target, and hence when the first instruction target and the 
second instruction target are too far apart from each other, 
there is a high possibility that the user will not look at the 
second instruction target. In Such case, it is difficult for the 
user to give an appropriate instruction on the action of the 
second instruction target, and hence the second instruction 
target may act based on the operation of the computer. 
0.148. A third control unit 106 according to Modified 
Example (3) includes means for determining whether or not 
the distance between the first instruction target and the second 
instruction target is a reference distance or longer. The third 
control unit 106 refers to the game situation data to determine 
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whether or not an interval between the position of the first 
instruction target and the position of the second instruction 
target is the reference distance or longer. 
014.9 The reference distance only needs to be a distance 
that is determined inadvance. Note that the reference distance 
may be, for example, a distance that is determined based on 
how wide a field of view of the virtual camera 68 is. In this 
case, a distance that is determined based on a distance 
between the position of a point of view of the virtual camera 
68 and the position of an end portion of the field of view 
(position appearing in the end portion of the game screen 70) 
may be set as the reference distance. For example, the refer 
ence distance may be dynamically calculated based on the 
state of the virtual camera 68. 

0150. For example, when the first instruction target is dis 
played in the vicinity of the center of the game screen 70, 
there is a high possibility that the user will be looking at the 
vicinity of the point of regard of the virtual camera 68, and 
hence when the second instruction target moves to a position 
that is separated from the point of regard, there is a high 
possibility that the user will not look at the second instruction 
target. Therefore, based on the reference distance determined 
as described above, the setting of the second instruction target 
may be canceled as follows. 
0151. Further, when the distance between the first instruc 
tion target and the second instruction target is the reference 
distance or longer, the third control unit 106 causes, instead of 
the action control performed by the third control unit 106, the 
second control unit 104 to perform the action control on the 
second instruction target. In this case, the setting of the sec 
ond instruction target on the player character 62 which has 
been set as the second instruction target is canceled, and the 
player character 62 moves based on the operation of the 
computer. 
0152. According to Modified Example (3), when the first 
instruction target and the second instruction target of the user 
become separated from each other, by canceling the setting of 
the second instruction target to cause the second instruction 
target to act based on the operation of the computer, it is 
possible to assist the user in their operation. 
0153 (4) Further, for example, the number of times the 
user can give an instruction on the action of the player char 
acter 62 other than the first instruction target may be deter 
mined in advance. 

0154) A game data storage unit 80 according to Modified 
Example (4) stores count information on the number of times 
the third control unit 106 has previously performed the action 
control on the second instruction target. The count informa 
tion may indicate the number of times the third control unit 
106 has previously performed the action control on the sec 
ond instruction target, or may indicate the number of times 
obtained by Subtracting, from a given maximum number of 
times, the number of times the third control unit 106 has 
previously performed the action control on the second 
instruction target. 
0155. An action control unit 100 according to Modified 
Example (4) determines whether or not the number of times 
the third control unit 106 has previously performed the action 
control on the second instruction target is a predetermined 
number of times or more. This determination processing is 
executed based on, for example, whether or not the number of 
times indicated by the count information falls within a pre 
determined range. Note that the predetermined number of 
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times may be the number of times determined in advance, or 
may be variable depending on the strength of the computer as 
an opponent or the like. 
0156 Moreover when the number of times the third con 
trol unit 106 has previously performed the action control on 
the second instruction target is the predetermined number of 
times or more, the action control unit 100 restricts the selec 
tion processing by the selection unit 110 or the action control 
by the third control unit 106. In a state in which the selection 
processing by the selection unit 110 is restricted, even when 
the user tilts the right Stick 44R, the second instruction target 
is not selected. Specifically, the processing performed in 
Steps S7 to S9 is skipped, and the processing of selecting the 
second instruction target is not executed. 
0157. A restriction method for the action control per 
formed by the third control unit 106 may be the same as those 
of Modified Example (1) and Modified Example (2). Specifi 
cally, by reducing the number of types of action that the user 
can instruct the second instruction target to perform, inhibit 
ing the third control unit 106 from performing the action 
control on the second instruction target itself, or setting the 
waiting time period before the second instruction target starts 
its action, the action control performed by the third control 
unit 106 may be restricted. 
0158. According to Modified Example (4), the number of 
times the user can give an instruction on the action of the 
second instruction target can be set. For example, in a case 
where the user always gives an instruction on a plurality of 
player characters 62, the number of player characters 62 that 
act in response to the instruction of the user increases, and 
hence a processing load on the game device 10 may increase. 
Therefore, by setting a restriction on the number of times as in 
Modified Example (4), it is possible to alleviate the process 
ing load on the game device 10. 
0159 (5) Further, for example, in the embodiment and 
modified examples described above, the case where the 
action information indicating the action to be performed by 
the second instruction target is associated with the operation 
state of the right stick 44R or the like has been described. It is 
not always necessary that the action information be associ 
ated with the operation state, and when the second instruction 
target is selected, the second instruction target may perform a 
predetermined action. Specifically, when the second instruc 
tion target is selected, the second instruction target automati 
cally performs the predetermined action. The predetermined 
action may be defined in the action information. 
0160 For example, the third control unit 106 may move 
the second instruction target in a reference direction within 
the game space 50. The reference direction is a direction in 
which the second instruction target is to move, and is a direc 
tion that is determined in advance. For example, the reference 
direction may be a direction from the second instruction 
target toward the goal 60 associated with the opponent team. 
Note that the distance by which the third control unit 106 
moves the second instruction target in the reference direction 
may be determined in advance. When the second instruction 
target has moved by the above-mentioned distance, the action 
of the second instruction target is controlled by the second 
control unit 104. 
0.161. As another example, the second instruction target 
may move to a vacant space on the pitch 59. For example, a 
control area is set So as to include the position of each of the 
player characters 62 (64), and the second instruction target 
may move in an area of the pitch 59 that is not the control 
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areas. Further, for example, the second instruction target may 
move toward the ball 66. Further, for example, the second 
instruction target may move toward any one of the player 
characters 62 (64). Further, for example, the second instruc 
tion target may perform a predetermined action (such as 
jumping). 
0162 Still further, for example, the predetermined action 
that the second instruction target is to move to perform may be 
associated with a role of the second instruction target in the 
game (such as forward and defender) to be stored. Specifi 
cally, when the second instruction target is a forward, the 
second instruction target moves toward the goal 60 associated 
with the opponent team, and when the second instruction 
target is a defender, the second instruction target may move 
toward the goal 60 associated with the user team. 
0163 (6) Further, for example, the method of selecting the 
player character 62 by the selection unit 110 is not limited to 
the example of the embodiment. The method of selecting the 
player character 62 by the selection unit 110 only needs to be 
a method based on the direction acquired based on the opera 
tion state of the right stick 44R. As another example, the 
player character 62 may be selected based on the positional 
relationship between a straight line extending toward the 
direction V from the position of the player character 62 (64) 
keeping the ball 66 (or the position of the ball 66) and the 
player character 62. For example, the player character 62 
existing at a position closest to the above-mentioned straight 
line may be selected as the second instruction target. 
0164. As still another example, the second instruction tar 
get may be selected based on the position of the first instruc 
tion target of the user, the position of the point of view of the 
virtual camera 68, the position of any one of the player char 
acters 62 (64), or a given position on the pitch 59, and on the 
direction acquired based on the operation state of the right 
stick 44R. Further, the second instruction target may be 
selected based on at least one of the positions described above 
and on the direction acquired based on the operation state of 
the right stick 44R. 
0.165 (7) Further, for example, the direction instruction 
operation is not limited to the operation of tilting the left stick 
44L or the right Stick 44R. It is only necessary that a given 
operation state among the operation states of the operation 
members that can be detected by the game device 10 be 
detected so that the direction instruction operation is per 
formed. 

0166 Still further, for example, the operation member 
used by the user to perform the direction instruction operation 
is not limited to those of the controller 30. Various kinds of 
known operation means are applicable as the operation mem 
ber used by the user to perform the direction instruction 
operation, and alternatively, for example, a touch panel may 
be used. In this case, for example, an action of the user 
touching the touch panel with their finger and sliding their 
finger corresponds to the direction instruction operation. For 
example, a portion of the touch panel that is to come in contact 
with the left hand of the user may correspond to the first 
operation member, and a portion of the touch panel that is to 
come in contact with the right hand of the user may corre 
spond to the second operation member. 
0167 (8) Further, for example, the game space 50 is 
described as a three-dimensional space as illustrated in FIG. 
4, but the game space according to the present invention may 
be a two-dimensional game space in which the positions and 
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the like of the player character (64) and the ball 66 are man 
aged by two coordinate elements. 
0168 (9) Further, for example, the present invention can 
be applied to the game device for executing a game other than 
the Soccer game. The present invention can be applied to a 
game configured so that characters move within a game 
space. For example, the present invention can also be applied 
to a game device for executing a basketball game, an ice 
hockey game, an American football game, or the like. In 
addition, for example, the present invention can also be 
applied to a game device for executing a first person shooting 
(FPS) game, an action game, or the like. 

1. A game device for executing a game configured so that a 
plurality of characters move within a game space, compris 
ing: 

at least one microprocessor, and 
a plurality of operation members comprising a first opera 

tion member which is used by a user to perform a direc 
tion instruction operation and a second operation mem 
ber which is used by the user to perform a direction 
instruction operation; 

wherein the at least one microprocessor configured to: 
move a first instruction target of the user among the plu 

rality of characters based on a moving direction which is 
acquired based on an operation state of the first opera 
tion member; 

cause each of characters of the plurality of characters other 
than the first instruction target of the user to act based on 
an operation of a computer; 

select, from among the characters that act based on the 
operation of the computer, a second instruction target of 
the user based on a direction which is acquired based on 
an operation state of the second operation member, and 

cause, in place of the action control performed by the 
operation of the computer, the second instruction target 
to perform any one of a predetermined action and an 
action based on an operation state of one of the plurality 
of operation members other than the first operation 
member. 

2. The game device according to claim 1, wherein the at 
least one microprocessor: 

acquire a game parameter from a storage that stores the 
game parameter in association with a combination of the 
plurality of characters; and 

restrict, regarding the second instruction target, any one of 
the predetermined action and the action based on the 
operation state of the one of the plurality of operation 
members other than the first operation member, based on 
the game parameter associated with a combination of the 
first instruction target and the second instruction target. 

3. The game device according to claim 1, wherein the at 
least one microprocessor: 

acquire a game parameter from a storage that stores the 
game parameter in association with a combination of the 
plurality of characters; and 

cause, for the second instruction target, an execution start 
of any one of the predetermined action and the action 
based on the operation state of the one of the plurality of 
operation members other than the first operation mem 
ber, to wait based on the game parameter associated with 
a combination of the first instruction target and the Sec 
ond instruction target. 

4. The game device according to claim 1, wherein the at 
least one microprocessor: 
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determine whether or not a distance between the first 
instruction target and the second instruction target is a 
reference distance or longer; and 

cause, in a case where the distance between the first 
instruction target and the second instruction target is the 
reference distance or longer, the second instruction tar 
get to act based on the operation of the computer instead 
of any one of the predetermined action and the action 
based on the operation state of one of the plurality of 
operation members other than the first operation mem 
ber. 

5. The game device according to claim 1, wherein the at 
least one microprocessor: 

acquire count information, which indicates a number of 
times the second instruction target performed any one of 
the predetermined action and the action based on the 
operation state of one of the plurality of operation mem 
bers other than the first operation member, from a stor 
age that stores the count information; 

determine whether or not the number of times is a prede 
termined number of times or more; and 

restrict, in a case where the number of times is the prede 
termined number of times or more, selection processing 
or any one of the predetermined action control and the 
action control based on the operation state of one of the 
plurality of operation members other than the first opera 
tion member. 

6. A method of controlling a game device including at least 
one microprocessor for executing a game configured so that a 
plurality of characters move within a game space, compris 
ing: 

acquiring, by the at least one microprocessor, information 
indicating operation states of a plurality of operation 
members comprising a first operation member which is 
used by a user to perform a direction instruction opera 
tion and a second operation member which is used by the 
user to perform a direction instruction operation; 

moving, by the at least one microprocessor, a first instruc 
tion target of the user, among the plurality of characters, 
based on a moving direction which is acquired based on 
an operation state of the first operation member; 

causing, by the at least one microprocessor, each of char 
acters of the plurality of characters other than the first 
instruction target of the user to act based on an operation 
of a computer; 

Selecting, by the at least one microprocessor, from among 
the characters that act based on the operation of the 
computer, a second instruction target of the user based 
on a direction which is acquired based on an operation 
state of the second operation member, and 

causing, by the at least one microprocessor, instead of the 
action control based on the operation of the computer, 
the second instruction target to perform any one of a 
predetermined action and an action based on an opera 
tion state of one of the plurality of operation members 
other than the first operation member. 

7. A non-transitory computer readable information storage 
medium having a program recorded thereon, the program 
causing a computer to function as a game device for executing 
a game configured so that a plurality of characters move 
within a game space, the program causing the computer to 
function as: 

a unit that acquires information indicating operation States 
of a plurality of operation members comprising a first 
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operation member which is used by a user to perform a 
direction instruction operation and a second operation 
member which is used by the user to perform a direction 
instruction operation; 

a first control unit that moves a first instruction target of the 
user, among the plurality of characters, based on a mov 
ing direction which is acquired based on an operation 
state of the first operation member; 

a second control unit that causes each of characters of the 
plurality of characters other than the first instruction 
target of the user to act based on an operation of the 
computer; 

a selection unit that selects, from among the characters on 
which the second control unit performs action control, a 
second instruction target of the user based on a direction 
which is acquired based on an operation state of the 
second operation member, and 

a third control unit that causes, instead of the action control 
performed by the second control unit, the second 
instruction target selected by the selection unit to per 
form any one of a predetermined action and an action 
based on an operation state of one of the plurality of 
operation members other than the first operation mem 
ber. 

8. (canceled) 
9. A game device for executing a game configured so that a 

plurality of characters move within a game space, compris 
ing: 

a plurality of operation members comprising a first opera 
tion member which is used by a user to perform a direc 
tion instruction operation and a second operation mem 
ber which is used by the user to perform a direction 
instruction operation; 

first control means for moving a first instruction target of 
the user among the plurality of characters based on a 
moving direction which is acquired based on an opera 
tion state of the first operation member; 

second control means for causing each of characters of the 
plurality of characters other than the first instruction 
target of the user to act based on an operation of a 
computer; 

selection means for selecting, from among the characters 
on which the second control means performs action 
control, a second instruction target of the user based on 
a direction which is acquired based on an operation state 
of the second operation member; and 

third control means for causing, in place of the action 
control performed by the second control means, the 
second instruction target selected by the selection means 
to perform any one of a predetermined action and an 
action based on an operation state of one of the plurality 
of operation members other than the first operation 
member. 

10. A game device for executing a game configured so that 
a plurality of characters move within a game space, compris 
ing: 

a plurality of operation members comprising a first opera 
tion member which is used by a user to perform a direc 
tion instruction operation and a second operation mem 
ber which is used by the user to perform a direction 
instruction operation; 

a first control unit that moves a first instruction target of the 
user among the plurality of characters based on a moving 
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direction which is acquired based on an operation state 
of the first operation member; 

a second control unit that causes each of characters of the 
plurality of characters other than the first instruction 
target of the user to act based on an operation of a 
computer; 

a selection unit that selects, from among the characters on 
which the second control means performs action con 
trol, a second instruction target of the user based on a 
direction which is acquired based on an operation state 
of the second operation member, and 

a third control unit that causes, in place of the action control 
performed by the second control unit, the second 
instruction target selected by the selection unit to per 
form any one of a predetermined action and an action 
based on an operation state of one of the plurality of 
operation members other than the first operation mem 
ber. 


