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(57) ABSTRACT 

With a game implemented by the present game program, ball 
dispatch origin characters will be displayed on a monitor. 
Then, at least one of ball dispatch destination characters will 
be displayed on the monitor. Next, it will be determined 
whether or not a predetermined button of an operation 
means has been operated. The dispatch destination charac 
ters will be identified when a command means has been 
placed into contact with the dispatch destination character 
after it has been determined that the predetermined button of 
the operation means 4 has been operated. If this occurs, a 
moving object can be dispatched from the ball dispatch 
origin characters to the ball dispatch destination characters. 
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Fig. 1 
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Fig. 4 
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Fig. 5 
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Fig. 6 
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Fig. 7 
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GAME PROGRAM, GAME DEVICE, AND GAME 
METHOD 

CROSS-REFERENCE TO RELATED 
APPLICATIONS 

0001. This application is a continuation application of 
International Application No. PCT/JP2005/016632 filed on 
Sep. 9, 2005. The entire disclosure of International Patent 
Application No. PCT/JP2005/016632 is hereby incorporated 
herein by reference. 
0002 This application claims priority to Japanese Patent 
Application No. 2004-273571. The entire disclosure of 
Japanese Patent Application No. 2004-273571 is hereby 
incorporated herein by reference. 

BACKGROUND OF THE INVENTION 

0003) 
0004 The present invention relates to a game program, 
and in particular to a game program for causing a computer 
to implement a game that will dispatch a moving object from 
a character displayed on a touch panel type of monitor. In 
addition, the present invention relates to a game device and 
a game method that is actualized by this game program. 
0005 2. Background Information 

1. Field of the Invention 

0006 Various video games have been proposed in the 
past. Various video games now allow one to issue various 
commands to a character displayed on a monitor by oper 
ating an input unit that is independent of a game unit, e.g., 
various input buttons on a controller, or by operating various 
input buttons that are integrally provided on the game unit. 
For example, a standard game device has a monitor, a game 
unit that is separate from the monitor, and a controller that 
is separate from the game unit. A plurality of input buttons 
are arranged on the controller. In addition, a portable game 
device has a game unit, a liquid crystal monitor arranged in 
the approximate central portion of the game unit, and a 
plurality of input buttons that are arranged on both sides of 
the liquid crystal monitor. With this type of game device, 
various commands can be issued to a character displayed on 
the monitor by operating at least one of the plurality of input 
buttons. 

0007 Thus, one known video game in which commands 
to a character are performed from input buttons includes a 
competitive video game, e.g., a baseball game, in which 
athlete characters are displayed on a monitor and a compe 
tition takes place. With this baseball game, if a player causes 
the ball to be dispatched to a defender and a fielder character 
catches the ball, the ball will be dispatched from the fielder 
character who caught the ball to a selected destination if a 
button corresponding to the destination of the ball, e.g., 
home base, first base, second base, or third base, is pushed, 
and a button corresponding to a ball dispatch command is 
pushed. 

0008. With conventional baseball games, when a fielder 
character has caught a ball, the ball will be dispatched from 
the fielder character to home base, first base, second base, or 
third base, if a button corresponding to home base, first base, 
second base, or third base is pushed and a button corre 
sponding to a dispatch command is pushed. At this point, 
after confirming the play situation on the monitor while 
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blindly touching the buttons corresponding to each base, 
e.g., four directional command buttons arranged in a cross 
shape, the player must push a button corresponding to the 
dispatch command. Generally, after the fielder character has 
caught the ball, the player must issue a ball dispatch desti 
nation command to the fielder in response to the play 
situation. Because of this, when the player blindly touches 
the buttons corresponding to each base, the player may 
accidentally push a button that is different from the desired 
button. 

0009. In view of the above, it will be apparent to those 
skilled in the art from this disclosure that there exists a need 
to make it possible to correctly input a command when 
dispatching a moving object to a character. This invention 
addresses this need in the art as well as other needs, which 
will become apparent to those skilled in the art from this 
disclosure. 

0010. A game program according to a first aspect of the 
present invention is a program for implementing the follow 
ing functions on a computer capable of implementing a 
game in which a moving object is dispatched from a 
character displayed on a touch panel type of monitor. 

0011 (1) A dispatch origin display function that will 
display a character dispatch origin of a moving object. 

0012 (2) A dispatch destination display function that will 
display a character dispatch destination of the moving 
object. 

0013 (3) A button operation determination function that 
will determine whether or not a predetermined button of an 
operation means has been operated. 

0014 (4) A dispatch destination character identification 
function that will, after it has been determined by the button 
operation determination function that the predetermined 
button of the operation means has been operated, identify a 
character as the dispatch destination when a command 
means is placed into contact with a character that is the 
dispatch destination. 

00.15 (5) A moving object dispatch function that will 
dispatch the moving object from the dispatch origin char 
acter to the dispatch destination character identified by the 
dispatch destination character identification function. 
0016. With a game implemented by this program, the 
character dispatch origin of the moving object will be 
displayed on the monitor with the dispatch origin display 
function. The dispatch destination display function will 
display the character dispatch destination of the moving 
object on at least one monitor. It will be determined whether 
or not a predetermined button of the operation means has 
been operated with the button operation determination func 
tion. The dispatch destination character identification func 
tion will identify the dispatch destination character when the 
command means has been placed into contact with the 
dispatch destination character after it has been determined 
that a predetermined button of the operation means has been 
operated by the button operation determination function. 
The moving object dispatch function will dispatch the 
moving object from the dispatch origin character to the 
dispatch destination character identified by the dispatch 
destination character identification function. 
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0017 With this game program, the dispatch destination 
character will be identified when the command means has 
been placed into contact with the dispatch destination char 
acter after it has been determined that a predetermined 
button of the operation means has been operated. At this 
point, the moving object will be dispatched from the dis 
patch origin character to the identified dispatch destination 
character. 

0018 For example, consider a case in which a baseball 
game is implemented on a touch panel type of monitor, and 
a player causes a defender to dispatch the ball. Here, with the 
aforementioned program, when a fielder character has 
caught a ball, if the command means is placed into contact 
with the character dispatch destination, e.g., the home base, 
first base, second base, or third base characters, while a 
predetermined button of the operation means is pushed or 
after the predetermined button of the operation means has 
been pushed, the home base, first base, second base, or third 
base characters will be identified. At this time, the ball 
character can be dispatched from the fielder character that 
caught the ball to the home base, first base, second base, or 
third base characters. Thus, a player can dispatch the ball 
character from the fielder character that caught the ball to the 
home base, first base, second base, or third base characters 
with a simple operation, in which a predetermined button of 
the operation means is pushed, and the command means is 
placed into contact with the dispatch destination character, 
e.g., the home base, first base, second base, or third base 
characters. In this way, the player can accurately and easily 
input commands for causing the fielder character to dispatch 
the ball character. 

0019. A game program according to a second aspect of 
the present invention is the game program of the first aspect, 
and is a program for further implementing the following 
function in a computer. 
0020 (6) A dispatch origin character movement function 
that will, after it has been determined by the button operation 
determination function that the predetermined button of the 
operation means has not been operated, move the dispatch 
origin character to the dispatch destination character when 
the command means is placed into contact with the dispatch 
destination character. 

0021 With a game implemented by this program, the 
dispatch origin character movement function will, after it 
has been determined by the button operation determination 
function that the predetermined button of the operation 
means has not been operated, move the dispatch origin 
character to the dispatch destination character when the 
command means is placed into contact with the dispatch 
destination character. 

0022 With this game program, the dispatch origin char 
acter will be moved to the dispatch destination character 
when the command means has been placed into contact with 
the dispatch destination character after it has been deter 
mined that a predetermined button of the operation means 
has not been operated. Because of this, with a baseball game 
for example, if the command means is placed into contact 
with the dispatch destination character, e.g., the home base, 
first base, second base, or third base character, in a state in 
which the predetermined button of the operation means has 
not been pushed when a fielder character caught the ball, the 
fielder character that caught the ball can be moved toward 
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the first base, second base, or third base characters. In this 
way, a player can also accurately input commands when 
moving a fielder character. 

0023. A game device according to a third aspect of the 
present invention is a game device that can implement a 
game in which a moving object is dispatched from a 
character displayed on a touch panel type of monitor. This 
game device comprises dispatch origin display means, dis 
patch destination display means, button operation determi 
nation means, dispatch destination character identification 
means, and moving object dispatch means. The dispatch 
origin display will display the dispatch origin character of 
the moving object on the monitor. The dispatch destination 
display means will display the character dispatch destination 
of the moving object on at least one monitor. The button 
operation determination means will determine whether or 
not a predetermined button of the operation means has been 
operated. The dispatch destination character identification 
means will identify the dispatch destination character when 
the command means has been placed into contact with the 
dispatch destination character after it has been determined 
that a predetermined button of the operation means has been 
operated by the button operation determination means. The 
moving object dispatch means will dispatch the moving 
object from the dispatch origin character to the dispatch 
destination character identified by the dispatch destination 
character identification means. 

0024. A game method according to a fourth aspect of the 
present invention is a game method that can implement a 
game in which a moving object is dispatched from a 
character displayed on a touch panel type of monitor. The 
game method comprises a dispatch origin display step, a 
dispatch destination display step, a button operation deter 
mination step, a dispatch destination character identification 
step, and a moving object dispatch step. The dispatch origin 
display step will display the dispatch origin character of the 
moving object on the monitor. The dispatch destination 
display step will display the character dispatch destination of 
the moving object on at least one monitor. The button 
operation determination step will determine whether or not 
a predetermined button of the operation means has been 
operated. The dispatch destination character identification 
step will identify the dispatch destination character when the 
command means has been placed into contact with the 
dispatch destination character after it has been determined 
that a predetermined button of the operation means has been 
operated by the button operation determination step. The 
moving object dispatch step will dispatch the moving object 
from the dispatch origin character to the dispatch destination 
character identified by the dispatch destination character 
identification step. 

0025 These and other objects, features, aspects and 
advantages of the present invention will become apparent to 
those skilled in the art from the following detailed descrip 
tion, which, taken in conjunction with the annexed draw 
ings, discloses a preferred embodiment of the present inven 
tion. 
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BRIEF DESCRIPTION OF THE DRAWINGS 

0026 Referring now to the attached drawings which form 
a part of this original disclosure: 
0027 FIG. 1 is an external view of a portable game unit 
(an example of a computer) that can use a game program 
according to the present invention. 
0028 FIG. 2 is an example of a control block diagram of 
the portable game unit. 
0029 FIG. 3 is an example of a function block diagram 
of the portable game unit. 
0030 FIG. 4 is a flowchart for explaining the defense 
system in a baseball game. 
0031 FIG. 5 is an explanation of the defense system in a 
baseball game (dispatch example 1). 
0032 FIG. 6 is an explanation of the defense system in a 
baseball game (dispatch example 2). 
0033 FIG. 7 is an explanation of the defense system in a 
baseball game (movement example 1). 
0034 FIG. 8 is a flowchart for explaining the defense 
system in a baseball game. 

DETAILED DESCRIPTION OF THE 
PREFERRED EMBODIMENTS 

0035) Selected embodiments of the present invention will 
now be explained with reference to the drawings. It will be 
apparent to those skilled in the art from this disclosure that 
the following descriptions of the embodiments of the present 
invention are provided for illustration only and not for the 
purpose of limiting the invention as defined by the appended 
claims and their equivalents. 
Construction of the Game Device 

0.036 FIG. 1 is an external view of a portable game unit 
(an example of a computer) that can use a game program 
according to the present invention. In addition, FIG. 2 is one 
example of a control block diagram of the portable game 
unit. 

0037 As shown in FIG. 1, the portable game unit 1 
primarily has a main case 2, a liquid crystal monitor unit 3. 
an input unit 4, a cartridge mounting unit 5, and a commu 
nication unit (not shown in the drawings). The main case 2 
has an upper case 2a and a lower case 2b. The upper case 2a 
and the lower case 2b are connected to each other such that 
they can be opened and closed. The liquid crystal monitor 
unit 3 comprises an upper liquid crystal monitor 3a provided 
in the upper case 2a, and a lower liquid crystal monitor 3b 
provided in the lower case 2b. Here, for example, the upper 
liquid crystal monitor 3a is a non-touch panel type monitor, 
and the lower liquid crystal monitor 3b is a touch panel type 
monitor. The non-touch panel type monitor is comprised of 
a liquid crystal panel, and the touch panel type monitor is 
comprised of a liquid crystal panel and a touch panel. On the 
touch panel type monitor, the display Surface of the liquid 
crystal panel and the data input Surface of the touch panel are 
laminated together so as to be integral with each other. The 
input unit 4 comprises a cross-shaped directional command 
button 4a that is arranged on the central portion of the left 
side of the lower case 2b, a select button 4b and a start button 
4c arranged from left to right on the upper portion of the left 
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side of the lower case 2b, command buttons 4d that are 
arranged in the central portion of the right side of the lower 
case 2b, a power button 4e that is arranged on the upper 
portion of the right side of the lower case 2b, and an L button 
4f and a R button 4g arranged on the left and right corners 
of the lower case 2b. The cartridge mounting unit 5 is 
provided in the lower portion of the lower case 2b. A game 
cartridge or the like can be mounted in the cartridge mount 
ing unit 5. The communication unit is built into the main 
case 2, e.g., the lower case 2a. A local wireless network 
function, internet connection via wireless LAN function, or 
the like are provided by the communication unit. Note that 
a Sound Volume adjustment button, an earphone jack, and 
the like are provided in the game unit 1, but an explanation 
of these will be omitted. 

0038. As shown in FIG. 2, the portable game unit 1 has 
a control device 10 in the interior thereof. A CPU (Central 
Processing Unit) 11 which uses a microprocessor, a ROM 
(Read Only Memory) 12 as a main storage device, a RAM 
(Random Access Memory) 13, an image processing circuit 
14, a sound processing circuit 15, and a communication 
control circuit 20 of the control device 10 are connected to 
each other via a bus 16. 

0.039 The CPU 11 will interpret instructions from a game 
program, and will perform various types of data processing 
and control. The ROM 12 will store programs and the like 
needed for basic control of the game unit 1 (e.g., start-up 
control). The RAM 13 will maintain a working area for the 
CPU 11. The image processing circuit 14 controls the liquid 
crystal monitor unit 3 in response to rendering commands 
from the CPU 11, and displays predetermined images on at 
least one of the upper liquid crystal monitor 3a and the lower 
liquid crystal monitor 3b. In addition, a touch input detection 
circuit 14a is included in the image processing circuit 14. 
When a command means, e.g., a touch pen, a finger, or the 
like is brought into direct contact with the touch panel, 
coordinate date of the contact position will be supplied from 
the touch input detection circuit 14a to the CPU 11, and the 
contact position will be identified by the CPU 11. In addi 
tion, when the command means is brought into direct contact 
with the touch panel at the position of a target object 
displayed on the liquid crystal panel, coordinate data of the 
target object will be supplied from the touch input detection 
circuit 14a to the CPU 11, and the target object will be 
identified by the CPU. The sound processing circuit 15 will 
produce analog audio signals in response to Sound genera 
tion commands from the CPU 11, and will output the same 
to a speaker 22. The communication control circuit 20 is 
included in the communication unit, and is employed in 
order to wirelessly connect the game unit 1 to another game 
unit or the like. The communication control circuit 20 is 
connected to the CPU 11 via the bus 16. In response to 
instructions from the CPU 11, the communication control 
circuit 20 will control and dispatch connection signals for 
connecting the game unit 1 to the internet via a local wireless 
network or a wireless LAN. 

0040. An external storage device 17 that is separate from 
the control device 11 is connected to the bus 16. For 
example, the external storage device 17 is a game cartridge 
that is removably mounted in the main case 2, e.g., the lower 
case 2b. A ROM 18 as a storage medium, and a memory 19 
as a rewriteable user memory, are provided in the interior of 
the external storage device 17. A game program that causes 



US 2007/O 155453 A1 

the game unit 1 to function as a computer, and various types 
of data needed in the execution of the game program, are 
stored in advance in the ROM 18. The various types of data 
include various types of character image data, e.g., various 
types of panel image data, attribute image data, and the like. 
Rewriteable memory such as flash memory is used in the 
memory 19. Saved game data or the like will be stored in the 
memory 19 in response to need. Note that the storage 
medium of the external storage device 17 is not limited to a 
semiconductor memory element, and various other types of 
storage media may be used. Such as a magnetic storage 
medium, an optical storage medium, a magneto-optical 
storage medium, or the like. Note also that an interface 
circuit is interposed between the bus 16 and each element, 
but illustration of these will be omitted here. 

0041. With the game unit 1 constructed as described 
above, a player can play various game genres on the liquid 
crystal monitor unit 3 by loading a game program stored in 
the ROM 18 of the external storage device 17, and executing 
the loaded game program with the CPU 11. In addition, by 
connecting the game unit 1 with another game unit with a 
wireless network, or connecting the game unit 1 with 
another game unit via a communication cable or the like, 
data can be exchanged with another game unit or a compe 
tition type game can be played via the communication 
control circuit 10. 

Summary of Various Types of Processes in the Game Device 
0042. A game that can be executed in the present game 
unit 1 is, for example, a baseball game. FIG. 3 is a function 
block diagram for explaining the functions that play an 
essential role in the present invention. 
0043. With the game unit 1, a moving object will be 
dispatched from a character displayed on a touch panel type 
of monitor. For example, with the present game unit 1, a ball 
character will be dispatched from a fielder character dis 
played on a touch panel type of monitor. The game device 
1 primarily comprises dispatch origin display means 50. 
dispatch destination display means 51, button operation 
determination means 52, dispatch destination character iden 
tification means 53, moving object dispatch means 54. 
dispatch origin character movement means 55, and moving 
state display means 56. 
0044) The dispatch origin display means 50 is imple 
mented by a function that will display a fielder character of 
the ball dispatch origin on the monitor. With the dispatch 
origin display means 50, the fielder character of the ball 
dispatch origin identified by the CPU 11 will be displayed on 
the monitor, e.g., the liquid crystal monitor. 
0045. The dispatch origin display means 51 is imple 
mented by a function that will display a fielder character of 
the ball dispatch origin on at least one monitor. With the 
dispatch destination display means 51, the fielder character 
of the ball dispatch origin identified by the CPU 11 will be 
displayed on at least one monitor, e.g., the lower monitor 3b. 
More particularly, the fielder character of the ball dispatch 
origin will be displayed on the touch panel liquid crystal 
panel of the lower monitor 3b. 
0046) The button operation determination means 52 is 
implemented by a function that determines whether or not a 
predetermined button of the operation means has been 
operated. With the button operation determination means 52. 
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it will be determined by the CPU 11 whether or not a 
predetermined button of the operation means, e.g., the input 
unit 4, has been operated. More specifically, it will be 
determined by the CPU 11 whether or not the input signals 
when a predetermined button has been operated have been 
issued from the input unit 4 to the CPU 11. 
0047 The dispatch destination character identification 
means 53 is implemented by a function that will identify the 
fielder character of the ball dispatch destination, when the 
command means has been placed into contact with the 
fielder character of the ball dispatch destination after it has 
been determined that a predetermined button of the opera 
tion means has been operated by the button operation 
determination means 52. With the dispatch destination char 
acter identification means 53, in the event that it has been 
determined that a predetermined button of the operation 
means, e.g., the input unit 4, has been operated by means of 
the button operation determination means 52, then if the 
command means, e.g., a touch pen, finger, etc., is placed into 
contact with the touch panel in the position of the character 
of the ball dispatch destination displayed on the liquid 
crystal panel, the coordinate data of the fielder character of 
the ball dispatch destination will be supplied from the touch 
input detection circuit 14a to the CPU 11, and the fielder 
character of the ball dispatch destination will be identified 
by the CPU 11. 
0048. The moving object dispatch means 54 is imple 
mented by a function that will dispatch the ball character 
from the character of the ball dispatch origin to the character 
of the ball dispatch destination identified by the ball dispatch 
destination character identification function. With the mov 
ing object dispatch means 54, command signals for causing 
the ball to be dispatched from a fielder character of the ball 
dispatch origin identified by the CPU 11, to the fielder 
character of the ball dispatch destination identified by the 
dispatch destination character identification function, will be 
issued from the CPU 11 to the monitor. Here, based upon the 
coordinate data of the fielder character of the ball dispatch 
origin and the coordinate data of the fielder character of the 
ball dispatch destination, a trajectory that connects the 
fielder character of the ball dispatch origin with the fielder 
character of the ball dispatch destination will be calculated 
by the CPU 11, and command signals for causing the ball 
character to move on this trajectory will be issued from the 
CPU 11 to the image processing circuit 14. 
0049. The dispatch origin character movement means 55 

is implemented by a function that will move the fielder 
character of the ball dispatch origin to the fielder character 
of the ball dispatch destination, when the command means 
has been placed into contact with the fielder character of the 
ball dispatch destination after it has been determined that a 
predetermined button of the operation means has not been 
operated by the button operation determination means 52. 
With the dispatch destination character identification means 
55, in the event that it has been determined that a predeter 
mined button of the operation means, e.g., the input unit 4. 
has not been operated by means of the button operation 
determination means 52, then if the command means, e.g., 
a touch pen, finger, etc., is placed into contact with the touch 
panel in the position of the fielder character of the ball 
dispatch destination displayed on the liquid crystal panel, 
the coordinate data of the fielder character of the ball 
dispatch origin will be supplied from the touch input detec 
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tion circuit 14a to the CPU 11, and the fielder character of 
the ball dispatch origin will be identified by the CPU 11. 
Then, command signals for causing the fielder character of 
the ball dispatch origin to move toward the fielder character 
of the ball dispatch destination will be issued from the CPU 
11 to the monitor. Here, based upon the coordinate data of 
the fielder character of the ball dispatch origin and the 
coordinate data of the fielder character of the ball dispatch 
destination, a trajectory that connects the fielder character of 
the ball dispatch origin with the fielder character of the ball 
dispatch destination will be calculated by the CPU 11, and 
command signals for causing the fielder character of the ball 
dispatch origin to move on this trajectory will be issued from 
the CPU 11 to the image processing circuit 14. 

0050. The movement state display means 56 is imple 
mented by a function that will display the movement states 
of the ball character and the fielder character of the ball 
dispatch origin on the monitor. With the movement state 
display means 56, the movement states of the ball character 
and the fielder character of the ball dispatch origin will be 
displayed on the monitor, e.g., the lower monitor 3b, by the 
image processing circuit 14 that received the command 
signals from the CPU 11. More particularly, the movement 
states of the ball character and the fielder character of the 
ball dispatch origin will be displayed on the liquid crystal 
panel of the touch panel on the lower monitor 3b. 

Summary of the Baseball Game 

0051 Next, the specific content of the baseball game of 
the present embodiment will be explained. 

0.052 This baseball game primarily comprises a batting 
system that issues commands with regard to batting to a 
batter character, a defense system that issues commands 
with regard to catching and throwing to a fielder character, 
a pitching system that issues commands with regard to 
pitching to a pitcher character, and a base running system 
that issues commands with regard to base running to a base 
running character. Each of these systems is realized by a 
game program stored in the ROM 18, for example, and is 
executed in the game unit 1. 

0053 A Summary of the pitching system that plays an 
essential role in the present invention will be explained 
below. 

0054 The defense system makes defensive operations 
possible by commanding the dispatch of balls to fielders and 
the movement of fielders with the command means, e.g., a 
touch pen, a finger, or the like. 

0055 With the present baseball game, as shown in FIG. 
4, if a player is to operate defense characters, then defense 
characters 70, a batter character 71, and base characters 72, 
will be primarily displayed on the lower touch panel type of 
monitor. For example, the defense characters 70 includes a 
pitcher character, a catcher character, and a plurality of 
fielder characters, and the base characters 72 include a home 
base character and first to third base characters. 

0056. For example, in the event that a player causes the 
ball character 73 to be dispatched from the pitcher character, 
and the opposing player or an AI player causes a batter 
character 71 to move, then if the ball character 73 hit by the 
batter character 71 flies to one of the fielder characters of the 
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defense characters 70, the ball character 73 will be caught by 
one of the fielder characters of the defense characters 70. 

0057 When the ball character 73 is caught by one of the 
fielder characters of the defense characters 70, if the player 
places the touch pen into contact with a character other than 
the one fielder character of the defense characters after 
operating a predetermined button of the input unit 4, the ball 
character 73 will be dispatched from the one fielder char 
acter of the defense characters to a character other than the 
one fielder character of the defense characters 70. Here, in 
the event that the character that is in contact with the touch 
pen is a base character 72, the ball character 73 will be 
dispatched from the one fielder character of the defense 
characters 70 to the base character 72, as if a fielder 
character is present on the base. In addition, in the event that 
the character in contact with the touch pen is a fielder 
character, and that fielder character is positioned near a base 
character, the ball character 73 may be dispatched from the 
one fielder character of the defense characters 70 to a base 
character 72, as if the fielder character is on the base. In 
contrast, when the ball character 73 has been caught by one 
of the fielder characters of the defense characters 70, if the 
player places the touch pen into contact with a character 
other than the one fielder character of the defense characters 
without operating a predetermined button of the input unit 4. 
the one fielder character of the defense characters 70 will 
move to a character other than the one fielder character of 
the defense characters 70. 

0.058 For example, as shown in FIG. 5, in the event that 
the ball character 73 hit by the batter character 71 has been 
caught by the fielder character 70a at shortstop, if the player 
has pushed the L button 4f of the input unit 4 and places the 
touch pen into contact with the base character 72a at first 
base, the ball character 73 will be dispatched from the fielder 
character 70a at shortstop to the base character 72a at first 
base. This corresponds to a state in a baseball game when the 
shortstop that caught the ball dispatches the ball to first base. 

0059 For example, as shown in FIG. 6, in the event that 
the ball character 73 hit by the batter character 71 has been 
caught by the fielder character 70b in right field, if the player 
has pushed the L button 4f of the input unit 4 and places the 
touch pen into contact with the fielder character 70c at 
second base, the ball character 73 will be dispatched from 
the fielder character in right field to the fielder character 70c 
at second base. Furthermore, if a player has pushed the L 
button 4f of the input unit 4 and places the touch pen into 
contact with the home base character 72, the ball character 
73 will be dispatched from the fielder character 70c at 
second base to the home base character 72. This corresponds 
to a state in which the right fielder that caught the ball 
dispatches the ball to the second baseman, and the second 
baseman dispatches the ball to home base. In other words, 
this corresponds to a situation in which the right fielder 
dispatches the ball to home base via the second baseman. 

0060 For example, as shown in FIG. 7, in the event that 
the ball character 73 hit by the batter character 71 has been 
caught by the fielder character 70d in left field, if the player 
has not pushed the L button 4f of the input unit 4 and places 
the touch pen into contact with the fielder character 70e at 
shortstop, the fielder character 70d in left field will move to 
the fielder character 70e at shortstop. This corresponds to a 
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state in which the left fielder that caught the ball brings the 
ball to the shortstop in order to avoid the risk of dispatching 
the ball. 

Each Process Flow During Execution of the Defense System 
0061 The flowchart shown in FIG. 8 will be used to 
explain the defense system in the baseball game of the 
present embodiment. 
0062) If a player is to operate defense characters, a 
plurality of defense characters 70 and each base character 72 
will be displayed on the lower touch panel type of monitor 
(S1). The plurality of defense characters 70 include, for 
example, a pitcher character, a catcher character, and fielder 
characters. The base characters 72 include the home base 
character 72 and first to third base characters 72. In this state, 
if one of the plurality of defense characters 70 catches a ball 
hit by the batter character 71, the defense character 70 that 
caught the ball will be identified as the ball dispatch origin 
character (S2). At this point, it will be determined whether 
or not a predetermined button of the input unit 4 has been 
operated (S3). Here, for example, the L button 4f corre 
sponds to the predetermined button, and it will be deter 
mined whether or not the L button 4f of the input unit 4 has 
been pushed. 

0063. If it is determined that the L button 4f of the input 
unit 4 has been pushed (S3 is yes), then it will be determined 
whether or not the touch pen has been placed into contact 
with a character other than the ball dispatch origin character 
(S4). If it has been determined that the touch pen has been 
placed into contact with a character other than the ball 
dispatch origin character (S4 is yes), the character other than 
the ball dispatch origin character will be identified as the ball 
dispatch destination character (S5). Then, the ball will be 
dispatched from the ball dispatch origin character to the ball 
dispatch destination character (S6). Then, the movement 
state of the ball character 73 from the ball dispatch origin 
character to the ball dispatch destination character will be 
displayed on the monitor (S7). In contrast, if it has been 
determined that the touch pen has not been placed into 
contact with a character other than the ball dispatch origin 
character (S4 is no), the ball will be maintained in a state in 
which the ball dispatch origin character holds the ball, and 
will not be dispatched from the ball dispatch origin character 
to the ball dispatch destination character (S8). Then, the ball 
dispatch origin character will be displayed on the monitor in 
a state in which it is holding the ball (S7). 
0064. If it is determined that the L button 4f of the input 
unit 4 has not been pushed (S3 is no), then it will be 
determined whether or not the touch pen has been placed 
into contact with a character other than the ball dispatch 
origin character (S9). Then, if it has been determined that the 
touch pen has been placed into contact with a character other 
than the ball dispatch origin character (S9 is yes), the 
character other than the ball dispatch origin character will be 
identified as the movement destination character (S10). 
Then, the ball dispatch origin character will move toward the 
movement destination character (S11). Then, the ball dis 
patch origin character will be displayed on the monitor in a 
state in which it is moving toward the movement destination 
character (S7). In contrast, if it has been determined that the 
touch pen has not been placed into contact with a character 
other than the ball dispatch origin character (S9 is no), the 
ball will be maintained in a state in which it is not dispatched 
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from the ball dispatch origin character to the ball dispatch 
destination character, and will be held by the ball dispatch 
origin character (S8). Then, the ball dispatch origin charac 
ter will be displayed on the monitor in a state in which it is 
holding the ball (S7). 

Other Embodiments 

0065 (a) With the aforementioned embodiment, an 
example was illustrated in which the portable game unit 1 
was used as an example of a computer that can utilize the 
game program, however the game device is not limited to 
the aforementioned embodiment, and can also utilize in the 
same way a game device formed separately from a monitor, 
a game device for commercial use that is formed integrally 
with a monitor, and a personal computer, a workstation, or 
the like that functions as a game device by executing a game 
program. 

0066 (b) The present invention also includes a program 
and method for executing the game described above, and a 
computer readable storage medium on which the program is 
stored. Other than the cartridge, examples of recording 
media include computer readable flexible disks, semicon 
ductor memory, CD-ROM, DVD, MO, ROM cassettes, and 
the like. 

INDUSTRIAL APPLICABILITY 

0067. In the present invention, the dispatch destination 
character will be identified when the command means has 
been placed into contact with the dispatch destination char 
acter after it has been determined that a predetermined 
button of the operation means has been operated. At this 
point, the moving object will be dispatched from the dis 
patch origin character to the identified dispatch destination 
character. In this way, a player can dispatch a moving object 
from the dispatch origin character to the dispatch destination 
character with a simple operation in which a command 
means is placed into contact with the dispatch destination 
character. In this way, a player can accurately and easily 
input commands that cause a moving object to be dispatched 
to a character. 

1. A game program for causing a computer to implement 
a game in which a moving object is dispatched from a 
character displayed on a touch panel type of monitor, 
comprising: 

a dispatch origin display function that will display a 
character dispatch origin of a moving object, 

a dispatch destination display function that will display a 
character dispatch destination of the moving object, 

a button operation determination function that will deter 
mine whether or not a predetermined button of an 
operation means has been operated, 

a dispatch destination character identification function 
that will, after it has been determined by the button 
operation determination function that the predeter 
mined button of the operation means has been operated, 
identify the dispatch destination character when a com 
mand means is placed into contact with the dispatch 
destination character, and 

a moving object dispatch function that will dispatch the 
moving object from the dispatch origin character to the 
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dispatch destination character identified by the dispatch 
destination character identification function. 

2. The game program according to claim 1, wherein the 
computer further implements a dispatch origin character 
movement function that will, after it has been determined by 
the button operation determination function that the prede 
termined button of the operation means has not been oper 
ated, move the dispatch origin character to the dispatch 
destination character when the command means is placed 
into contact with the dispatch destination character. 

3. A game device capable of implementing a game in 
which a moving object is dispatched from a character 
displayed on a touch panel type of monitor, comprising: 

dispatch origin display means that will display a character 
dispatch origin of a moving object, 

dispatch destination display means that will display a 
character dispatch destination of the moving object, 

button operation determination means that will determine 
whether or not a predetermined button of an operation 
means has been operated, 

dispatch destination character identification means that 
will, after it has been determined by the button opera 
tion determination means that the predetermined button 
of the operation means has been operated, identify the 
dispatch destination character when a command means 
is placed into contact with the dispatch destination 
character, and 
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moving object dispatch means that will dispatch the 
moving object from the dispatch origin character to the 
dispatch destination character identified by the dispatch 
destination character identification means. 

4. A game method capable of implementing a game in 
which a moving object is dispatched from a character 
displayed on a touch panel type of monitor, comprising: 

a dispatch origin display step that will display a character 
dispatch origin of a moving object, 

a dispatch destination display step that will display a 
character dispatch destination of the moving object, 

a button operation determination step that will determine 
whether or not a predetermined button of an operation 
means has been operated, 

a dispatch destination character identification step that 
will, after it has been determined by the button opera 
tion determination step that the predetermined button of 
the operation means has been operated, identify the 
dispatch destination character when a command means 
is placed into contact with the dispatch destination 
character, and 

a moving object dispatch step that will dispatch the 
moving object from the dispatch origin character to the 
dispatch destination character identified by the dispatch 
destination character identification step. 
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