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Description

BACKGROUND

[0001] The present disclosure relates to a game sys-
tem, a controller, a game device, a control method for
such a game device, and a program.
[0002] Some game devices are operated using a con-
troller associated with a user. When a screen associated
with the user is being displayed on this type of game
device, the game device can be operated by the controller
associated with that user.

SUMMARY

[0003] It may be desired that the game device be con-
nected with a general-purpose controller such as a tele-
vision (TV) remote control to view videos, for example.
In such a case, an inconvenience may be experienced
if the game device can be operated only by the controller
associated with a particular user. Where a minimally in-
dividualized general-purpose function such as viewing
of videos is being executed, it is preferred that anyone
be allowed to perform such common operations as play-
ing of a video.
[0004] The present disclosure has been made in view
of the above circumstances and provides a game system
including a game device and a controller and enabling a
process of a general-purpose function not associated
with the user using the controller to be executed in ac-
cordance with a function of operating members of the
controller.
[0005] Previously proposed arrangements are dis-
closed by the Wikipedia entry on the "Wii U" dated 31
December 2012 (https://en.wikipedia.org/w/in-
dex.php?title=Wii_U&oldid=530655451).
[0006] Respective aspects and features of the disclo-
sure are defined by the appended claims.

BRIEF DESCRIPTION OF THE DRAWINGS

[0007] Embodiments of the disclosure will now be de-
scribed, by way of example only, with reference to the
accompanying drawings in which:

FIG. 1 is a configuration diagram showing a typical
overall configuration of a game system in one em-
bodiment of the present disclosure;
FIG. 2 is a schematic diagram showing typical use
status of a game device in one embodiment of the
present disclosure;
FIG. 3 is a tabular view showing a typical association
table associating controller identifiers with user iden-
tifiers in one embodiment of the present disclosure;
FIG. 4 is a schematic diagram showing a typical user
screen associated with a user displayed on a display
section in one embodiment of the present disclosure;
FIG. 5 is a schematic diagram showing a typical ap-

pearance of an audio video (AV) remote controller
in one embodiment of the present disclosure;
FIG. 6 is a functional block diagram showing typical
functions implemented by the game device and the
AV remote controller in one embodiment of the
present disclosure;
FIG. 7 is a flowchart of a typical process executed
by the game system under operating instructions
from the AV remote controller in one embodiment of
the present disclosure;
FIG. 8 is a schematic diagram showing a general
screen in one embodiment of the present disclosure;
FIG. 9 is a tabular view showing a typical operating
member information table stored in a storage section
of the game device in one embodiment of the present
disclosure;
FIG. 10 is a schematic diagram showing a typical
user screen associated with a user and displayed
anew on the display section in one embodiment of
the present disclosure;
FIG. 11 is a schematic diagram showing a typical
peripheral device setting screen displayed on the
display section in one embodiment of the present
disclosure;
FIG. 12 is a schematic diagram showing a typical
wirelessly connected device setting screen dis-
played on the display section in one embodiment of
the present disclosure;
FIG. 13 is a schematic diagram showing a typical
connecting operation screen displayed on the dis-
play section in one embodiment of the present dis-
closure;
FIG. 14 is a schematic diagram showing a typical
wirelessly connected device setting screen in effect
after a connection is established between the AV
remote controller and the game device; and
FIG. 15 is a schematic diagram showing a typical
user screen associated with a user who uses multiple
controllers.

DETAILED DESCRIPTION OF THE PREFERRED EM-
BODIMENTS

[First Embodiment]

[0008] FIG. 1 is a configuration diagram showing a typ-
ical overall configuration of a game system 1 in a first
embodiment of the present disclosure. The game system
1 in the embodiment includes a display section 17, a
game device 10, and multiple controllers capable of op-
erating the game device 10.
[0009] The game device 10 is an information process-
ing device used by a user to play games and view videos.
For example, the game device 10 may be a home-use
game machine, a handheld video game machine, or a
personal computer. As shown in FIG. 1, the game device
10 in the embodiment includes a control section 11, a
storage section 12, an image processing section 13, and
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a communication section 14. The game device 10 is con-
nected with an AV remote controller 15, a game controller
16a, another game controller 16b, and a display section
17.
[0010] The control section 11 includes a program con-
trol device such as a central processing unit (CPU) and
executes diverse information processing in accordance
with programs stored in the storage section 12. The stor-
age section 12 includes a memory device such as a ran-
dom access memory (RAM) or a read-only memory
(ROM) storing the programs to be executed by the control
section 11 and the data to be processed by the programs.
The storage section 12 also functions as a work memory
for the control section 11.
[0011] The image processing section 13 includes a
graphical processing unit (GPU) and a frame buffer mem-
ory, for example. In accordance with a drawing instruction
from the control section 11, the image processing section
13 draws an image to be displayed on the screen of the
display section 17. As a specific example, the image
processing section 13 may have a frame buffer memory
corresponding to the screen of the display section 17.
Under instructions from the control section 11, the GPU
writes images to the frame buffer memory at predeter-
mined time intervals. The image written to the frame buff-
er memory is converted to a video signal in a suitably
timed manner and displayed on the screen of the display
device 17.
[0012] The communication section 14 is an interface
that transmits and receives data to and from another de-
vice via a communication network. The game device 10
transmits and receives information to and from another
device via the communication section 14. In the embod-
iment, the communication section 14 transmits and re-
ceives information to and from the AV remote controller
15 and the game controller 16 (16a and 16b) using a
wireless communication function such as Bluetooth (reg-
istered trademark).
[0013] The AV remote controller 15 is a device that
receives the input of the user’s operations. For example,
the AV remote controller 15 may be a general-purpose
controller for operating an AV amplifier, a TV set, or a
home-use game machine. The user operates the AV re-
mote controller 15 to input various instructions to the AV
amplifier, the TV set, or the home-use game machine. In
the embodiment, the AV remote controller 15 is assumed
to be used primarily for operating the game device 10.
The AV remote controller 15 may include part or all of
the functions provided by the game controller 16 dedi-
cated for use with the game device 10.
[0014] The game controller 16 is a device that receives
the input of the user’s operations. For example, the game
controller 16 may be a controller for a home-use game
machine. The user operates the game controller 16 to
input various instructions to the game device 10. In the
embodiment, the game controller 16 is assumed to be
dedicated for use with the game device 10.
[0015] The display section 17 is a display device such

as a home-use TV set or a liquid crystal display. The
display section 17 displays the image corresponding to
the video signal output from the image processing section
13.
[0016] FIG. 2 is a schematic diagram showing typical
use status of the game device 10 in the embodiment.
Multiple users can use the same game device 10 in the
embodiment. Each user can use the game device 10 by
creating an individual account for login purposes. FIG. 2
shows a typical login screen 90 displayed when the game
device 10 is started. On the login screen 90, user A op-
erating the game controller 16a can log in by selecting a
login image 91 (login image 91a corresponding to an ac-
count name "user A" on the screen) for login to his/her
account. At this point, the game controller 16a is associ-
ated with a user identifier identifying the user A (e.g.,
account name "user A"). That is, the operator of the game
controller 16a is identified as the user A. Thereafter, the
operating instructions output from the game controller
16a will be processed as the information regarding "user
A." On the same login screen 90, user B operating the
game controller 16b can log in by selecting another login
image 91 (login image 91b corresponding to an account
name "user B" on the screen) for login to his/her account.
The game controller 16b is then associated with a user
identifier identifying the user B (e.g., account name "user
B"). The operator of the game controller 16b is thus iden-
tified as the user B. Thereafter, the operating instructions
output from the game controller 16b will be processed
as the information regarding "user B."
[0017] Once the game controller 16 is associated with
the user identifier, the association information about the
game controller 16 and the corresponding user identifier
is stored into the storage section 12 of the game device
10. FIG. 3 is a tabular view showing a typical association
table Tbl100 associating controller identifiers with user
identifiers in the embodiment. As shown in FIG. 3, each
controller identifier identifying the corresponding control-
ler connected to the game device 10 is stored in associ-
ation with the user identifier identifying the user operating
that controller. In FIG. 3, a controller identifier C001 iden-
tifying the game controller 16a is associated with the user
identifier A identifying the user A, and a controller iden-
tifier C002 identifying the game controller 16b is associ-
ated with the user identifier B identifying the user B. The
game device 10 determines the user from the information
identifying the controller (controller identifier C001 or
C002) in the association table Tbl100. The game con-
troller 16, it should be noted, is not the only controller
connectable with the game device 10. The AV remote
controller 15 or some other suitable controller may be
connected instead. In such cases, each controller iden-
tifier identifying the corresponding controller is also
stored in the association table Tbl100 in association with
the user identifier identifying the user operating the con-
troller.
[0018] With the game device 10 identifying the user
from the controller identifier, during execution of a user
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function associated with the identified user (e.g., while a
user screen associated with the user is being displayed
on the display section 17), all operating instructions from
any other user with regard to that user function may be
arranged to be rejected. Also, upon receipt of an operat-
ing instruction from another user, the execution of the
process corresponding to the operating instruction may
be limited. Rejecting the operating instructions from any
other user constitutes effective means to improve secu-
rity, particularly when highly individualized information is
displayed, such as at the time of displaying the user’s
account information or at the time of purchasing a game.
[0019] FIG. 4 is a schematic diagram showing a typical
user screen associated with the user displayed on the
display section 17 in the embodiment. A user screen
200B shown in FIG. 4 is a top screen displayed after the
user B has logged in, for example. The user screen 200B
is the screen generated for each user (the screen is as-
sociated with the user B in this case). For example, the
user screen 200B includes a function area 201B and a
main area 202B. The function area 201B may display a
user identifying icon 230B identifying the operating user
and a function icon 250B indicating the function used by
the user. In FIG. 4, the user identifying icon 230B displays
an icon identifying the user B, and the function icon 250B
displays an icon indicating the game controller 16b op-
erated by the user B and an icon indicating the remaining
battery level of the game controller 16b. The main area
202B may display a starting image 210B for starting var-
ious applications and an execution history image 220B
indicating the execution history of applications. The di-
verse items of information displayed on the user screen
200B reflect the use status of the game device 10 as
used by the user B. For example, the function icon 250B
reflects the controller associated with the user B as de-
termined in reference to the association table Tbl100.
[0020] During display of the user screen 200B associ-
ated with the user B as shown in FIG. 4, the game device
10 basically executes only the processes corresponding
to the operating instructions from the game controller 16b
operated by the user B. For example, if the game con-
troller 16a operated by the user A outputs operating in-
formation for selecting the starting image 210B, the game
device 10 rejects the operating information from the
game controller 16a operated by the user A that is not
associated with the user identifier B. Alternatively, the
game device 10 will not execute the process of selecting
the starting image 210B even if receiving the operating
information from the game controller 16a operated by the
user A.
[0021] However, during execution of a general-pur-
pose function of relatively low individuality such as watch-
ing of TV programs, viewing of videos, or playing of mu-
sic, an inconvenience would be experienced if the oper-
ating instructions from any other user were rejected. For
example, when TV programs are to be watched, videos
are to be viewed, or music is to be played, the general-
purpose AV remote controller 15 may be easier to oper-

ate than a game controller dedicated for use with a game
device. With the AV remote controller 15 connected to
the game device 10 for control use, if a specific user were
associated with the AV remote controller 15 as with the
above-described game controller 16, only the user func-
tion associated with that user could be operated. It is thus
preferred that the AV remote controller 15 be used by
anyone for performing operations to view videos or to
play music (e.g., play, stop, volume control). In the em-
bodiment, during execution of a general-purpose func-
tion not associated with the user operating the AV remote
controller 15, the game system 1 enables the operations
received from the AV remote controller 15 to be per-
formed with the general-purpose function. The AV re-
mote controller 15 connected with the game device 10
has first operating members and second operating mem-
bers. The first operating members are associated with
the functions that can be processed during execution of
a general-purpose function not associated with the user
operating the AV remote controller 15, and the second
operating members are associated with the functions for
executing processes of the user function associated with
the user operating the AV remote controller 15.
[0022] FIG. 5 is a schematic diagram showing a typical
appearance of the AV remote controller 15 in the embod-
iment. As shown in FIG. 5, the surface of the AV remote
controller 15 has a first operating member group 150
composed of multiple first operating members, a second
operating member group 160 made up of multiple second
operating members, and a third operating member group
170 formed by multiple third operating members. The
first operating members are associated with the functions
that can be processed regardless of the user operating
the AV remote controller 15 and regardless of the user
associated with the function currently executed by the
game device 10. The first operating members are basi-
cally assigned the functions that can be operated by an-
yone with no trouble. In the embodiment, as shown in
FIG. 5, the first operating members include a play button
151 associated with the function of reproducing videos
and music and a volume key 152 associated with the
function of controlling the sound volume, for example.
Meanwhile, the second operating members are associ-
ated with the function of executing the process of the
user function associated with the user operating the AV
remote controller 15. In the embodiment, the second op-
erating members are assumed to have the functions sim-
ilar to those of the operating members of the game con-
troller 16. For example, the second operating members
include a "circle (o) button," a "cross (3) button," a
"square (h) button," a "triangle (Δ) button," and arrow
keys arranged on the game controller 16. The second
operating members may also function as the first oper-
ating members that can be processed regardless of the
user operating the AV remote controller 15. The third
operating members are associated with the function of
executing the process of the user function associated
with the user operating the AV remote controller 15. In
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particular, the third operating members are each as-
signed the function of executing the process of a highly
individualized function for the user. In the embodiment,
the third operating members are each assigned the func-
tion of switching to a user function principally associated
with the user operating the AV remote controller. For ex-
ample, the third operating members include a home but-
ton 171 with the function of displaying the top screen
associated with the user, and a share button 172 with
the function of starting an application for uploading vid-
eos, among others, owned by the user. These functions
corresponding to the third operating members are ar-
ranged to be processed only if the user operating the AV
remote controller 15 is identified. If no user identifier is
associated with the AV remote controller 15, then the
game device 10, before executing a process correspond-
ing to any of the third operating members, needs to iden-
tify the user by having a suitable user identifier associated
with the AV remote controller 15.
[0023] FIG. 6 is a functional block diagram showing
typical functions implemented by the game device 10 and
the AV remote controller 15 in the embodiment. As shown
in FIG. 6, the AV remote controller 15 in the embodiment
functionally includes an operation receiving section 21
and an operating information outputting section 22.
These functions are implemented by a control section
executing a programs stored in a storage section of the
controller. This program may be stored on any of various
computer-readable information storage media such as
optical disks or downloaded via the communication net-
work when offered.
[0024] The game device 10 in the embodiment func-
tionally includes an operating information acquiring sec-
tion 31, a first process executing section 33, a second
process executing section 34, a user identifier associat-
ing section 35, a third process executing section 36, an
association table Tbl100, and an operating member in-
formation table Tbl200. The functions of the operating
information acquiring section 31, the first process exe-
cuting section 33, the second process executing section
34, the user identifier associating section 35, and the
third process executing section 36 are implemented by
the control section 11 executing a program stored in the
storage section 12 of the game device 10. This program
may be stored on any of various computer-readable in-
formation storage media such as optical disks or down-
loaded via the communication network such as the Inter-
net when offered. The association table Tbl100 and the
operating member information table Tbl200 are imple-
mented in the storage section 12.
[0025] The operation receiving section 21 of the AV
remote controller 15 receives operations performed on
the operating members of the AV remote controller 15.
[0026] The operating information outputting section 22
of the AV remote controller 15 generates the operating
information representing the operation received by the
operation receiving section 21 and outputs the generated
operating information to the game device 10. In this case,

the operating information outputting section 22 may out-
put as the operating information either an operating mem-
ber code identifying the corresponding operating mem-
ber or information indicative of the function associated
with the operating member. When the information indic-
ative of the function is output as the operating information,
the game device 10 can identify the function to be exe-
cuted from the operating information. When the operating
member code is output as the operating information, the
game device 10 needs to retain association information
by which each operating member code is associated with
the corresponding function so as to identify the function
corresponding to the received operating member code.
There may be a case where one operating member is
associated with multiple functions. For example, press-
ing an operating member once may designate one func-
tion, and holding down the same operating member may
designate another function. In that case, a code allocated
to each function may be output as the operating informa-
tion.
[0027] The operating information acquiring section 31
of the game device 10 acquires the operating information
output from the operating information outputting section
22 of the AV remote controller 15.
[0028] An execution function identifying section 32 of
the game device 10 identifies both the type of the oper-
ating information acquired by the operating information
acquiring section 31 and the function currently executed
by the game device 10. The operating information type
indicates which of the operating members has been op-
erated to output the operating information. It is assumed
here that first operating information is output by operation
of any of the first operating members, second operating
information is output by operation of any of the second
operating members, and third operating information is
output by operation of any of the third operating mem-
bers. Specifically, if the game device 10 is executing a
general-purpose function and if the acquired operating
information is identified as the first operating information,
the operating information is processed by the first proc-
ess executing section 33. If the game device 10 is exe-
cuting a user function and if the acquired operating infor-
mation is identified as the second operating information,
the operating information is processed by the second
process executing section 34. If the acquired operating
information is identified as the third operating information,
the operating information is processed by the third proc-
ess executing section 36.
[0029] The first process executing section 33 of the
game device 10 executes the process on the basis of the
first operating information acquired by the operating in-
formation acquiring section 31. In this case, during exe-
cution of a general-purpose function not associated with
the user using the game device 10, the first process ex-
ecuting section 33 executes the process of the general-
purpose function in accordance with the first operating
information acquired by the operating information acquir-
ing section 31. Specifically, the process executed by the

7 8 



EP 3 061 504 B1

6

5

10

15

20

25

30

35

40

45

50

55

first process executing section 33 is one which is exe-
cuted by the general-purpose function such as a video
playing function currently executed by the game device
10. The first process executing section 33 executes the
process on the basis of the first operating information
associated with the general-purpose function. Mean-
while, during non-execution of a general-purpose func-
tion associated with none of the users using the game
device 10, the first process executing section 33 limits
execution of the process of the general-purpose function
in accordance with the first operating information ac-
quired by the operating information acquiring section 31.
That is, if the game device 10 is not executing any gen-
eral-purpose function, no process is executed even given
the first operating information associated with the gen-
eral-purpose function.
[0030] The second process executing section 34 of the
game device 10 executes the process on the basis of the
second operating information acquired by the operating
information acquiring section 31. In this case, during ex-
ecution of a user function associated with the user oper-
ating the AV remote controller 15, the second process
executing section 34 executes the process of the user
function in accordance with the second operating infor-
mation acquired by the operating information acquiring
section 31. Specifically, the process executed by the sec-
ond process executing section 34 is one which is exe-
cuted by the user function associated with the user, such
as a game application currently executed by the game
device 10. The second process executing section 34 ex-
ecutes the process on the basis of the second operating
information associated with the user function. Mean-
while, during non-execution of the user function associ-
ated with the user operating the AV remote controller 15,
the second process executing section 34 limits execution
of the process of the user function in accordance with
the second operating information acquired by the oper-
ating information acquiring section 31. That is, the user
function processes only the second operating informa-
tion from the controller operated by the user associated
with the user function.
[0031] The user identifier associating section 35 of the
game device 10 associates the controller connected to
the game device 10 with the user identifier identifying the
user operating the connected controller. As described
above, when the user operating the controller selects the
login image 91 on the login screen 90 in FIG. 2 to log in
to his/her account, the user identifier associating section
35 associates the controller with the user identifier iden-
tifying the user.
[0032] The third process executing section 36 of the
game device 10 executes the process on the basis of the
third operating information acquired by the operating in-
formation acquiring section 31. In this case, even during
execution of any function, i.e., regardless of the general-
purpose function or the user function associated with the
user being executed, the third process executing section
36 executes the process associated with the third oper-

ating information in accordance therewith following ac-
quisition of the information by the operating information
acquiring section 31. Specifically, the third process exe-
cuting section 36 primarily executes the process of
switching to, and executing, the user function designated
by the third operating information.
[0033] Explained below with reference to the flowchart
shown in FIG. 7 is a typical process executed by the
game system 1 under operating instructions from the AV
remote controller 15 in the embodiment.
[0034] The game device 10 is assumed to be executing
a general-purpose function associated with none of the
users using the game device 10. It is also assumed here
that the video playing function is being executed as the
general-purpose function associated with none of the us-
ers using the game device 10. FIG. 8 is a schematic di-
agram showing a general screen 100 displayed on the
display section 17 in the embodiment. The general
screen 100 shown in FIG. 8 is displayed when the game
device 10 executes the application for playing videos.
[0035] With the general screen 100 displayed as
shown in FIG. 8, the user A operates the AV remote con-
troller 15. This causes the operating information acquir-
ing section 31 of the game device 10 to acquire the op-
erating information output from the AV remote controller
15 (step S101).
[0036] In this example, the operating information out-
put from the AV remote controller 15 may be the operating
member code identifying the operating member operated
by the user A. The storage section 12 of the game device
10 is assumed to store in advance the operating member
information table Tbl200 that associates operating mem-
ber codes, operating member functions, and operating
information types with one another. FIG. 9 is a tabular
view showing a typical operating member information ta-
ble Tbl200 stored in the storage section 12 of the game
device 10 in the embodiment. As shown in FIG. 9, the
operating member information table Tbl200 holds the op-
erating member codes each identifying the correspond-
ing operating member of the AV remote controller 15, the
functions each associated with the corresponding oper-
ating member, and the information indicative of different
operating information types (information indicating the
first operating information, the second operating informa-
tion, etc.), all associated with one another for manage-
ment purposes. Referencing the operating member in-
formation table makes it possible to identify the function
associated with the operating information (operating
member code) acquired by the operating information ac-
quiring section 31 of the game device 10, as well as the
type of the operating information.
[0037] The operating member information table may
be managed for each function executed by the game
device 10. For example, the first operating member group
150 of the AV remote controller 15 in FIG. 5 may be as-
sociated with a predetermined general-purpose function
executed by the game device 10. The general-purpose
function may then receive only the operating information
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regarding the operating members included in the first op-
erating member group 150 and reject the operating in-
formation regarding any other operating members. Also,
different functions may be associated with each operat-
ing member depending on the function executed by the
game device 10. For example, where an operating mem-
ber "circle button" is arranged on the AV remote controller
15, the function associated with the "circle button" may
be either "enter" or "back" depending on the application
in use. The functions associated with the operating mem-
bers may be changed as desired by rewriting the oper-
ating member information table.
[0038] The execution function identifying section 32
identifies the function to be executed from the operating
information acquired by the operating information acquir-
ing section 31 (step S102). If the execution function iden-
tifying section 32 determines that the operating informa-
tion acquired by the operating information acquiring sec-
tion 31 of the game device 10 is the first operating infor-
mation, the execution function identifying section 32 ex-
ecutes the process in accordance with the acquired op-
erating information (step S103), and terminates the proc-
ess.
[0039] Specifically, suppose that with the general
screen 100 displayed as shown in FIG. 8, the play button
151 as one of the first operating members of the AV re-
mote controller 15 is operated. Operating the play button
151 causes the operation receiving section 21 of the AV
remote controller 15 to receive the operating instruction
on the play button 151. The operating information out-
putting section 22 of the AV remote controller 15 outputs
to the game device 10 the operating information indica-
tive of an operating member code B001 representing the
play button 151.
[0040] When the operating information acquiring sec-
tion 31 of the game device 10 has acquired the operating
information representative of the operating member code
B001, the execution function identifying section 32 iden-
tifies as the first operating information the operating in-
formation acquired by reference to the operating member
information table Tbl200. In turn, the first process exe-
cuting section 33 executes the function (a playing proc-
ess in this example) associated with the acquired oper-
ating information. With the first process executing section
33 executing the playing process of the video playing
function, a video is displayed on the general screen 100
shown in FIG. 8.
[0041] As described, an operating instruction on any
of the first operating members causes the corresponding
process to be executed on the general screen 100 asso-
ciated with none of the users using the game device 10.
[0042] It was explained above that the general screen
is displayed on which the video playing function is exe-
cuted as the general-purpose function associated with
none of the users who use the game device 10. However,
this example is not limitative of executable general-pur-
pose functions. For example, a music playing function
may be executed in the background as another general-

purpose function associated with none of the users using
the game device 10. In this case, the display section 17
may be arranged to display a user screen associated
with one of the users using the game device 10 (such as
the top screen associated with the user B and shown in
FIG. 4), without displaying any screen regarding the mu-
sic playing function. Also in this case, the first process
executing section 33 executes the process of the music
playing function in accordance with the operating instruc-
tion (e.g., stop, fast-forward) on any of the first operating
members of the AV remote controller 15. In this manner,
even during display of the user screen associated with a
user different from the user operating the AV remote con-
troller 15, as long as a general-purpose function is being
executed, the process of the general-purpose function is
executed in accordance with the operating instruction on
any of the first operating members of the AV remote con-
troller 15. Likewise, during display on the display section
17 of the top screen associated with the user A operating
the AV remote controller 15, the process of the general-
purpose function is executed in accordance with the op-
erating instruction on any of the first operating members
of the AV remote controller 15.
[0043] Meanwhile, if the execution function identifying
section 32 determines that the operating information ac-
quired by the operating information acquiring section 31
of the game device 10 is the third operating information,
the execution function identifying section 32 further de-
termines whether a user identifier is associated with the
AV remote controller 15 having output the operating in-
formation. That is, the execution function identifying sec-
tion 32 determines whether a user identifier is associated
with the controller identifier identifying the AV remote
controller 15 in the association table Tbl100.
[0044] If the execution function identifying section 32
determines that no user identifier is associated with the
AV remote controller 15, the user identifier associating
section 35 associates the AV remote controller 15 with
the user identifier (step S104).
[0045] Specifically, suppose that the home button 171
is operated as one of the third operating members of the
AV remote controller 15 not associated with any user
identifier. The operation causes the operation receiving
section 21 of the AV remote controller 15 to receive the
operating instruction on the home button 171. The oper-
ating information outputting section 22 of the AV remote
controller 15 outputs to the game device 10 the operating
information indicative of an operating member code B003
representing the home button 171.
[0046] When the operating information acquiring sec-
tion 31 of the game device 10 has acquired the operating
information indicative of the operating member code
B003, the execution function identifying section 32 iden-
tifies as the third operating information the operating in-
formation acquired by reference to the operating member
information table Tbl200, and determines that no user
identifier is associated with the AV remote controller 15.
In this case, the login screen 90 shown in FIG. 2 is dis-
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played on the display section 17. It should be noted that
the top screen, which is the function associated with the
operating member code B003, varies from one user to
another and it is difficult to be displayed unless the user
is identified. The user operating the AV remote controller
15 is thus prompted to log in to let the user identifier
associating section 35 associate the AV remote controller
15 with the user identifier. Once the AV remote controller
15 is associated with the user identifier by the user iden-
tifier associating section 35, the controller identifier iden-
tifying the AV remote controller 15 is stored into the as-
sociation table Tbl100 in association with the user iden-
tifier. This enables the user operating the AV remote con-
troller 15 to be identified and the top screen associated
with the identified user to be displayed. For example, on
the login screen 90 shown in FIG. 2, the user A operates
on the login image 91 to log in to his/her account (login
image 91a associated with the account name "user A" in
FIG. 2). This causes a controller identifier C003 identify-
ing the AV remote controller 15 to be stored into the as-
sociation table Tbl100 in association with the user iden-
tifier A identifying the user A. This is how the user oper-
ating the AV remote controller 15 is identified.
[0047] In step S104, the user identifier associating sec-
tion 35 associates the AV remote controller 15 with the
user identifier. In turn, the third process executing section
36 executes the process on the basis of the user identifier
associated by the user identifier associating section 35
and the operating information acquired by the operating
information acquiring section 31 (step S105), and termi-
nates the process.
[0048] If the execution function identifying section 32
determines in step S102 that the acquired operating in-
formation is the third operating information and that the
user identifier is associated with the AV remote controller
15, then the third process executing section 36 executes
the process on the basis of the user identifier associated
with the AV remote controller 15 and the operating infor-
mation acquired by the operating information acquiring
section 31 (step S105), and terminates the process.
[0049] In this example, the third process executing sec-
tion 36 generates the user screen associated with the
user A in accordance with the user identifier A associated
with the AV remote controller 15, and substitutes the gen-
erated user screen for the general screen 100 displayed
on the display section 17. FIG. 10 is a schematic diagram
showing a typical user screen 200A associated with the
user A and displayed anew on the display section 17 in
the embodiment. The user screen 200A shown in FIG.
10 is the top screen displayed after the user A has logged
in, for example. The user screen 200A in FIG. 10, which
is the screen generated for each user (this screen is as-
sociated with the user A), includes a function area 201A
and a main area 202A, for example. The function area
201A may display a user identifying icon 230A identifying
the user doing the operation, and a function icon 251A
indicating the function used by the user, for example. In
FIG. 10, the user identifying icon 230A shows an icon

indicative of the user A, while the function icon 251A
shows an icon indicative of the AV remote controller 15
operated by the user A and an icon representative of the
remaining battery level of the AV remote controller 15.
The main area 202A shows a starting image 210A for
starting various applications, and an execution history
image 220A indicating the execution history of each ap-
plication. The diverse items of information displayed on
the user screen 200A reflect the use status of the game
device 10 used by the user A. In this case, the function
icon 251A reflects the association made between the AV
remote controller 15 and the user identifier A by the user
identifier associating section 35 in step S104 and stored
into the association table Tbl100. In the table, the con-
troller identifier C003 identifying the AV remote controller
15 is associated with the user identifier A identifying the
user A. Incidentally, the manner in which each icon is
shown in FIG. 10 is only an example and is not limitative
of how the icons are to be displayed. For example, the
function icon 251A may display solely the icon represent-
ative of the AV remote controller 15 without displaying
the icon indicative of the remaining battery level of the
AV remote controller 15.
[0050] With the user screen 200A displayed as shown
in FIG. 10, the user A may operate one of the second
operating members (e.g., an arrow key) of the AV remote
controller 15. The operation causes the operating infor-
mation acquiring section 31 of the game device 10 to
acquire the operating information output from the AV re-
mote controller 15. When the execution function identi-
fying section 32 identifies the acquired operating infor-
mation as the second operating information, the second
process executing section 34 executes the process in
accordance with the operating information. That is, on
the user screen 200A, a selection cursor or like object is
moved as directed by the arrow key being operated.
[0051] If the execution function identifying section 32
determines in step S102 that the operating information
acquired by the operating information acquiring section
31 of the game device 10 is the second operating infor-
mation, the second process executing section 34 limits
execution of the process in accordance with the operating
information (step S106), and terminates the process.
[0052] Specifically, with the general screen 100 dis-
played as shown in FIG. 8, suppose that the second op-
erating member "circle button" of the AV remote controller
15 is operated. The operation causes the operation re-
ceiving section 21 of the AV remote controller 15 to re-
ceive the operating instruction on the "circle button." In
turn, the operating information outputting section 22 of
the AV remote controller 15 outputs to the game device
10 the operating information representative of an oper-
ating member code B004 of the "circle button."
[0053] When the operating information acquiring sec-
tion 31 of the game device 10 has acquired the operating
information representing the operating member code
B004, the execution function identifying section 32 iden-
tifies as the second operating information the operating
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information acquired by reference to the operating mem-
ber information table Tbl200. The execution function
identifying section 32 further determines that the general
screen 100 associated with none of the users using the
game device 10 is being displayed and that the user func-
tion associated with the user operating the AV remote
controller 15 is not being executed. As a result of this,
the second process executing section 34 limits execution
of the process associated with the operating information
acquired by the operating information acquiring section
31. That is, the display of the general screen 100 shown
in FIG. 8 remains unchanged because the second proc-
ess executing section 34 does not execute an enter proc-
ess associated with the "circle button."
[0054] It was explained above that the first operating
members are associated with the video playing function
executed as a general-purpose function. Other functions
associated with the first operating members include a
volume control function. Whereas the video playing func-
tion involves having the corresponding application exe-
cuted by the game device 10, there is no need for the
game device 10 to perform an application in executing
the volume control function. Specifically, the volume con-
trol function is commonly executed not by the game de-
vice 10 but by the display section 17. In the embodiment,
the operating information acquiring section 31 of the
game device 10 acquires the operating information about
the volume key 152 of the AV remote controller 15. In
turn, the first process executing section 33 executes the
process of outputting the acquired operating information
to the display section 17 via a connector. The display
section 17 then executes a volume control process on
the basis of the acquired operating information. In this
manner, the operation on any of the first operating mem-
bers associated with the operating information that is out-
put to an external device via the game device 10 may
always processed by the first process operating section
33 where the game device 10 is connected with the ex-
ternal device. That is, whereas the operations on the first
operating members associated with the video playing
function are processed only if the game device 10 is ex-
ecuting the video playing function, the operation on the
first operating member associated with the volume con-
trol function is processed even if the game device 10 is
not executing the volume control function. Such operat-
ing information that is output to an external device via
the game device 10 can be dealt with if the corresponding
operation can be processed by the external device such
as the display section 17. For example, another operation
of this kind is a channel changing operation.

[Second Embodiment]

[0055] In the first embodiment, the game device 10 de-
termines which of the first process executing section 33,
the second process executing section 34, and the third
process executing section 36 will execute the process
depending on the operating member operated on the AV

remote controller 15. In particular, if any of the third op-
erating members is operated and if no user identifier is
associated with the AV remote controller 15, the user
identifier associating section 35 associate the AV remote
controller 15 with the user identifier. In a second embod-
iment, by contrast, the user identifier associating section
35 associates the AV remote controller 15 with the user
identifier at a timing given by a predetermined operating
instruction such as when the game device 10 executes
a predetermined application or displays a predetermined
screen. In particular, the user identifier associating sec-
tion 35 may be arranged to execute the process at a
timing when a highly individualized user function is exe-
cuted, such as at the time of acquiring an operating in-
struction to display a screen for connecting with external
services such as a game purchasing screen or a social
networking service (SNS) screen.
[0056] Specifically, the game device 10 is arranged to
store the third operating information as the operating in-
formation type associated with the operating instruction
to display a predetermined screen and the operating in-
struction to execute a predetermined application. In the
above example, it was explained that the third operating
information is associated with the third operating mem-
bers of the AV remote controller 15. In the second em-
bodiment, by contrast, the third operating information is
associated with the instructions indicative of predeter-
mined timings from the AV remote controller 15, such as
the instruction to display a predetermined screen and the
instruction to execute a predetermined application. That
is, the execution function identifying section 32 identifies
the process to be executed not at a timing when any of
the operating members associated with the third operat-
ing information is operated but at a timing when an in-
struction with which the third operating information is as-
sociated is given.
[0057] For example, suppose that during operation of
the first operating members of the AV remote controller
15 not associated with any user identifier, an operation
is performed to give an instruction to execute a prede-
termined application associated with the third operating
information. In such a case, the execution function iden-
tifying section 32 determines whether or not a user iden-
tifier is associated with the AV remote controller 15 having
output the instruction associated with the third operating
information. If no user identifier is determined to be as-
sociated, the execution function identifying section 32
prompts the user to perform a login operation by display-
ing the login screen 90 shown in FIG. 2. The login oper-
ation causes the user identifier associating section 35 to
associate the AV remote controller 15 with the user iden-
tifier. After the user identifier associating section 35 has
associated the AV remote controller 15 with the user iden-
tifier, the third process executing section 36 executes the
predetermined application under instructions from the AV
remote controller 15. If the AV remote controller 15 is
determined to be associated with the user identifier, the
predetermined application may be executed without de-
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lay under instructions from the AV remote controller 15.
As described, during operation of the first operating mem-
bers of the AV remote controller 15, no user is associated
with the AV remote controller 15; the user is associated
with the AV remote controller 15 only when a predeter-
mined, highly individualized user screen is displayed.
With the user identified only if the highly individualized
screen is displayed, the security of the user is ensured
while the user is being allowed to operate the game de-
vice 10 as desired using the AV remote controller 15.

[Third Embodiment]

[0058] With regard to the first and second embodi-
ments, it was explained that the user identifier associat-
ing section 35 associates the AV remote controller 15
with the user identifier at a timing given by a predeter-
mined operating instruction during operation of the pre-
determined operating members of the AV remote con-
troller 15. In a third embodiment, by contrast, the user
identifier associating section 35 associates the AV re-
mote controller 15 with the user identifier at a timing when
the AV remote controller 15 is connected to the game
device 10 for the first time.
[0059] Explained below is an example in which a con-
nection is established for the first time between the AV
remote controller 15 operated by the user A and the game
device 10.
[0060] When the user A connects the AV remote con-
troller 15 to the game device 10, the display section 17
displays a peripheral device setting screen. FIG. 11 is a
schematic diagram showing a typical peripheral device
setting screen 300 displayed on the display section 17
in the third embodiment. The peripheral device setting
screen 300 is used to set the peripheral devices connect-
ed to the game device 10 in wired or wireless fashion.
Typical peripheral devices include audio equipment, a
controller, a keyboard, a mouse, and a camera. As shown
in FIG. 11, the peripheral device setting screen 300 in-
cludes multiple peripheral device selection items 301,
each of which may be selectively designated by the user.
When the user selectively designates one of the periph-
eral device selection items 301, a detail screen is dis-
played on which the peripheral device indicated by the
selected peripheral device selection item 301 is to be set.
[0061] With this example, it is assumed that the user
A, in setting a connection with the AV remote controller
15, selectively designates the peripheral device selection
item 301 indicative of wirelessly connected devices. Se-
lectively designating the peripheral device selection item
301 indicating wirelessly connected devices displays a
wirelessly connected device setting screen 400. FIG. 12
is a schematic diagram showing a typical wirelessly con-
nected device setting screen 400 displayed on the dis-
play section 17 in the embodiment. As shown in FIG. 12,
the wirelessly connected device setting screen 400 dis-
plays a list of peripheral devices connected wirelessly
with the game device 10. This list displays a controller

item 401a indicative of a game controller A (correspond-
ing to the game controller 16a in the embodiment), a con-
troller item 401b indicative of a game controller B (cor-
responding to the game controller 16b in the embodi-
ment), and a controller item 402 representative of the AV
remote controller 15, each device being a peripheral de-
vice connected wirelessly with the game device 10. Each
controller item may be selectively designated by the user.
The selective designation of a given item by the user
displays the detail screen on which the peripheral device
indicated by the item is to be set. In this example, the
controller items 401a and 401b are each associated with
the user identifier identifying the user operating the cor-
responding game controller, whereas the controller item
402 has yet to be associated with the user identifier iden-
tifying the user operating the AV remote controller 15.
[0062] The controller item 402 is selectively designat-
ed on the wirelessly connected device setting screen 400
shown in FIG. 12 in order to set the connection with the
AV remote controller 15. The selective designation caus-
es a connecting operation screen 500 to be displayed.
FIG. 13 is a schematic diagram showing a typical con-
necting operation screen 500 displayed on the display
section 17 in the embodiment. The connecting operation
screen 500 shown in FIG. 13 includes a disconnect button
501 and a connect button 502, the disconnect button 501
being used to disconnect the connection between the AV
remote controller 15 and the game device 10, the connect
button 502 being used to establish the connection be-
tween the AV remote controller 15 and the game device
10.
[0063] Selectively designating the connect button 502
on the connecting operation screen 500 in FIG. 13 dis-
plays a screen for selecting the user who will operate the
AV remote controller 15. This user selecting screen may
be similar to the login screen 90 shown in FIG. 2. On the
login screen 90 in FIG. 2, the user A logs in to his/her
account by selecting the login image 91 (login image 91a
corresponding to the account name "user A" in this ex-
ample). At this point, the user identifier associating sec-
tion 35 associates the AV remote controller 15 with the
user identifier identifying the user A. The controller iden-
tifier identifying the AV remote controller 15 is stored into
the association table Tbl100 in association with the user
identifier identifying the user A. That is, the operator of
the AV remote controller 15 is identified as the user A.
Thereafter, the second operating information output from
the AV remote controller 15 is processed as the informa-
tion about the user A. When the user identifier associating
section 35 associates the AV remote controller 15 with
the user identifier in accordance with the user’s connect-
ing instruction as described above, the connection be-
tween the AV remote controller 15 and the game device
10 is established.
[0064] The process executed by the game system 1 in
accordance with operating instructions from the AV re-
mote controller 15 following the establishment of the con-
nection between the AV remote controller 15 and the
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game device 10 can be explained in reference to the
flowchart of FIG. 7 and thus will not be discussed further.
[0065] The connection between the AV remote con-
troller 15 and the game device 10 is disconnected by
selectively designating the disconnect button 501 on the
connecting operation screen 500 shown in FIG. 13. In
other words, the association between the AV remote con-
troller 15 and the user A is maintained until the disconnect
button 501 is selectively designated on the connecting
operation screen 500. Specifically, as long as the asso-
ciation between the AV remote controller 15 and the user
A is maintained in the association table Tbl100, the user
A can skip the display of the login screen for selecting
the user who will operate the AV remote controller 15
when again logging in after a log-out or power deactiva-
tion. Meanwhile, there may be set a power-saving mode
in which the AV remote controller 15 is deactivated after
no operations on the AV remote controller 15 have been
received for a predetermined time period. In this case,
at return from power-saving mode, it is also possible to
skip the display of the login screen for selecting the user
who will operate the AV remote controller 15.
[0066] FIG. 14 is a schematic diagram showing a typ-
ical wirelessly connected device setting screen 400 in
effect after a connection is established between the AV
remote controller 15 and the game device 10. On the
wirelessly connected device setting screen 400, as
shown in FIG. 14, the controller item 402 is associated
with the user identifier "user A" of the user A. The wire-
lessly connected device setting screen 400 in FIG. 14
verifies that the user operating the AV remote controller
15 is the user A. Also, it shows that the user identifier of
the user A is associated with both the controller item 401a
and the controller item 402, which indicates that multiple
different controllers may be associated with the same
user.
[0067] FIG. 15 is a schematic diagram showing a typ-
ical user screen 200A associated with the user A who
uses multiple controllers. The user screen 200A shown
in FIG. 15 is the top screen associated with the user A.
Except that it includes multiple function icons, the user
screen 200A in FIG. 15 is structurally similar to the user
screen 200A (top screen) in FIG. 10. Thus the same com-
ponents as those of the user screen 200A in FIG. 10 are
given the same reference symbols in FIG. 15, and their
explanations are omitted where redundant. On the user
screen 200A in FIG. 15, a function icon 250A displays
an icon indicative of the game controller 16a used by the
user A, and an icon indicative of the remaining battery
level of the game controller 16a. Also on the user screen
200A, a function icon 251A displays an icon indicative of
the AV remote controller 15 used by the user A, and an
icon indicative of the remaining battery level of the AV
remote controller 15. The display of the function icon
250A indicating the game controller 16a and the display
of the function icon 251A representing the AV remote
controller 15 verify that the user A uses two controllers
15 and 16a. During display of the user screen 200 shown

in FIG. 15, the second process executing section 34 and
the third process executing section 36 can deal with the
operating information from the AV remote controller 15
operated by the user A and the operating information
from the game controller 16a also operated by the user A.

Claims

1. A game system comprising
a game device (10) used by a first user and a second
user, and
a controller,
the game device including:

an association section (Tbl100) configured to
associate the controller with a user account of
the first user using the controller;
an image processing section (13) configured to
output a video signal for display of either a gen-
eral screen or a user screen;
a first process executing section (33) configured
such that while the general screen associated
with neither the user account of the first user nor
a user account of the second user is being dis-
played, the first process executing section is
configured to execute a process of a general-
purpose function in accordance with first oper-
ating information acquired from the controller,
the general purpose function being a video play-
ing function associated with neither the user ac-
count of the first user nor the user account of
the second user; and
a second process executing section (34) config-
ured such that while the user screen associated
with the user account of the first user is being
displayed, the second process executing sec-
tion is configured to execute a process of a first
user function in accordance with second oper-
ating information acquired from the controller,
the first user function being a video game appli-
cation function associated with the user account
of the first user,

the controller including:

a first operating member configured to be asso-
ciated with the first operating information;
a second operating member configured to be
associated with the second operating informa-
tion;
an operation receiving section (21) configured
to receive an operation on one of the first and
the second operating members; and
an operating information outputting section (22)
configured to output to the game device one of
the first and the second operating information
associated with the operation on the corre-
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sponding one of the first and the second oper-
ating members; and wherein:
while the user screen is being displayed, the
second process executing section is configured
to execute the process of the first user function
in accordance with only the second operating
information acquired from the controller.

2. The game system according to claim 1,
wherein while the general screen is being displayed,
the first process executing section is configured to
execute the process of the general purpose function
in accordance with the first operating information ac-
quired from either the controller associated with the
user account of the first user or a controller associ-
ated with the user account of the second user and
to reject the second operating information acquired
from the controller associated with the user account
of the first user.

3. A game device connected with a controller and us-
able by a first user and a second user;
the game device comprising:

an association section (Tbl100) configured to
associate the controller with a user account of
the first user using the controller;
an image processing section (13) configured to
output a video signal for display of either a gen-
eral screen or a user screen;
a first process executing section (33) configured
such that that while the general screen associ-
ated with neither the user account of the first
user nor a user account of the second user is
being displayed, the first process executing sec-
tion is configured to execute a process of a gen-
eral-purpose function in accordance with first
operating information acquired from the control-
ler, the general purpose function being a video
playing function associated with neither the user
account of the first user nor the user account of
the second user;
a second process executing section (34) config-
ured such that while the user screen associated
with the user account of the first user is being
displayed, the second process executing sec-
tion is configured to execute a process of a first
user function in accordance with second oper-
ating information acquired from the controller,
the first user function being a video game appli-
cation function associated with the user account
of the first user; and wherein
while the user screen is being displayed, the
second process executing section is configured
to execute the process of the first user function
in accordance with only the second operating
information acquired from the controller, the first
operating information associated with a first op-

erating member of the controller and the second
operating information associated with a second
operating member of the controller.

4. A control method for a game device connected with
a controller, the game device used by a first user and
a second user, the control method comprising:

associating the controller with a user account of
the first user using the controller;
outputting a video signal for display of either a
general screen or a user screen;
while the general screen associated with neither
the user account of the first user nor a user ac-
count of the second user is being displayed, ex-
ecuting a process of a general-purpose function
in accordance with first operating information
acquired from the controller, the general pur-
pose function being a video playing function as-
sociated with neither the user account of the first
user nor the user account of the second user;
while the user screen associated with the user
account of the first user is being displayed, ex-
ecuting a process of a first user function in ac-
cordance with second operating information ac-
quired from the controller, the first user function
being a video game application function associ-
ated with the user account of the first user; and
while the user screen is being displayed, exe-
cuting the process of the first user function in
accordance with only the second operating in-
formation acquired from the controller, the first
operating information associated with a first op-
erating member of the controller and the second
operating information associated with a second
operating member of the controller.

5. A program which, when executed by a game device
connected with a controller and used by a first user
and a second user, causes the game device to im-
plement the method of claim 4.

Patentansprüche

1. Spielsystem, das Folgendes umfasst:

eine Spielvorrichtung (10), die von einem ersten
Anwender und einem zweiten Anwender be-
nutzt wird, und
einen Controller,
wobei die Spielvorrichtung Folgendes umfasst:

einen Zuordnungsabschnitt (Tbl100), der
konfiguriert ist, dem Controller ein Anwen-
derkonto des ersten Anwenders, der den
Controller verwendet, zuzuordnen;
einen Bildverarbeitungsabschnitt (13), der
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konfiguriert ist, ein Videosignal zum Anzei-
gen einer allgemeinen Bildschirmanzeige
oder einer Anwenderbildschirmanzeige
auszugeben;
einen ersten Prozessausführungsabschnitt
(33), der so konfiguriert ist, dass dann, wenn
die allgemeine Bildschirmanzeige, die we-
der dem Anwenderkonto des ersten An-
wenders noch einem Anwenderkonto des
zweiten Anwenders zugeordnet ist, ange-
zeigt wird, der erste Prozessausführungs-
abschnitt so konfiguriert ist, dass er einen
Prozess einer allgemeinen Funktion in
Übereinstimmung mit ersten Bedienungs-
informationen ausführt, die von dem Cont-
roller erfasst werden, wobei die allgemeine
Funktion eine Videospielfunktion ist, die we-
der dem Anwenderkonto des ersten An-
wenders noch dem Anwenderkonto des
zweiten Anwenders zugeordnet ist; und
einen zweiten Prozessausführungsab-
schnitt (34), der so konfiguriert ist, dass
dann, wenn die Anwenderbildschirmanzei-
ge, die dem Anwenderkonto des ersten An-
wenders zugeordnet ist, angezeigt wird, der
zweite Prozessausführungsabschnitt so
konfiguriert ist, dass er einen Prozess einer
ersten Anwenderfunktion in Übereinstim-
mung mit zweiten Bedienungsinformatio-
nen ausführt, die von dem Controller erfasst
werden, wobei die erste Anwenderfunktion
eine Videospiel-Anwendungsfunktion ist,
die dem Anwenderkonto des ersten Anwen-
ders zugeordnet ist,

wobei der Controller Folgendes umfasst:

ein erstes Bedienungselement, das so kon-
figuriert ist, dass es den ersten Bedienungs-
informationen zugeordnet ist;
ein zweites Bedienungselement, das so
konfiguriert ist, dass es den zweiten Bedie-
nungsinformationen zugeordnet ist;
einen Bedienungsempfangsabschnitt (21),
der so konfiguriert ist, dass er eine Bedie-
nung an dem ersten oder dem zweiten Be-
dienungselement empfängt; und
einen Bedienungsinformationen-Ausgabe-
abschnitt (22), der so konfiguriert ist, dass
er an die Spielvorrichtung die ersten oder
die zweiten Bedienungsinformationen aus-
gibt, die der Bedienung des entsprechen-
den ersten oder zweiten Bedienungsele-
ments zugeordnet sind; und wobei:

dann, wenn die Anwenderbildschirmanzeige
angezeigt wird, der zweite Prozessausfüh-
rungsabschnitt so konfiguriert ist, dass er den

Prozess der ersten Anwenderfunktion in Über-
einstimmung nur mit den zweiten Bedienungs-
informationen ausführt, die von dem Controller
erfasst werden.

2. Spielsystem nach Anspruch 1,
wobei dann, während die allgemeine Bildschirman-
zeige angezeigt wird, der erste Prozessausfüh-
rungsabschnitt so konfiguriert ist, dass er den Pro-
zess der allgemeinen Funktion in Übereinstimmung
mit den ersten Bedienungsinformationen, die von
dem Controller, der dem Anwenderkonto des ersten
Anwenders zugeordnet ist, oder von einem Control-
ler, der dem Anwenderkonto des zweiten Anwen-
ders zugeordnet ist, ausführt, und die zweiten Be-
dienungsinformationen, die von dem Controller er-
fasst werden, der dem Anwenderkonto des ersten
Anwenders zugeordnet ist, ablehnt.

3. Spielvorrichtung, die mit einem Controller verbun-
den ist und von einem ersten Anwender und einem
zweiten Anwender verwendet werden kann;
wobei die Spielvorrichtung Folgendes umfasst:

einen Zuordnungsabschnitt (Tbl100), der konfi-
guriert ist, dem Controller ein Anwenderkonto
des ersten Anwenders, der den Controller ver-
wendet, zuzuordnen;
einen Bildverarbeitungsabschnitt (13), der kon-
figuriert ist, ein Videosignal zum Anzeigen einer
allgemeinen Bildschirmanzeige oder einer An-
wenderbildschirmanzeige auszugeben;
einen ersten Prozessausführungsabschnitt
(33), der so konfiguriert ist, dass dann, wenn die
allgemeine Bildschirmanzeige, die weder dem
Anwenderkonto des ersten Anwenders noch ei-
nem Anwenderkonto des zweiten Anwenders
zugeordnet ist, angezeigt wird, der erste Pro-
zessausführungsabschnitt so konfiguriert ist,
dass er einen Prozess einer allgemeinen Funk-
tion in Übereinstimmung mit ersten Bedienungs-
informationen ausführt, die von dem Controller
erfasst werden, wobei die allgemeine Funktion
eine Videospielfunktion ist, die weder dem An-
wenderkonto des ersten Anwenders noch dem
Anwenderkonto des zweiten Anwenders zuge-
ordnet ist; und
einen zweiten Prozessausführungsabschnitt
(34), der so konfiguriert ist, dass dann, wenn die
Anwenderbildschirmanzeige, die dem Anwen-
derkonto des ersten Anwenders zugeordnet ist,
angezeigt wird, der zweite Prozessausfüh-
rungsabschnitt so konfiguriert ist, dass er einen
Prozess einer ersten Anwenderfunktion in Über-
einstimmung mit zweiten Bedienungsinformati-
onen ausführt, die von dem Controller erfasst
werden, wobei die erste Anwenderfunktion eine
Videospiel-Anwendungsfunktion ist, die dem
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Anwenderkonto des ersten Anwenders zuge-
ordnet ist; und wobei
dann, wenn die Anwenderbildschirmanzeige
angezeigt wird, der zweite Prozessausfüh-
rungsabschnitt so konfiguriert ist, dass er den
Prozess der ersten Anwenderfunktion in Über-
einstimmung nur mit den zweiten Bedienungs-
informationen ausführt, die von dem Controller
erfasst werden, wobei die ersten Bedienungs-
informationen einem ersten Bedienungsele-
ment des Controllers zugeordnet sind und die
zweiten Bedienungsinformationen einem zwei-
ten Bedienungselement des Controllers zuge-
ordnet sind.

4. Steuerverfahren für eine Spielvorrichtung, die mit ei-
nem Controller verbunden ist, wobei die Spielvor-
richtung von einem ersten Anwender und einem
zweiten Anwender verwendet wird, wobei das Steu-
erverfahren die folgenden Schritte umfasst:

Zuordnen des Controllers zu einem Anwender-
konto des ersten Anwenders, der den Controller
verwendet;
Ausgeben eines Videosignals zum Anzeigen ei-
ner allgemeinen Bildschirmanzeige oder einer
Anwenderbildschirmanzeige;

wenn die allgemeine Bildschirmanzeige,
die weder dem Anwenderkonto des ersten
Anwenders noch einem Anwenderkonto
des zweiten Anwenders zugeordnet ist, an-
gezeigt wird, Ausführen eines Prozesses ei-
ner allgemeinen Funktion in Übereinstim-
mung mit ersten Bedienungsinformationen,
die von dem Controller erfasst werden, wo-
bei die allgemeine Funktion eine Video-
spielfunktion ist, die weder dem Anwender-
konto des ersten Anwenders noch dem An-
wenderkonto des zweiten Anwenders zu-
geordnet ist;
wenn die Anwenderbildschirmanzeige, die
dem Anwenderkonto des ersten Anwen-
ders zugeordnet ist, angezeigt wird, Aus-
führen eines Prozesses einer ersten An-
wenderfunktion in Übereinstimmung mit
zweiten Bedienungsinformationen, die von
dem Controller erfasst werden, wobei die
erste Anwenderfunktion eine Videospiel-
Anwendungsfunktion ist, die dem Anwen-
derkonto des ersten Anwenders zugeord-
net ist; und

dann, wenn die Anwenderbildschirmanzeige
angezeigt wird, Ausführen des Prozesses der
ersten Anwenderfunktion in Übereinstimmung
mit nur den zweiten Bedienungsinformationen,
die von dem Controller erfasst werden, wobei

die ersten Bedienungsinformationen einem ers-
ten Bedienungselement des Controllers zuge-
ordnet sind und die zweiten Bedienungsinfor-
mationen einem zweiten Bedienungselement
des Controllers zugeordnet sind.

5. Programm, das dann, wenn es durch eine Spielvor-
richtung, die mit einem Controller verbunden ist, aus-
geführt wird und von einem ersten Anwender und
einem zweiten Anwender verwendet wird, bewirkt,
dass die Spielvorrichtung das Verfahren nach An-
spruch 4 realisiert.

Revendications

1. Système de jeu, comprenant
un dispositif de jeu (10) utilisé par un premier utili-
sateur et un deuxième utilisateur, et
une unité de commande,
le dispositif de jeu comportant :

une partie d’association (Tbl100) configurée
pour associer l’unité de commande à un compte
utilisateur du premier utilisateur utilisant l’unité
de commande ;
une partie de traitement d’image (13) configurée
pour fournir en sortie un signal vidéo pour l’affi-
chage soit d’un écran général, soit d’un écran
utilisateur ;
une première partie d’exécution de processus
(33) configurée de telle manière que, lorsque
l’écran général associé ni au compte utilisateur
du premier utilisateur ni à un compte utilisateur
du deuxième utilisateur est affiché, la première
partie d’exécution de processus soit configurée
pour exécuter un processus d’une fonction gé-
néraliste conformément à une première infor-
mation fonctionnelle acquise auprès de l’unité
de commande, la fonction généraliste consis-
tant en une fonction de lecture vidéo associée
ni au compte utilisateur du premier utilisateur ni
au compte utilisateur du deuxième utilisateur ; et
une deuxième partie d’exécution de processus
(34) configurée de telle manière que, lorsque
l’écran utilisateur associé au compte utilisateur
du premier utilisateur est affiché, la deuxième
partie d’exécution de processus soit configurée
pour exécuter un processus d’une première
fonction utilisateur conformément à une deuxiè-
me information fonctionnelle acquise auprès de
l’unité de commande, la première fonction utili-
sateur consistant en une fonction d’application
de jeu vidéo associée au compte utilisateur du
premier utilisateur,

l’unité de commande comportant :
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un premier organe fonctionnel configuré pour
être associé à la première information
fonctionnelle ;
un deuxième organe fonctionnel configuré pour
être associé à la deuxième information
fonctionnelle ;
une partie de réception d’opération (21) confi-
gurée pour recevoir une opération sur l’un des
premier et deuxième organes fonctionnels ; et
une partie de fourniture en sortie d’information
fonctionnelle (22) configurée pour fournir en sor-
tie au dispositif de jeu l’une des première et
deuxième informations fonctionnelles asso-
ciées à l’opération sur l’organe fonctionnel cor-
respondant parmi les premier et deuxième or-
ganes fonctionnels ; et

lorsque l’écran utilisateur est affiché, la deuxième
partie d’exécution de processus étant configurée
pour exécuter le processus de la première fonction
utilisateur conformément uniquement à la deuxième
information fonctionnelle acquise auprès de l’unité
de commande.

2. Système de jeu selon la revendication 1,
dans lequel, lorsque l’écran général est affiché, la
première partie d’exécution de processus est confi-
gurée pour exécuter le processus de la fonction gé-
néraliste conformément à la première information
fonctionnelle acquise soit auprès de l’unité de com-
mande associée au compte utilisateur du premier
utilisateur, soit auprès d’une unité de commande as-
sociée au compte utilisateur du deuxième utilisateur
et pour rejeter la deuxième information fonctionnelle
acquise auprès de l’unité de commande associée
au compte utilisateur du premier utilisateur.

3. Dispositif de jeu connecté à une unité de commande
et utilisable par un premier utilisateur et un deuxième
utilisateur ;
le dispositif de jeu comprenant :

une partie d’association (Tbl100) configurée
pour associer l’unité de commande à un compte
utilisateur du premier utilisateur utilisant l’unité
de commande ;
une partie de traitement d’image (13) configurée
pour fournir en sortie un signal vidéo pour l’affi-
chage soit d’un écran général, soit d’un écran
utilisateur ;
une première partie d’exécution de processus
(33) configurée de telle manière que, lorsque
l’écran général associé ni au compte utilisateur
du premier utilisateur ni à un compte utilisateur
du deuxième utilisateur est affiché, la première
partie d’exécution de processus soit configurée
pour exécuter un processus d’une fonction gé-
néraliste conformément à une première infor-

mation fonctionnelle acquise auprès de l’unité
de commande, la fonction généraliste consis-
tant en une fonction de lecture vidéo associée
ni au compte utilisateur du premier utilisateur ni
au compte utilisateur du deuxième utilisateur ;
une deuxième partie d’exécution de processus
(34) configurée de telle manière que, lorsque
l’écran utilisateur associé au compte utilisateur
du premier utilisateur est affiché, la deuxième
partie d’exécution de processus soit configurée
pour exécuter un processus d’une première
fonction utilisateur conformément à une deuxiè-
me information fonctionnelle acquise auprès de
l’unité de commande, la première fonction utili-
sateur consistant en une fonction d’application
de jeu vidéo associée au compte utilisateur du
premier utilisateur ; et
lorsque l’écran utilisateur est affiché, la deuxiè-
me partie d’exécution de processus étant con-
figurée pour exécuter le processus de la premiè-
re fonction utilisateur conformément unique-
ment à la deuxième information fonctionnelle
acquise auprès de l’unité de commande, la pre-
mière information fonctionnelle étant associée
à un premier organe fonctionnel de l’unité de
commande et la deuxième information fonction-
nelle étant associée à un deuxième organe fonc-
tionnel de l’unité de commande.

4. Procédé de commande pour un dispositif de jeu con-
necté à une unité de commande, le dispositif de jeu
étant utilisé par un premier utilisateur et un deuxième
utilisateur, le procédé de commande comprenant :

l’association de l’unité de commande à un comp-
te utilisateur du premier utilisateur utilisant l’uni-
té de commande ;
la fourniture en sortie d’un signal vidéo pour l’af-
fichage soit d’un écran général, soit d’un écran
utilisateur ;
lorsque l’écran général associé ni au compte uti-
lisateur du premier utilisateur ni à un compte uti-
lisateur du deuxième utilisateur est affiché,
l’exécution d’un processus d’une fonction géné-
raliste conformément à une première informa-
tion fonctionnelle acquise auprès de l’unité de
commande, la fonction généraliste consistant
en une fonction de lecture vidéo associée ni au
compte utilisateur du premier utilisateur ni au
compte utilisateur du deuxième utilisateur ;
lorsque l’écran utilisateur associé au compte uti-
lisateur du premier utilisateur est affiché, l’exé-
cution d’un processus d’une première fonction
utilisateur conformément à une deuxième infor-
mation fonctionnelle acquise auprès de l’unité
de commande, la première fonction utilisateur
consistant en une fonction d’application de jeu
vidéo associée au compte utilisateur du premier
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utilisateur ; et
lorsque l’écran utilisateur est affiché, l’exécution
du processus de la première fonction utilisateur
conformément uniquement à la deuxième infor-
mation fonctionnelle acquise auprès de l’unité
de commande, la première information fonction-
nelle étant associée à un premier organe fonc-
tionnel de l’unité de commande et la deuxième
information fonctionnelle étant associée à un
deuxième organe fonctionnel de l’unité de com-
mande.

5. Programme qui, lorsqu’il est exécuté par un dispositif
de jeu connecté à une unité de commande et utilisé
par un premier utilisateur et un deuxième utilisateur,
amène le dispositif de jeu à mettre en œuvre le pro-
cédé selon la revendication 4.
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