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(57) ABSTRACT 

When an insect character generation control section has 
detected reception of a beacon periodically transmitted from 
an AP located in the current Wireless communication area of 

a player’s device, the insect character generation control 
section detects the MAC address of the AP Which has 
transmitted the beacon. When the detected MAC address 
does not coincide With the previously detected MAC 
address, the insect character generation control section 
determines Whether or not to generate an insect character 

according to a generation rate calculated by a generation 
frequency adjustment section. When the insect character 
generation control section has determined that an insect 
character is to be generated, the insect character generation 
control section determines the type of insect character to be 
generated by referring to insect character information, and 
displays a video image of the insect character on an insect 
cage screen on a loWer screen. 
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PROGRAM, INFORMATION STORAGE MEDIUM, 
AND GAME DEVICE 

[0001] Japanese Patent Application No. 2005-259278 ?led 
on Sept. 7, 2005, is hereby incorporated by reference in its 
entirety. 

BACKGROUND OF THE INVENTION 

[0002] The present invention relates to an image display 
control method, a game device, a storage medium, and a data 
signal. 
[0003] Along With Wide-spread use of portable game 
devices provided With a Wireless communication function, 
various games have been developed Which acquire and 
utiliZe the current position of the player’s device. For 
example, a technology has been knoWn Which extracts the 
ID code of a base station Which controls the current Wireless 
area of the player’ s device from a signal transmitted from the 
base station, stores the ID code of the base station, and 
changes the progress of the game by utiliZing the stored ID 
code of the base station (JP-A-200l-96069). 

[0004] In the technology disclosed in JP-A-200l-96069, 
the ID code of the base station is utiliZed When the game has 
entered a speci?c scene, such as When determining an enemy 
character or generating a neW item. If a neW character or the 
like can be generated When detecting reception of a signal 
transmitted from another communication instrument, a 
novel interesting game can be realiZed in Which the player 
enjoys collecting characters. 

[0005] The invention has been achieved in vieW of the 
above situation. 

SUMMARY 

[0006] A ?rst aspect of the invention relates to an image 
display control method comprising: 

[0007] receiving a sender ID transmitted from another 
communication instrument Which is located in a current 
Wireless communication area and performs Wireless com 
munication according to a speci?c communication standard; 
and 

[0008] generating a neW character upon reception of the 
sender ID and displaying an image of the character. 

[0009] A second aspect of the invention relates to a 
portable game device for executing a game in Which a player 
enjoys collecting characters, the game device being pro 
vided With Wireless communication section Which performs 
Wireless communication according to a speci?c communi 
cation standard, the game device comprising: 

[0010] reception detection section Which detects that the 
Wireless communication section has received a sender ID 
transmitted from another communication instrument Which 
is located in a current Wireless communication area and 
performs Wireless communication according to the commu 
nication standard; and 

[0011] character display control section Which generates a 
neW character upon detection by the reception detection 
section and displaying an image of the character. 

BRIEF DESCRIPTION OF THE SEVERAL 
VIEWS OF THE DRAWING 

[0012] FIG. 1 is a vieW shoWing an overvieW example 
When a game device is a folding-type portable game device. 

Mar. 15, 2007 

[0013] FIG. 2 is a vieW shoWing an example of a moving 
path of a player Who carries a game device. 

[0014] FIG. 3 is a vieW shoWing an example of the 
relationship betWeen the number of beacons received during 
the last 10 minutes and the insect character generation rate 
(%). 
[0015] FIG. 4 is a vieW shoWing an example of a game 
screen. 

[0016] FIG. 5 is a block diagram shoWing an example of 
a functional con?guration of a game device. 

[0017] FIG. 6 is a vieW shoWing a data con?guration 
example of insect character information. 

[0018] FIG. 7 is a vieW shoWing a data con?guration 
example of a collection list. 

[0019] FIG. 8 is a vieW shoWing a data con?guration 
example of a discarded character list. 

[0020] FIG. 9 is a vieW shoWing a data con?guration 
example of an insect cage list. 

[0021] FIG. 10 is a ?owchart illustrative of the How of 
game processing. 

[0022] FIG. 11 is a ?owchart illustrative of the How of 
insect character generation control processing. 

[0023] FIG. 12 is a vieW shoWing a modi?cation of a game 
screen. 

DETAILED DESCRIPTION OF THE 
EMBODIMENT 

[0024] The invention may realiZe a novel interesting game 
in Which a neW character or the like can be generated When 
reception of a signal transmitted from another communica 
tion instrument has been detected so that the player enjoys 
collecting characters. 

[0025] One embodiment of the invention relates to an 
image display control method comprising: 

[0026] receiving a sender ID transmitted from another 
communication instrument Which is located in a current 
Wireless communication area and performs Wireless com 
munication according to a speci?c communication standard; 
and 

[0027] generating a neW character upon reception of the 
sender ID and displaying an image of the character. 

[0028] Another embodiment of the invention relates to a 
portable game device for executing a game in Which a player 
enjoys collecting characters, the game device being pro 
vided With Wireless communication section Which performs 
Wireless communication according to a speci?c communi 
cation standard, the game device comprising: 

[0029] reception detection section Which detects that the 
Wireless communication section has received a sender ID 
transmitted from another communication instrument Which 
is located in a current Wireless communication area and 
performs Wireless communication according to the commu 
nication standard; and 

[0030] character display control section Which generates a 
neW character upon detection by the reception detection 
section and displaying an image of the character. 
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[0031] According to the above embodiment, a neW char 
acter can be generated upon reception of the sender ID 
transmitted from another communication instrument, and 
the image of the character can be displayed. Therefore, a 
novel interesting game can be realiZed in Which the player 
enjoys collecting characters. 

[0032] The above image display control method may 
comprise: 

[0033] generating a neW character While variably control 
ling a type and/or a number of characters neWly generated 
upon reception of the sender ID. 

[0034] In the above game device, the character display 
control section may variably control a type and/or a number 
of characters neWly generated upon detection by the recep 
tion detection section. 

[0035] This alloWs the type and/or the number of charac 
ters generated upon reception of the sender ID to be 
changed, Whereby interest in the game is increased. 

[0036] The above image display control method may 
comprise: 

[0037] changing a type and/or a number of characters 
neWly generated based on time and/or date When receiving 
the sender ID. 

[0038] This alloWs the type and/or the number of charac 
ters generated to be changed depending on the time and date 
When receiving the sender ID, Whereby interest in the game 
is further increased. 

[0039] The above image display control method may 
comprise: 

[0040] 
[0041] changing a type and/or a number of characters 
neWly generated based on the counted cumulative play time. 

counting a cumulative play time; and 

[0042] This alloWs the type and/or the number of charac 
ters generated to be changed depending on the cumulative 
play time When receiving the sender ID, Whereby interest in 
the game is further increased. 

[0043] The above image display control method may 
comprise: 

[0044] acquiring a current position of a player’s device; 
and 

[0045] changing a type and/or a number of characters 
neWly generated based on the acquired current position. 

[0046] This alloWs the type and/or the number of charac 
ters generated to be changed depending on the current 
position of the device When receiving the sender ID, 
Whereby interest in the game is further increased. 

[0047] The above image display control method may 
comprise: 

[0048] selecting an item from predetermined items for 
increasing a generation probability of a speci?c type of 
character according to a player’s operation input; and 

[0049] increasing a generation probability of a character of 
a type corresponding to the selected item as a generation 
probability of a character neWly generated. 
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[0050] According to this feature, When the item for 
increasing the generation probability of a speci?c character 
has been selected by the player’s operation, the generation 
probability of the character of the type corresponding to the 
selected item can be increased. Therefore, interest in the 
game is further increased. 

[0051] The above image display control method may 
comprise: 

[0052] uniquely determining the type of character neWly 
generated based on the received sender ID and a player’s 
device ID set in advance. 

[0053] According to this feature, since the type of char 
acter neWly generated is uniquely determined based on the 
received sender ID and a device ID set in advance When 
receiving the sender ID, interest in the game is further 
increased. 

[0054] The above image display control method may 
comprise: 

[0055] determining reception frequency of the sender ID; 
and 

[0056] changing a type and/or a number of characters 
neWly generated based on the determined frequency. 

[0057] The above game device may further comprise: 

[0058] detection frequency determination section Which 
determines a detection frequency of the reception detection 
section; 

[0059] Wherein the character display control section may 
change a type and/or a number of characters neWly gener 
ated based on the detection frequency determined by the 
detection frequency determination section. 

[0060] This alloWs the type and/or the number of charac 
ters generated to be changed depending on the reception 
frequency of the sender ID, Whereby interest in the game is 
further increased. 

[0061] The above image display control method may 
comprise: 

[0062] When the determined frequency satis?es a speci?c 
high frequency condition, reducing a generation rate of a 
character upon reception of a sender ID. 

[0063] According to this feature, the character generation 
rate is reduced When the reception frequency of the sender 
ID satis?es the speci?c high frequency condition, and a 
situation is prevented in Which a neW character is generated 
each time the sender ID is detected. This alloWs adjustment 
of the disparity in the character generation frequency due to 
the regional difference in the installation density of the 
communication instruments, for example. 

[0064] The above image display control method may 
comprise: 

[0065] determining Whether or not to generate a neW 
character even if the sender ID has not been received based 
on an unreceived time in Which the sender ID is not 

received; and 

[0066] generating a neW character When having deter 
mined that a neW character is to be generated. 
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[0067] This allows a new character to be generated based 
on the undetected time in Which reception of the sender ID 
is not detected, Whereby the disparity in the character 
generation frequency due to the regional difference in the 
installation density of the communication instruments can be 
adjusted, for example. 

[0068] The above image display control method may 
comprise: 
[0069] storing the received sender ID by Which a character 
has been generated While associating the sender ID With the 
generated character; and 

[0070] When a received sender ID is the same as the sender 
ID Which has been previously stored, generating a character 
of the same type as the character associated With the sender 
ID. 

[0071] According to this feature, When a sender ID Which 
is the same as the sender ID by Which a character has been 
generated has been again received, the same type of char 
acter can be generated by controlling the type of character 
generated. 

[0072] The above image display control method may 
comprise: 

[0073] determining Whether or not a received sender ID is 
a sender ID Which has been previously received; and 

[0074] preventing generation of a neW character upon 
reception of the sender ID When having determined that the 
sender ID has been previously received. 

[0075] In the above game device, the character display 
control section may determine Whether or not a sender ID 
received by the Wireless communication section is a sender 
ID Which has been previously received, and may prevent 
generation of a neW character upon detection of reception of 
the sender ID When the character display control section has 
determined that the sender ID has been previously received. 

[0076] According to this feature, a neW character can be 
prevented from being generated When receiving a sender ID 
Which has been previously received. 

[0077] The above image display control method may 
comprise: 

[0078] generating a predetermined special character upon 
reception of a sender ID Which satis?es a speci?c ID 
condition. 

[0079] The above game device may comprise: 

[0080] speci?c ID reception detection section Which 
detects that the Wireless communication section has received 
a sender ID Which satis?es a speci?c ID condition; 

[0081] Wherein the character display control section may 
generate a predetermined special character upon detection 
by the speci?c ID reception detection section. 

[0082] This alloWs the special character to be generated 
When receiving the sender ID Which satis?es the speci?c ID 
condition, Whereby interest in the game is further increased. 

[0083] Another embodiment of the invention relates to a 
storage medium having stored therein a program for causing 
a processor to execute the above image display control 
method. 
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[0084] A further embodiment of the invention relates to a 
data signal embodied in a carrier Wave comprising informa 
tion used to execute the above image display control 
method. 

[0085] A game device to Which the invention is applied is 
described beloW in detail With reference to the draWings. 
The folloWing description illustrates the case of applying a 
game according to invention to an “insect collecting game” 
in Which the player enjoys collecting insect characters. 

<OvervieW of Game Device> 

[0086] FIG. 1 is a vieW shoWing an example of an over 
vieW of a game device 1. The game device 1 shoWn in FIG. 
1 is a folding-type portable game device in Which an upper 
housing 10 and a loWer housing 20 are connected through a 
hinge 30 so that the game device 1 can be opened and shut. 
FIG.1 illustrates the game device 1 in an open state (during 

use). 

[0087] TWo displays 400a and 4001) Which are disposed to 
be separately arranged on either side of the hinge 30 during 
use, a speaker 11, a microphone 25, various operation 
buttons 21, and the like are provided on the inner surfaces 
of the housings 10 and 20. In the folloWing description, the 
display 400a disposed on the upper side during use is called 
the “upper screen 400a”, and the display 400!) disposed on 
the loWer side during use is called the “loWer screen 4001)”. 

[0088] A touch panel (not shoWn) is integrally formed 
over the entire display region of the loWer screen 4001). The 
touch panel detects the touch position in units of dots 
forming the loWer screen 4001) by utiliZing a detection 
principle such as a pressure-sensitive method, an optical 
method, an electrostatic method, or an electromagnetic 
induction method. The player inputs various operations by 
utiliZing a stylus pen 40 provided as an accessory or by 
touching the loWer screen 4001). 

[0089] In the game device 1, a cartridge 50 Which can be 
inserted into and removed from a slot 23 provided in the side 
surface of the housing 20 is used as an information storage 
medium Which stores a program, data, and the like necessary 
for performing game processing. 

[0090] The game device 1 includes a control unit 31 
provided With a CPU and an IC memory, a Wireless com 
munication module 33 for performing Wireless communica 
tion according to a Wireless LAN standard, a reader for the 
cartridge 50, and the like. The game device 1 performs 
various types of game processing based on the program and 
data read from the cartridge 50, the touch position detected 
by the touch panel, operation signals input using the opera 
tion buttons 21, data received from an external instrument 
through the Wireless communication module 33, sound data 
collected through the microphone 25, and the like to gen 
erate image signals of a game screen and sound signals of 
game sound. The generated image signals of the game 
screen are output to (displayed on) the upper screen 400a 
and the loWer screen 400b, and the sound signals of the game 
sound are output as sound from the speaker 11. The player 
touches the loWer screen 4001) While Watching the game 
screens displayed on the upper screen 400a and the loWer 
screen 4001) to enjoy the insect collecting game. 
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<Outline of Game> 

[0091] FIG. 2 is a vieW showing an example of the moving 
path of the player Who carries the game device 1. 

[0092] In this embodiment, the game device 1 generates 
an insect character by utilizing a beacon periodically trans 
mitted from Wireless LAN access points (AP) 9 (9-1 to 9-6) 
provided at speci?c locations in a toWn for connection With 
a LAN, the Internet, and the like. The term “beacon” used 
herein refers to a signal for informing the game device 1 as 
a terminal station located in the communication area of the 
AP 9 of the presence of the AP 9. The beacon includes 
information such as a media access control (MAC) address 
as a sender ID. 

[0093] In more detail, When the game device 1 has 
detected reception of a beacon transmitted from the AP 9, the 
game device 1 detects the MAC address of the AP 9, and 
generates an insect character based on the detected MAC 
address. For example, When the game device 1 has received 
a beacon transmitted from the AP 9-3 Which has entered a 
Wireless communication area CR of the game device 1 along 
With the movement of the player, the game device 1 gener 
ates a neW insect character based on the MAC address of the 
AP 9-3. Likewise, When the game device 1 has received a 
beacon transmitted from the AP 9-5, the game device 1 
generates a neW insect character based on the MAC address 
of the AP 9-5. When the game device 1 has received a 
beacon transmitted from the AP 9-4, the game device 1 
generates a neW insect character based on the MAC address 
of the AP 9-4. 

[0094] In more detail, the insect character generation rate 
is adjusted in order to adjust the disparity in the insect 
character generation frequency so that each player is not 
partially treated due to the regional difference in the instal 
lation density of the access points 9 and the like. For 
example, the insect character generation rate is de?ned in 
advance While being associated With the number of beacons 
received during the last 10 minutes. An insect character is 
generated according to this generation rate. 

[0095] FIG. 3 is a vieW shoWing an example of the 
relationship betWeen the number of beacons received during 
the last 10 minutes and the insect character generation rate 
(%). In FIG. 3, When the number of beacons received during 
the last 10 minutes is ?ve or less, the insect character 
generation rate is 100%. In this case, a neW insect character 
is necessarily generated each time a neW beacon is received. 
When the number of beacons received during the last 10 
minutes is ?ve or more, the insect character generation rate 
is set to become smaller as the number of beacons received 
becomes greater. When the number of beacons received 
during the last 10 minutes is 30 or more, the insect character 
generation rate is 5%. When the insect character generation 
rate is 5%, an insect character is generated in the ratio of one 
to 20 beacons. 

[0096] The player carries the game device 1 While sup 
plying poWer to the game device 1, and collects an insect 
character generated upon reception of a beacon transmitted 
from the AP 9. When the player has collected all types of 
insect characters provided in advance, the game is com 
pleted. 

[0097] FIG. 4 is a vieW shoWing an example of the game 
screen. In FIG. 4, the game screen displayed on the upper 
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screen 40011 is illustrated in the upper side, and the game 
screen displayed on the loWer screen 4001) is illustrated in 
the loWer side. In this game, an insect cage screen W20 is 
displayed on the loWer screen 4001). A video image of insect 
characters (insect characters C21 to C29 in FIG. 4) gener 
ated upon reception of a beacon is displayed on the insect 
cage screen W20. 

[0098] A collection screen W10 is displayed on the upper 
screen 40011. A still image of insect characters (insect 
characters C11 and C13 in FIG. 4) generated upon reception 
of a beacon and added to the collection by a player’s 
collection registration operation is displayed on the collec 
tion screen W10 in a list form. 

[0099] In more detail, When the player has designated an 
insect character by touching the loWer screen 4001) and has 
slid (dragged) the insect character upWard on the screen, the 
designated insect character is added to the collection. For 
example, When the player has designated the insect character 
C27 using the stylus pen 40 and slid the insect character C27 
as indicated by the arroW A21, the insect character C27 is 
added to the list on the collection screen W10 and is 
displayed as a still image. An insect character Which has 
been added to the collection may be returned to the insect 
cage screen W20 by operating the operation buttons 21. 

[0100] When the player has designated an insect character 
by touching the loWer screen 4001) and has slid the insect 
character doWnWard on the screen (discard operation), the 
designated insect character is discarded. For example, When 
the player has designated the insect character C27 using the 
stylus pen 40 and has slid the insect character C27 as 
indicated by the arroW A23, the insect character C27 is 
discarded and disappears from the insect cage screen W20. 

[0101] As described above, an insect character generated 
upon reception of a beacon is appropriately displayed on the 
insect cage screen W20 on the loWer screen 4001). The player 
collects insect characters by moving a desired insect char 
acter of the insect characters displayed on the insect cage 
screen W20 to the collection screen W10 to add the insect 
character to the collection. 

[0102] <Functional Con?guration>FIG. 5 is a block dia 
gram shoWing an example of a functional con?guration of 
the game device 1 according to this embodiment. As shoWn 
in FIG. 5, the game device 1 includes an operation section 
100, a sound input section 200, a processing section 300, a 
display section 400, a sound output section 500, a Wireless 
communication section 600, a GPS positioning section 700, 
and a storage section 800. 

[0103] The operation section 100 is a device for alloWing 
the player Who operates the game device 1 to input various 
game operations. The operation section 100 is realiZed by a 
button sWitch, lever, dial, keyboard, mouse, various sensors, 
and the like. The operation section 100 includes a touch 
panel 110, and outputs the coordinates of the touch position 
indicated by the ?nger or using a dedicated stylus pen or the 
like to the processing section 300. In FIG. 1, the operation 
buttons 21 and the touch panel (not shoWn) integrally 
formed With the loWer screen 4001) correspond to the opera 
tion section 100. 

[0104] The sound input section 200 corresponds to the 
microphone 25 in FIG. 1. The sound input section 200 
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collects sound such as voice input by the player, and outputs 
sound signals corresponding to the collected sound to the 
processing section 300. 

[0105] The processing section 300 controls the entire 
game device 1, issues instructions and transfers data to each 
functional section of the game device 1, and performs 
various types of processing such as image processing and 
sound processing based on a program, data, and the like 
stored in the storage section 800. The function of the 
processing section 300 is realiZed by hardWare such as 
various processors (e.g. CPU or DSP) or an ASIC (e.g. gate 
array) and a given program. 

[0106] The processing section 300 includes a game cal 
culation section 310, an image generation section 330, and 
a sound generation section 350 as the main ?nctional 
sections. The processing section 300 generates a game 
screen and displays (outputs) the game screen on the upper 
screen 400a and the loWer screen 4001). The processing 
section 300 appropriately causes the sound output section 
500 to output game sound. 

[0107] The game calculation section 310 performs various 
types of game processing for realiZing the insect collecting 
game, and outputs the processing results to the image 
generation section 330 and the sound generation section 
350. The game calculation section 310 includes an insect 
character generation control section 311. The insect charac 
ter generation control section 311 includes a generation 
frequency adjustment section 31111. 

[0108] When the insect character generation control sec 
tion 311 has detected reception of a beacon periodically 
transmitted from the AP 9 located in the current Wireless 
communication area of the game device 1, the insect char 
acter generation control section 311 generates a neW insect 
character and displays an image of the insect character on 
the game screen. In more detail, the insect character gen 
eration control section 311 detects the MAC address of the 
AP 9 Which has transmitted the beacon. When the detected 
MAC address does not coincide With a previously detected 
MAC address, the insect character generation control sec 
tion 311 determines Whether or not to generate an insect 
character according to the generation rate calculated by the 
generation frequency adjustment section 31 la described 
later. When the insect character generation control section 
311 has determined that an insect character is to be gener 
ated, the insect character generation control section 311 
determines the type of insect character to be generated by 
referring to insect character information 820 stored in the 
storage section 800, and displays a video image of the insect 
character on the insect cage screen on the loWer screen 4001). 

[0109] The insect character generation control section 311 
determines Whether or not to generate an insect character 
based on an undetected time in Which reception of a beacon 
is not detected. When the insect character generation control 
section 311 has determined that an insect character is to be 
generated, the insect character generation control section 
311 determines the type of insect character to be generated 
by referring to the insect character information 820, and 
displays a video image of the insect character on the insect 
cage screen on the loWer screen 4001). 

[0110] The generation frequency adjustment section 31111 
adjusts the insect character generation frequency based on 
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the beacon reception frequency. In more detail, the genera 
tion frequency adjustment section 31111 counts the number 
of beacons received during the last 10 minutes and calcu 
lates the insect character generation rate, for example. 

[0111] The image generation section 330 is realiZed by 
hardWare such as a CPU or DSP and its control program, a 

draWing frame IC memory such as a frame buffer, and the 
like. The image generation section 330 generates a game 
screen based on the processing results from the game 
calculation section 310, and outputs image signals of the 
generated game screen to the upper screen 400a and the 
loWer screen 4001). 

[0112] The sound generation section 350 is realiZed by 
hardWare such as a CPU or DSP and its control program, for 
example. The sound generation section 350 generates game 
sound (e.g. insect songs) used during the game based on the 
processing results from the game calculation section 31, and 
outputs sound signals of the generated game sound to the 
sound output section 500. 

[0113] The display section 400 is a device for displaying 
a game screen based on the image signals input from the 
image generation section 330. The display section 400 
includes the upper screen 400a and the loWer screen 4001) in 
Which the touch panel 110 forming the operation section 100 
is integrally formed in the display region. The upper screen 
400a and the loWer screen 4001) are realiZed by display 
devices such as a liquid crystal display (LCD) or an elec 
troluminescent display (ELD). 

[0114] The sound output section 500 is a device for 
outputting game sound based on the sound signals input 
from the sound generation section 350. In FIG. 1, the 
speaker 11 corresponds to the sound output section 500. 

[0115] The Wireless communication section 600 corre 
sponds to the Wireless communication module 33 in FIG. 1. 
In this embodiment, the Wireless communication section 600 
is realiZed by a communication instrument conforming to 
the IEEE802.11 Wireless LAN standard. 

[0116] The GPS positioning section 700 includes a GPS 
antenna Which receives radio Waves from a GPS satellite and 
the like. The GPS positioning section 700 measures the 
absolute position (e.g. coordinates determined by the lati 
tude and the longitude) of the game device 1 from radio 
Waves received through the GPS antenna. The absolute 
position of the game device 1 When generating an insect 
character is measured by the GPS positioning section 700. 

[0117] The storage section 800 stores a system program 
for causing the processing section 300 to control the entire 
game device 1 and a program and data necessary for causing 
the processing section 300 to execute the game. The function 
of the storage section 800 is realiZed by various IC memories 
such as a ROM and RAM including a reWritable ?ash 
memory, a built-in hard disk, a hard disk connected through 
a data communication terminal, or an information storage 
medium such as a CD-ROM, DVD, IC card, magnetic disk, 
or optical disk and its reader, for example. In FIG. 1, the 
cartridge 50 and its reader and the IC memory provided in 
the control unit 31 correspond to the storage section 800. 

[0118] In order to realiZe this embodiment, the storage 
section 800 stores a game program 810 including an insect 
character generation control program 811 for causing the 
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processing section 300 to function as the insect character 
generation control section 311 and a generation frequency 
adjustment program 813 for causing the processing section 
300 to function as the generation frequency adjustment 
section 31111. 

[0119] The storage section 800 stores as data insect char 
acter information 820, a collection list 830, a discarded 
character list 840, an insect cage list 850, cumulative play 
time 860, a beacon reception history 870, and a last insect 
character generation time 880. 

[0120] As the insect character information 820, setting 
data on an insect character Which may be generated by the 
insect character generation control section 311 is stored. 
FIG. 6 is a vieW shoWing a data con?guration example of the 
insect character information 820. The insect character infor 
mation 820 is provided for each type of insect character, and 
includes an insect type 821, a generation condition 822, a 
degree of rarity 823, a price 824, a rank 825, and character 
setting data 826. 

[0121] As the insect type 821, the name of the insect 
character is stored, for example. The insect type 821 is used 
to identify the type of the insect character. 

[0122] A condition for determining Whether or not to 
select the insect character as a candidate for the insect 
character to be generated is set as the generation condition 
822. 

[0123] In more detail, the generation condition 822 is 
de?ned by a condition relating to the beacon detection date 
and detection time, a condition relating to the period such as 
the season such as “Spring”, “Summer”, “Autumn”, and 
“Winter”, a condition relating to the time Zone such as 
“Moming”, “Daytime”, “Evening”, and “Night”, a condition 
relating to the cumulative play time, a condition relating to 
the input sound, a condition relating to the current position 
(latitude and longitude) of the game device, a condition 
relating to the number of beacons received and the beacon 
reception frequency, or a combination of these conditions, 
for example. This alloWs the type of insect character neWly 
generated to be variably controlled corresponding to the 
date, time, time Zone, current position, input sound, the 
number of beacons received, the beacon reception fre 
quency, and the cumulative play time When reception of the 
beacon has been detected. A condition of Which the content 
is not set is regarded as a condition Which is unconditionally 
satis?ed. For example, it is determined that an insect char 
acter for Which the condition relating to the input sound is 
not set satis?es the condition relating to the input sound 
irrespective of the presence or absence of input sound. 

[0124] The insect character generation control section 311 
selects the insect character information 820 Which satis?es 
the generation condition 822 as a candidate When generating 
an insect character. 

[0125] In more detail, When the condition relating to the 
detection date and detection time, the condition relating to 
the period, and the condition relating to the time Zone are set 
as the generation condition 822, the insect character gen 
eration control section 311 determines Whether or not the 
conditions are satis?ed based on the current time informa 
tion. 

[0126] When the condition relating to the current position 
is set as the generation condition 822, the insect character 
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generation control section 311 acquires the current position 
of the game device by controlling the GPS positioning 
section 700, and determines Whether or not the condition is 
satis?ed. 

[0127] When the condition relating to the input sound is 
set as the generation condition 822, the insect character 
generation control section 311 determines Whether or not the 
condition is satis?ed based on sound data input from the 
sound input section 200. 

[0128] When the condition relating to the number of 
beacons received and the beacon reception frequency is set 
as the generation condition 822, the insect character gen 
eration control section 311 calculates the number of beacons 
received and the beacon reception frequency referring to the 
beacon reception history 870, and determines Whether or not 
the condition is satis?ed. 

[0129] When the condition relating to the cumulative play 
time is set as the generation condition 822, the insect 
character generation control section 311 determines Whether 
or not the condition is satis?ed by referring to the cumulative 
play time 860. 

[0130] For example, When the current time is “2005/08/01 
17:32” and the number of beacons received at present is 
“45”, the insect character information 820 of a “robust 
cicada” shoWn in FIG. 6 is selected as a candidate for an 
insect character to be generated. 

[0131] The insect character information 820 in Which no 
condition is set as the generation condition 822 is included 
in the insect character information 820 so that tWo or more 
types of insect character information 820 are necessarily 
selected as candidates. The type of insect character actually 
generated is determined based on the degree of rarity 823. 

[0132] The degree of rarity 823 indicates the level of the 
availability of the insect character using values “0” to “99”. 
The smaller the value of the degree of rarity 823, the more 
easily available the insect character, and the larger the value 
of the degree of rarity 823, the less easily available the insect 
character. When the insect character generation control 
section 311 generates an insect character, the insect charac 
ter generation control section 311 calculates the generation 
ratio of each insect type 821 based on the value of the degree 
of rarity 823 set as the insect character information 820 
Which satis?es the generation condition 822, and determines 
the insect type to be generated according to the calculated 
generation ratio. 

[0133] In more detail, the insect character generation 
control section 311 calculates the generation ratio of the 
insect type 821 corresponding to the selected insect charac 
ter information 820 provided that the generation probability 
When the value of the degree of rarity 823 is “0” is “100%” 
and the generation probability When the value of the degree 
ofrarity 823 is “99” is “1%”, for example. Consider the case 
Where three pieces of insect character information 820 
Which satis?es the generation condition 822 are selected, 
and the value of the degree of rarity 823 set for the selected 
insect character information 820 is respectively “0”, “60”, 
and “40”. In this case, the generation probabilities of the 
corresponding insect types 821 are respectively “100%”, 
“40%”, and “60%”. The generation ratio of each insect type 
821 is calculated using the generation probability. For 
example, the generation ratio of each insect type 821 is 
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l00/200z40/200z60/200 (=5:2:3). The insect type to be gen 
erated is determined according to this generation ratio. 

[0134] The price 824 is a price set in advance correspond 
ing to the degree of rarity 823. The price becomes higher as 
the value of the degree of rarity 823 becomes larger. 

[0135] The rank 825 indicates the degree of rarity 823 
using the number of stars. The number of stars becomes 
larger as the value of the degree of rarity 823 becomes larger. 

[0136] The price 824 and the rank 825 are displayed on the 
game screen as the value of the insect character. 

[0137] As the character setting data 826, image data for 
displaying a video image or a still image of the insect 
character, song data of the insect character, and the like are 
stored. 

[0138] As the collection list 830, a list of insect characters 
Which have been generated by the insect character genera 
tion control section 311 and added to the collection by the 
collection registration operation is stored and managed. The 
insect characters registered in the collection list 830 are 
displayed as a still image on the collection screen on the 
upper screen 400a. 

[0139] FIG. 7 is a vieW shoWing a data con?guration 
example of the collection list 830. The collection list 830 is 
a data table in Which the generation location and the gen 
eration time are set While being associated With the insect 
type. 
[0140] The MAC address of the AP 9 Which has transmit 
ted the beacon by Which the insect character has been 
generated and the absolute position (latitude and longitude) 
of the game device measured by the GPS positioning section 
700 When detecting reception of the beacon are set as the 
generation location. 
[0141] The time information When generating the insect 
character is set as the generation time. 

[0142] As the discarded character list 840, a list of insect 
characters Which have been generated by the insect character 
generation control section 311 and discarded by the discard 
operation is stored and managed. FIG. 8 is a vieW shoWing 
a data con?guration example of the discarded character list 
840. The data con?guration of the discarded character list 
840 is similar to that of the collection list 830 described With 
reference to FIG. 7, in Which the generation location and the 
generation time are set While being associated With the 
insect type. 

[0143] As the insect cage list 850, a list of insect charac 
ters Which have been generated by the insect character 
generation control section 311 and have not been added to 
the collection or discarded by the player’s operation is stored 
and managed. The insect characters registered in the insect 
cage list 850 are displayed as a video image on the insect 
cage screen on the loWer screen 4001). FIG. 9 is a vieW 
shoWing a data con?guration example of the insect cage list 
850. The data con?guration of the insect cage list 850 is 
similar to that of the collection list 830 described With 
reference to FIG. 7, in Which the generation location and the 
generation time are set While being associated With the 
insect type. 

[0144] As the cumulative play time 860, the time elapsed 
after starting the game is stored. The cumulative play time 
860 is counted and appropriately updated by the game 
calculation section 310. 
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[0145] As the beacon reception history 870, the time 
information When detecting reception of a beacon is stored. 
The beacon reception history 870 is updated by the genera 
tion frequency adjustment section 31111. 

[0146] As the last insect character generation time 880, the 
time information When generating the insect character for 
the last time is stored. The insect character generation 
control section 311 updates the last insect character genera 
tion time 880 each time the insect character generation 
control section 311 generates the insect character. 

<Processing FloW> 

[0147] The How of processing performed by the game 
device 1 is described beloW With reference to FIGS. 10 and 
11. The processing described beloW is realiZed by causing 
the processing section 300 to read and execute the game 
program 810 including the insect character generation con 
trol program 811 and the generation frequency adjustment 
program 813. 

[0148] FIG. 10 is a ?owchart illustrative of the How of 
game processing according to this embodiment. This pro 
cessing starts When the game device 1 is turned ON, and 
repeatedly performed until the game device 1 is turned OFF. 

[0149] The insect character generation control section 311 
executes insect character generation control processing (step 
a10). FIG. 11 is a ?owchart illustrative of the How of the 
insect character generation control processing. 

[0150] In the insect character generation control process 
ing, When a beacon has been received (step b10: YES), the 
processing transitions to a step b20. On the other hand, When 
a beacon has not been received (step b10: NO), the process 
ing transitions to a step b130. 

[0151] Speci?cally, the generation frequency adjustment 
section 31111 acquires the current time and updates the 
beacon reception history 870 (step b20), and the insect 
character generation control section 311 detects the MAC 
address of the AP 9 Which has transmitted the received 
beacon (step b30). The insect character generation control 
section 311 sequentially checks the MAC addresses set as 
the collection list 830, the insect cage list 850, and the 
discarded character list 840, and determines Whether or not 
the MAC address coincides With the detected MAC address. 
When the MAC address coincides With the detected MAC 
address, that is, When the detected MAC address is the same 
as the MAC address by Which the insect character has been 
generated, the insect character generation control section 
311 determines that the detected MAC address has been 
previously received (step b40: YES), and transitions to the 
step b130. 

[0152] When the MAC address has not been received (step 
b40: NO), the generation frequency adjustment section 31111 
counts the number of beacons received during the last 10 
minutes by referring to the beacon reception history 870 
(step b50). The generation frequency adjustment section 
31111 calculates the insect character generation rate accord 
ing to the counted number of beacons received (step b69). 

[0153] After the generation frequency adjustment section 
31111 has calculated the insect character generation rate, the 
insect character generation control section 311 determines 
Whether or not to generate an insect character based on the 
calculated generation rate. When the insect character gen 
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eration control section 311 has determined that an insect 
character is not to be generated (step b70: NO), the pro 
cessing transitions to the step b130. 

[0154] When the insect character generation control sec 
tion 311 has determined that an insect character is to be 
generated (step b70: YES), the insect character generation 
control section 311 checks the generation condition 822 set 
as the insect character information 820 and selects the insect 
character information 820 Which satis?es the generation 
condition 822 (step b80). The insect character generation 
control section 311 calculates the generation ratio of the 
corresponding insect types 821 according to the degree of 
rarity 823 respectively set as the selected insect character 
information 820, and determines the insect type to be 
generated according to the calculated generation ratio (step 
b90). 
[0155] After the insect character generation control sec 
tion 311 has determined the insect type, the insect character 
generation control section 311 acquires the absolute position 
(latitude and longitude) of the game device by controlling 
the GPS positioning section 700, and adds a record including 
the MAC address detected in the step b30, the measured 
absolute position, and the current time information to the 
insect cage list 850 While associating the record With the 
determined insect type (step b100). The insect character 
generation control section 311 sets the current time infor 
mation as the last insect character generation time 880 to 
update the last insect character generation time 880 (step 
b110). 
[0156] The insect character generation control section 311 
performs control for updating the display of the insect cage 
screen and causes the insect character of the determined 
insect type to be displayed on the insect cage screen (step 
b120). The image generation section 330 refers to the insect 
character information 820 based on the insect cage list 850 
and generates the insect cage screen. The image generation 
section 330 outputs image signals of the generated insect 
cage screen to the loWer screen 4001) to update the display 
of the insect cage screen. After the display of the insect cage 
screen has been updated, the processing is ?nished. 

[0157] When the insect character generation control sec 
tion 311 has determined that transition to the step b130 is 
justi?ed in the step b10, b40, or b70, the insect character 
generation control section 311 refers to the last insect 
character generation time 880 and determines Whether or not 
a speci?c undetected time (eg 10 hours) has elapsed after 
generating the last insect character. When the speci?c unde 
tected time has not elapsed (step b130: NO), the processing 
is ?nished. When the speci?c undetected time has elapsed 
(step b130: YES), processing similar to the steps b80 to b120 
is executed. 

[0158] Speci?cally, the insect character generation control 
section 311 selects the insect character information 820 
Which satis?es the generation condition 822 (step b140). The 
insect character generation control section 311 calculates the 
generation ratio of the corresponding insect types 821 
according to the degree of rarity 823 respectively set as the 
selected insect character information 820, and determines 
the insect type to be generated according to the calculated 
generation ratio (step b150). 
[0159] After the insect character generation control sec 
tion 311 has determined the insect type, the insect character 
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generation control section 311 acquires the absolute position 
(latitude and longitude) of the game device by controlling 
the GPS positioning section 700, sets a blank value as the 
MAC address, and adds a record including the determined 
insect type, the measured absolute position, and the current 
time information to the insect cage list 850 (step b160). The 
insect character generation control section 311 sets the 
current time information as the last insect character genera 
tion time 880 to update the last insect character generation 
time 880 (step b170). 

[0160] The insect character generation control section 311 
performs control for updating the display of the insect cage 
screen to display the insect character of the determined 
insect type on the insect cage screen (step b180). After the 
display of the insect cage screen has been updated, the 
processing is ?nished. 

[0161] Again referring to FIG. 10, When the touch opera 
tion has been performed on the loWer screen 4001) during the 
game and the slide operation Which designates an insect 
character on the insect cage screen has been performed (step 
a20), the game calculation section 310 determines Whether 
the slide operation is the collection registration operation or 
the discard operation depending on the slide direction of the 
slide operation to cause the processing to branch. 

[0162] When the slide operation is the collection registra 
tion operation, the game calculation section 310 reads the 
record of the designated insect character from the insect 
cage list 850, adds the record to the collection list 830, and 
deletes the record from the insect cage list 850 (step a30). 

[0163] The image generation section 330 then updates the 
display of the collection screen and the insect cage screen 
(step a40). Speci?cally, the image generation section 330 
refers to the insect character information 820 based on the 
collection list 830 and generates the collection screen. The 
image generation section 330 outputs image signals of the 
generated collection screen to the upper screen 40011 to 
update the display of the collection screen. The image 
generation section 330 refers to the insect character infor 
mation 820 based on the insect cage list 850 and generates 
the insect cage screen. The image generation section 330 
outputs image signals of the generated insect cage screen to 
the loWer screen 4001) to update the display of the insect 
cage screen. 

[0164] When the slide operation is the discard operation, 
the game calculation section 310 reads the record of the 
designated insect character from the insect cage list 850, 
adds the record to the discarded character list 840, and 
deletes the record from the insect cage list 850 (step a50). 

[0165] The image generation section 330 then updates the 
display of the insect cage screen (step a60). Speci?cally, the 
image generation section 330 refers to the insect character 
information 820 based on the insect cage list 850 and 
generates the insect cage screen. The image generation 
section 330 outputs image signals of the generated insect 
cage screen to the loWer screen 4001) to update the display 
of the insect cage screen. 

[0166] The above-described game processing is repeat 
edly performed until the game device 1 is turned OFF. When 
the game device 1 has been turned OFF (step b70: YES), the 
processing is ?nished. 
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[0167] According to this embodiment, When reception of 
a beacon transmitted from the AP 9 has been detected, the 
MAC address of the AP 9 is detected, and a neW insect 
character is generated based on the detected MAC address 
and displayed on the game screen. When the detected MAC 
address has been previously received (When the detected 
MAC address is the same as the MAC address by Which the 
insect character has been generated), generation of a neW 
character can be prevented. When the beacon reception 
frequency is high as a result of counting the number of 
beacons received, the insect character generation frequency 
can be adjusted by reducing the insect character generation 
rate. 

[0168] This realiZes a novel interesting game in Which the 
player enjoys collecting insect characters. 

<Modi?cation> 

[0169] The preferred embodiments of the invention have 
been described above. Note that the invention is not limited 
to the above-described embodiments. Various modi?cations 
and variations may be made Within the spirit and scope of 
the invention. 

[0170] For example, a condition given beloW may be set 
as the generation condition for determining Whether or not 
to select the insect character as a candidate for the insect 
character to be generated. 

[0171] Speci?cally, a condition relating to the temperature 
may be set. In this case, a thermosensor is provided in the 
game device 1, for example. When the insect character 
generation control section 311 has detected reception of a 
beacon, the insect character generation control section 311 
selects the insect character Which satis?es the condition 
relating to the temperature based on the temperature 
detected by the thermosensor. This alloWs the type of insect 
character neWly generated to be controlled depending on the 
temperature When reception of a beacon has been detected. 

[0172] A condition relating to the number of steps taken 
may be set. In this case, a pedometer (registered trademark) 
is provided in the game device 1, for example. When the 
insect character generation control section 311 has detected 
reception of a beacon, the insect character generation control 
section 311 selects the insect character Which satis?es the 
condition relating to the number of steps based on the 
number of steps counted using the pedometer. This alloWs 
the type of insect character neWly generated to be controlled 
depending on the number of steps When reception of a 
beacon has been detected. 

[0173] A condition relating to the noise level may be set. 
In this case, a noise sensor Which detects the noise level in 
the environment is provided in the game device 1, for 
example. When the insect character generation control sec 
tion 311 has detected reception of a beacon, the insect 
character generation control section 311 selects the insect 
character Which satis?es the condition relating to the noise 
level based on the noise level detected using the noise 
sensor. This prevents an insect character from being neWly 
generated When the noise level is equal to or greater than a 
speci?c threshold value based on the noise level in the 
environment When reception of a beacon has been detected, 
for example. 

[0174] The player may virtually carry a bait (item) accord 
ing to the player’s operation, and an insect character Which 
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is fond of the bait may be generated With a high probability. 
In this case, information relating to favorite food (informa 
tion such as “banana” or “Watermelon”) is set as the insect 
character information 820, for example. Icons of various 
baits are displayed on the game screen (e.g. loWer screen 
4001)). When the icon has been selected by the touch 
operation on the loWer screen 400b, the player virtually 
carries the bait. When reception of a beacon is detected 
Within a speci?c period (eg one hour) from the above 
operation to generate an insect character, the insect character 
information 820 in Which the bait virtually carried by the 
player is set as the information relating to favorite food is 
selected as a candidate at a probability higher than other 
pieces of insect character information 820 (eg “80:20%” or 
“l00:0%”). The bait is canceled after the speci?c period has 
elapsed. This alloWs production in Which the player lures 
and captures an insect utiliZing the odor of the bait. 

[0175] A condition relating to the sender ID may be set. 
For example, a speci?c MAC address and a special character 
Which is generated When detecting the MAC address are 
de?ned in advance. In more detail, a special character is 
de?ned in advance While associating the special character 
With a speci?c manufacturer’s number by utiliZing the 
identi?cation number (eg higher-order eight bits) of the 
MAC address speci?c to the manufacturer, for example. The 
insect character generation control section 311 determines 
the manufacturer’s number of the detected MAC address 
from the received beacon, and, When the manufacturer’s 
number is a speci?c manufacturer’s number, generates the 
corresponding special character. 

[0176] The type of insect character to be generated may be 
uniquely determined by comparing the MAC address of the 
AP 9 detected from the received beacon With the MAC 
address of the game device. In more detail, the type of insect 
character to be generated is determined depending on the 
numerical relationship (e.g. difference) betWeen the detected 
MAC address of the AP 9 and the MAC address of the game 
device. This alloWs the type of insect character to be 
generated to be controlled corresponding to the combination 
of the MAC address of the game device and the MAC 
address of the AP 9. 

[0177] The above embodiment illustrates the case of con 
trolling only the type of insect character generated upon 
detection of reception of a beacon. Note that the number of 
insect characters neWly generated may also be controlled. In 
more detail, the number of insect characters generated may 
be set in advance corresponding to the date, time, time Zone, 
current position, and input sound When reception of a beacon 
has been detected, the number of beacons received and the 
beacon reception frequency When reception of the beacon 
has been detected, the cumulative play time, the tempera 
ture, the number of steps, and the like to variably control the 
number of insect characters generated. A condition relating 
to the number of insect characters generated may be set for 
each insect type and stored as the insect character informa 
tion 820. 

[0178] The above embodiment illustrates the case Where 
generation of a neW character is prevented When the MAC 
address detected from the received beacon is the same as the 
MAC address by Which the insect character has been gen 
erated. Note that the folloWing modi?cation may also be 
employed. Speci?cally, an insect character of the same type 






