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A sensin baseball ame a aratus 10 has a ame machine _ g g PP g 
(21) Appl' NO " 12/172’408 (12) connected to a television monitor (18) . A bat input device 

. _ (32) is provided With an acceleration sensor. An acceleration 
(22) Flled' Jul‘ 14’ 2008 signal is transmitted by an infrared-ray LED (34) to an infra 

. . red-ray receiving part of the game machine (12) Whereby the 
Related U's' Apphcatlon Data game machine (12) determines a moving speed of the bat 

(60) Division of application No, 11/595,865’ ?led on Nov input device (32) to calculate a moving parameter of a ball to 
13; 2006; Which is a continuation of application No. 
09/856,175; ?led on Jun. 4; 2001. 

be batted. Accordingly; a batted ball is moved in the game 
scene according to the parameter. 
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SENSING BALL GAME MACHINE 

FIELD OF THE INVENTION 

[0001] This invention relates to sensing ball game appara 
tuses. More particularly, the invention relates to a novel sens 
ing ball game apparatus to be played by using actual ball 
game tools, such as bats, balls and rackets, to cause a change 
in a display image, particularly in a ball character, on the 
television monitor due to the movement of such a tool. 

PRIOR ART 

[0002] For playing a baseball, a vast ground is needed to 
enjoy an actual ball game of this kind. Besides, many other 
athletes must be gathered together. There encounter di?icul 
ties in readily enjoying an actual ball game. 
[0003] On the other hand, ball games, such as baseball and 
soccer games, among television games, have been recently 
placed in practical use in order to offer ready enjoyment of the 
ball game. In the television game of this kind, a video game 
console loaded with game software is connected to a televi 
sion monitor to display a baseball or soccer ground on the 
monitor screen. The game player is allowed to manipulate the 
switches provided on a controller in controlling a moving 
character on the screen, e. g. a bat, ball and athlete. 

[0004] In the conventional television ball game, the game 
player merely operates the operation switches without actu 
ally swinging a bat or kicking a ball. This makes the ball game 
short of realistic feeling in game play. 

SUMMARY OF THE INVENTION 

[0005] Therefore, it is a primary object of the present inven 
tion to provide a novel sensing ball game apparatus for enj oy 
ing a ball game with a realistic feeling while using a television 
monitor. 
[0006] Another object of the invention is to provide a sens 
ing ball game apparatus for playing a game while using a 
television monitor, actual game tools or the analogously 
formed game tools. 
[0007] Another object of the invention is to provide a sens 
ing game apparatus having an actual game tool or the analo 
gously formed game tool, to input an acceleration-correlated 
signal so that a game scene displayed on the monitor is 
changed on the basis of that signal. 
[0008] A sensing ball game apparatus according to the 
present invention is for playing a ball game by displaying at 
least a ball character on a screen of a television monitor, 
comprising: an input device to be moved in a three-dimen 
sional space by a game player; signal output means incorpo 
rated in the input means to output an acceleration correlated 
signal according to an acceleration upon moving the input 
device in the three-dimensional space; and a game processor 
for receiving the acceleration-correlated signal and causing a 
change in the ball character displayed on the screen. 
[0009] The input device is moved in the three-dimensional 
space by the game player. In the case of a bat input device or 
racket input device for example, the player holds and swings 
it. Meanwhile, in the case of a ball input device, the game 
player makes a pitching action while holding it in the hand. 
The input device is provided with an acceleration sensor 
utiliZing, for example, a piezoelectric buZZers. When the 
input device is moved, the acceleration sensor outputs an 
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acceleration-correlated signal. The acceleration-correlated 
signal is transmitted to the game processor through a wire or 
wirelessly. 
[0010] The game processor determines a moving speed of 
the input device on the basis of the acceleration-correlated 
signal, and computes parameters for a moving speed, direc 
tion and the like of a hit back ball on the basis of the computed 
speed, timing, ball course or the like. The ball is moved in the 
game scene according to the computed parameters. 
[0011] According to the invention, the ball game can be 
played while displaying a game scene on the television moni 
tor. Accordingly, the game can be readily enjoyed as in the 
television game. Moreover, because the game player actually 
moves the input device in the three-dimensional space to 
cause any change in the ball on the screen, it is possible to 
provide the game player with a realistic feeling of playing an 
actual ball game. 
[0012] The above described objects and other objects, fea 
tures, aspects and advantages of the present invention will 
become more apparent from the following detailed descrip 
tion of the present invention when taken in conjunction with 
the accompanying drawings. 

BRIEF DESCRIPTION OF THE DRAWINGS 

[0013] FIG. 1 is an illustrative view showing an overall 
structure of a sensing baseball game apparatus according to 
an embodiment of the present invention; 
[0014] FIG. 2 is an illustrative view showing an example of 
a game screen displayed on a television monitor in the FIG. 1 

embodiment; 
[0015] FIG. 3 is a block diagram showing the FIG. 1 
embodiment; 
[0016] FIG. 4 is an illustrative view showing an interior 
structure of a tip part of a bat input device in the FIG. 1 
embodiment; 
[0017] FIG. 5 is a circuit diagram of the bat input device; 
[0018] FIG. 6 is a waveform diagram of various parts snow 
ing operation of the bat input device; 
[0019] FIG. 7 is a ?owchart showing an operation that the 
game machine, or game processor, takes in a rotation speed of 
the bat input device in the FIG. 1 embodiment; 
[0020] FIG. 8 is a ?owchart showing an operation upon 
swinging of the bat input device in the FIG. 1 embodiment; 
[0021] FIG. 9 is a modi?cation to the FIG. 1 embodiment, 
as an illustrative view showing a competition-type sensing 
baseball game apparatus; 
[0022] FIG. 10 is a block diagram showing the FIG. 9 
embodiment; 
[0023] FIG. 11 is an illustrative view showing a ball input 
device, together with a structure thereof, in the FIG. 9 
embodiment; 
[0024] FIG. 12 is a ?owchart showing an operation of pitch 
ing using the ball input device in the FIG. 9 embodiment; 
[0025] FIG. 13 is another embodiment of the invention, as 
an illustrative view showing a competition-type table-tennis 
game apparatus; 
[0026] FIG. 14 is an illustrative view showing an example 
of a game screen displayed on the television monitor in the 
FIG. 13 embodiment; 
[0027] FIG. 15 is a block diagram showing the FIG. 13 
embodiment; 
[0028] FIG. 16 is an illustrative view showing an example 
of a racket input device used in the FIG. 13 embodiment: 
















