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GAME SYSTEMAND COMPUTER-READABLE 
STORAGE MEDUM 

BACKGROUND OF THE INVENTION 

0001) 1. Field of the Invention 
0002 This invention relates to a computer game system 
and a storage medium therefor. 
0003 2. Description of the Prior Art 
0004. There has been a fishing game for virtual experi 
ences of fishing, in which a fishing Spot is displayed on a 
Screen of a display device, and positions and behaviors and 
So on of a fisher and a fishing rod in the Screen are changed, 
according to a user (hereinafter also referred to as "player') 
operation to an input device. Especially, there have been 
developed many games for lure fishing having various kinds 
of Strategic characteristics in Selection of fishing points, 
lures, approaches, and their combinations. 
0005. In a conventional fishing game, the bite of fish on 
bait or lure (hereinafter simply referred to as “bite') is 
notified to a player in various ways Such as a visual 
representation on a display Screen, a Sound output or a 
Vibration of game device. In response, the player makes 
predetermined action by manipulating an input unit to Set the 
hook on the fish (hereinafter simply referred to “hooking”) 
and land the fish. 

0006. In such a fishing game system, the player gets to 
know the size of the fish for the first time when the player 
catches and lands the fish in the game. Of course, the player 
can presume the large Size of the fish during the activity or 
fight against the fish after the hooking, if landing the fish is 
uneasy job or takes relatively long time. Even in Such a case, 
however, the player cannot know the size of the fish before 
the bite, i.e., before the hooking. Therefore, the player 
normally catches all fishes that bite the bait or lure, regard 
less of the size of those fishes. 

0007 Further, in most of those fishing games, the play 
er's goal in playing the game is to simply catch a possible 
largest fish. However, in order to enhance the gaming and 
competing pleasure in the fishing game, it is desired to 
introduce various competition Styles other than Simply com 
peting the size of the fish caught. 

SUMMARY OF THE INVENTION 

0008. It is an object of the present invention to provide a 
game System which provides the player with broad gaming 
and competing pleasure by notifying the size of the fish 
before hooking it. 
0009. It is another object of the present invention to 
provide a computer-readable Storage medium for use in the 
above game System. 
0010. According to one aspect of the present invention, 
there is provided a game System including: an image display 
device; an input device for Outputting Signals according to 
manipulation made by a user; and a control device for 
executing a fishing game in a virtual fishing Spot with 
referring to the Signals outputted from the input device, and 
for displaying images according to a progreSS of the fishing 
game on a Screen of the display device, the control device 
including: a size determining unit for determining a size of 
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a virtual fish; a bite notifying unit for presenting a temporal 
change of an amount relating to a bite by a fish to the user 
to notify the bite to the user; and a change determining unit 
for determining at least one of a changing amount and a 
changing time period of the amount relating to the bite based 
on the size of the fish determined by the size determining 
unit. 

0011. In accordance with the game system thus config 
ured, during the progreSS of the fishing game, first the size 
of fish is determined. Then, when the fish bites, the temporal 
change of the amount relating to the bite is notified to the 
user. At that time, at least one of a changing amount and a 
changing time period of the amount relating to the bite is 
determined based on the size of the fish. By this, the user can 
grasp the size of the virtual fish from the change of the 
amount relating to the bite of the fish. Therefore, the user can 
Selectively catch fishes by judging the size of the fishes, and 
the Strategic pleasure of the fishing game may be enhanced. 

0012. The change determining unit may determine at 
least one of the changing amount and the changing time 
period of the amount relating to the bite Such that the 
changing amount becomes larger and the changing time 
period becomes shorter as the size of the fish becomes larger. 
By this, the user can accurately judge the size of the fish 
based on at least one of the changing amount and the 
changing time period. 

0013 The bite notifying unit may include a tension 
display unit for displaying a tension value imposed on a 
virtual fishing line on the screen. The amount relating to the 
bite may include the tension value, and the changing time 
period may include a time period from a time when the 
tension value Starts changing to a time when the tension 
value return to a value before the change. Thus, if the tension 
value shown on the Screen is large, the user can judge that 
the fish is large. 
0014. The bite notifying unit may include a vibrator for 
applying vibration of a vibrating amount corresponding to 
the changing amount to the input device for a vibrating time 
period corresponding to the changing time period. By this, 
the user can recognize the bite from the vibration of the input 
device. Since the vibration amount changes according to the 
size of the fish, the size of the fish may be judged from the 
Vibration amount. 

0015 The game system may further include: a detecting 
unit for detecting a manipulation of the input device by the 
user during the changing time period; and a game executing 
unit for executing the game on a condition that a fish is 
hooked if the detecting unit detects the manipulation during 
the changing time period. By this, the user can catch the fish 
only if he or she Successfully completes the predetermined 
manipulation during the bite period, and this may assist to 
realize more realistic fishing game. 
0016. According to another aspect of the present inven 
tion, there is provided a computer-readable Storage medium 
for Storing a game program for executing a fishing game in 
a virtual fishing Spot with referring to Signals outputted from 
an input device and for displaying images according to a 
progreSS of the fishing game on a Screen of a display device, 
the program controls a computer to function as: a size 
determining unit for determining a Size of a virtual fish; a 
bite notifying unit for presenting a temporal change of an 
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amount relating to a bite by a fish to the user to notify the 
bite to the user; and a change determining unit for deter 
mining at least one of a changing amount and a changing 
time period of the amount relating to the bite based on the 
Size of the fish determined by the size determining unit. 
0.017. According to the storage medium of the present 
invention, the computer may function as a control device in 
the game System of the present invention by making the 
computer read the program for execution. 
0.018. The term “fishing rig in the present invention 
includes lure, fly, pseudo bait and other kinds of elements to 
be operated for catching fish in actual fishing. The Storage 
medium includes a magnetic Storage medium, an optical 
Storage medium, a magneto-optical Storage medium, a Semi 
conductor Storage element, and other kinds of Storage 
device. 

0019. The nature, utility, and further features of this 
invention will be more clearly apparent from the following 
detailed description with respect to preferred embodiment of 
the invention when read in conjunction with the accompa 
nying drawings briefly described below. 

BRIEF DESCRIPTION OF THE DRAWINGS 

0020 FIG. 1 is a diagram showing an embodiment of a 
hand-held game device of the present invention; 
0021 FIG. 2 is a diagram showing a schematic configu 
ration of a control device installed in the hand-held game 
device of FIG. 1; 

0022 FIG. 3 is a view showing one example during 
playing a game, displayed on a Screen of the hand-held game 
device of FIG. 1; 

0023 FIG. 4 is a diagram illustrating a content of a gauge 
of a shoal of fish displayed at both sides of the screen of 
FIG. 3; 

0024 FIG. 5 is a view showing how the display content 
of the gauge of a Shoal of fish of FIG. 4 is changed according 
to movements of a pointer; 

0.025 FIGS. 6A to 6D show level changes appearing on 
the line tension meter at the time a fish bites, 

0026 FIGS. 7A to 7C are views showing one example of 
a lure windows displayed on the main screen of FIG. 3 in 
an Overlapping manner; 

0.027 FIG. 8 is a view showing how a lure is operated 
according to a command given through the lure windows of 
FIGS. 7A to 7C; 

0028 FIGS. 9A to 9C are views showing another 
example of the lure window displayed on the main Screen of 
FIG. 3 in an overlapping manner; 

0029 FIG. 10 is a view showing how a lure is operated 
according to a command given through the lure windows of 
FIGS. 9A to 9C; 

0030 FIG. 11 is a flowchart denoting a procedure for a 
main game processing executed by a CPU of a control 
device of FIG. 2; 

0031 FIG. 12 is a flowchart continued from FIG. 11; 
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0032 FIG. 13 is a flowchart showing a procedure for a 
casting processing executed as a Subroutine processing of 
FIG. 11; 
0033 FIG. 14 is a flowchart showing a bite processing 
executed by the CPU of the control device of FIG. 2; 
0034 FIG. 15 is a view showing another example of the 
lure window; 
0035 FIG. 16 is view showing still another example of 
the lure window; and 
0036 FIG. 17 is a view showing still another example of 
the lure window. 

DETAILED DESCRIPTION OF THE 
PREFERRED EMBODIMENT 

0037. The preferred embodiment of the present invention 
will now be described below with reference to the attached 
drawings. 

0038 FIG. 1 shows an embodiment of a configuration of 
a hand-held game device according to the present invention. 
A hand-held game device 1 includes a main body 2, a liquid 
crystal monitor 3 installed in the main body 2 as a display 
device, and an input device 4. The input device 4 includes 
a direction indicating Switch 5, and a plurality of pushbutton 
Switches 6. The direction indicating Switch 5 includes an 
operation member 5a with, for example, a croSS Shape, and 
outputs signals according to operation for vertical, or croSS 
wise direction motion (pushing operation of an end at the 
top, bottom, right, or left part) of the operation member 5a. 
Such configuration of the input device 4 is well known, and 
various kinds of variations may be possible. For example, 
instead of the operation member Sa, one push button Switch 
may be arranged at the top, bottom, right, and left parts, 
respectively. 

0039 FIG.2 shows a configuration of a control device 10 
installed in the game device 1. The control device 10 is 
configured as a computer mainly composed of a CPU 11 
using a microprocessor. The CPU 11 is connected to a ROM 
12 and a RAM 13 as a main Storage device, an image 
processing circuit 14, and a Sound processing circuit 15 
through a bus 16, respectively. Programs necessary for basic 
control (for example, start processing) of the game device 1 
are stored in the ROM 12. The work area for the CPU 11 is 
secured in the RAM 13. The image processing circuit 14 
controls a liquid crystal monitor 3 according to a drawing 
command from the CPU 11, and displays images on a Screen 
of the monitor. The Sound processing circuit 15 generates an 
analog audio signal according to a production command 
from the CPU 11, and outputs it to a speaker 7. 
0040. The CPU 11 is connected to the switches 5 and 6 
of the input device 4 through the bus 16, and then able to 
judge the operation State of the Switches 5 and 6. Optionally, 
the input device 4 may include a vibrator 8 for generating 
Vibration. An external Storage device 17 configured Sepa 
rately from the control device 10 is connected to the bus 16. 
The external storage device 17 is configured to be, for 
example, of a cassette type attachable to/detachable from the 
main body 2, and, for example, a ROM 18, and a RAM 19 
are provided in the memory 17 as a storage medium. 
Programs make the control device 10 function as various 
kinds of devices of the present invention, and various kinds 
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of data necessary for execution of the programs are previ 
ously stored in the ROM 18. For example, save data of a 
game are stored in the RAM 19 as required. The data in the 
RAM 19 are retained, for example, by auxiliary cells 
installed in the external storage device 17. In stead of the 
RAM 19, a rewritable ROM such as an EEPROM (electri 
cally erasable and programmable read only memory) may be 
used. Not only a Semiconductor Storage element, but also 
various kinds of Storage media Such as a magnetic Storage 
medium, an optical Storage medium, and a magneto-optical 
Storage medium may be used as the Storage medium of the 
external Storage medium 17. Although interface circuits may 
be respectively inserted between the bus 16 and each ele 
ment as required, they are not shown in the drawing. The 
configuration of the control device 10 is not limited to the 
above, and various kinds of control devices may be used. 
0041 FIG. 3 shows one screen of a fishing game 
executed by the programs Stored in the external Storage 
device 17. A screen 100 of FIG. 3 is displayed in playing a 
fishing game, and it is displayed on the main Screen 30 in 
that two game characters 31, 31 are fishing in a line. The 
player holding the game device 1 may perform casting and 
retrieving of a lure by operation of one of two characters 
through the input device 4, and then may compete with the 
other character for fishing results. The other character is 
controlled, for example, by the CPU 11. When a commu 
nication device is installed in the controller 10, other char 
acters may be operated by a player operating another game 
device 1. 

0.042 A Sub-screen such as an animation window 32 is 
repeatedly displayed on the main Screen 30, as required. The 
Sub-Screen is used to display an operation guide and various 
kinds of information, and So on for lures. The Sub-Screen is 
deleted, when it is not required. The animation window 32 
in FIG. 3 is configured to display an image showing how 
fish is caught with the lure. Gauges of a shoal of fish 33,33 
are displayed on the main screen 30 at the right and left 
sides. The gauge of a shoal of fish 33 is of a vertically 
Slender, and rectangular shape, and the fish distribution 
between each character 31 and a pointer 34 is displayed on 
the gauge. The details will be described later. The pointer 34 
is displayed as a mark in a direction of casting when each 
character 31 casts a lure. In order to make a clear distinction 
between the characters 31, 31, letters of "1P are displayed 
on the pointer 34 for the character 31 at the left side of FIG. 
3, and letters of “2P are displayed on the pointer 34 for the 
character 31 at the right side of FIG. 3. Only the pointer 34 
for the right character 31 is shown in FIG. 3. 
0.043 A fishing result meter 35, a power meter 36, an 
appeal meter 37, and a line tension meter 38 are displayed 
on the bottom part of the main screen 30. The fishing result 
meter 35 displays the total weight of caught fishes by each 
character 31 in numeber. The power meter 36 displays the 
force (power) of each character 31 at casting. The left end of 
the meter 36 denotes the minimum power, and the right one 
shows the maximum power. 

0044) The casting position of the lure by the character is 
determined by relation between the power displayed on the 
power meter 36 and the position of the pointer 34. That is, 
the power meter 36 repeatedly performs expansion and 
contraction at a fixed cycle at casting of the lure. The pointer 
34 is moved in a crosswise direction on the main screen 30 
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according to a Selective operation in a predetermined casting 
direction (preferably, a croSSwise operation of the direction 
indicating Switch 5) for the input device 4. The casting 
distance of the lure is calculated in proportion to the power 
shown in the meter 36 at the time when the player performs 
a predetermined casting operation (for example, a pushing 
operation of the push button Switch 6). The lure is cast to a 
position on the line connecting the character 31 and the 
pointer 34, according to the calculated casting distance. 
004.5 The appeal meter 37 is used to display an appeal 
degree of the lure to a fish. The left end of the meter 37 
shows the minimum appeal degree, and the right one denotes 
the maximum appeal degree. The fish may not be caught 
when the appeal degree is not the maximum. The appeal 
degree is raised if the player actively operates the lure, 
according to a command for a lure action displayed on a lure 
window 50A shown in FIG. 6, or a lure window 50B shown 
in FIG. 8. The details of the lure windows 50A and 50B will 
be described later. 

0046) Then, the gauge of a shoal of fish 33 will be 
described, referring to FIG. 4. The display contents of the 
gauge 33 is controlled based on the fish arrangement within 
the detection range 41 with a predetermined width W 
defined between a position Pa (casting start position) of the 
character 31, and a position Pb (planned casting position) of 
the pointer 34. The width W is set as a range denoting that 
the lure may lure fish. In the present embodiment, though the 
player may select a lure for fishing from a plurality of lures, 
the width W may be set at a fixed value independent from 
the kinds of the lures, or the width may be changed accord 
ing to the lures. In addition, the detection range 41 is 
longitudinally divided into a plurality of Sections 42 . . . 42. 
0047 On the other hand, the underwater part of the main 
screen 30 is divided into a lot of areas 40 . . . 40 (one area 
is shown by hatching in FIG. 4). And the fish arrangement 
is decided for each area 40 by the CPU 11 at the start of 
fishing. The fish arrangement of the fish may be calculated 
by every area 40 as required, using a predetermined opera 
tional formula, or a plurality of data on fish arrangements 
may be previously made to be stored in the ROM 18 to select 
one item of data from those items of data as required. The 
above techniques have been adopted even by conventional 
fishing games, and then the details are eliminated. And the 
fish arrangement may be decided in consideration of the 
habits of actual fish. For example, the fish arrangement may 
be decided for each area 40, considering fish habits that a big 
fish performs comparatively Solitary behavior and Small 
fishes form a group. 
0048 When the gauge of a shoal of fish 33 is required to 
be displayed, the fish arrangement (presence of fish) for each 
section 42 may be detected by the CPU 11, based on the 
relation between each section 42 and area 40. And as for 
relation between a section 42 and an area 40, an area 40 
which overlaps with a section 42 at a fixed rate (for example, 
50%) may be dealt as a corresponding area 40 with the 
Section 42, for example. 
0049. The character position Pa is located at the bottom 
of the gauge of a Shoal of fish 33, the planned casting 
position Pb at the top of the gauge 33, and each Section 42 
in the detection range 41 is associated with each position in 
the gauge of a shoal of fish 33. Thereby, the gauge of a Shoal 
of fish 33, having distinction between a section in one color 
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with the presence of fish and one in the other color with no 
presence of fish, may be generated. That is, the detection 
result of a fish distribution in each section 42 within the 
detection range 41 is displayed at each position on the gauge 
33, replacing the distance from one end of the detection 
range 41 with the distance from the bottom of gauge 33. In 
FIG. 4, hatched colored parts A (A1 and A2 are included) 
shows a part where fish is detected, and white parts B 
denotes a part where fish is not detected. 
0050. Thereby, the gauge of a shoal of fish 33 generated 
as shown above denotes fish distribution between the char 
acter position Pa and the planned casting position Pb. AS 
mentioned above, when the fish arrangement is decided 
considering the difference in fish grouping habits between 
big fish and Small fish, the longer colored part A1 shows that 
a lot of Small fishes are forming a group, and the shorter 
colored part A2 denotes that there are Small number of big 
fish. A triangular cursor 33a shows a current position in the 
gauge 33. 

0051. The planned casting position Pb in FIG. 4 is moved 
according to the croSSwise movement of the pointer 34 in 
FIG. 3 on the main screen 30 in response to the operation 
of the player. Therefore, the gauge of a shoal of fish 33 is 
changed as shown in FIG. 5 according to the movement of 
the pointer 34, even if the fish arrangement in the main 
Screen 30 is not changed. Though the gauge 33 is shown 
above the pointer 34 to show a relation between a crosswise 
movement of the pointer 34 and the change of the gauge 33 
in FIG. 5, the display position of the gauge 33 is fixed to 
right and left end parts of the main screen 30 as shown in 
FIG. 3. The ratio of colored part A is the maximum in the 
gauge 33 at the left end part in FIG. 5, and the probability 
which a fish is caught is the maximum, if casting is per 
formed at this time. Moreover the probability which a small 
fish is caught is the maximum. On the other hand, if casting 
is performed when there is displayed the gauge of a Shoal of 
fish 33 at the right end part, the probability which a fish is 
caught is low, but a big fish may be caught. 

0.052 In conventional fishing games, not enough infor 
mation showing only that a sign of fish is displayed at a place 
with presence of a group of fish has been offered to the 
player. On the other hand, an wide range of the fish distri 
bution may be obtained by changing the planned casting 
position Pb, as the fish distribution to the planned casting 
position Pb is shown in detail according to the gauge of a 
shoal of fish 33 mentioned above. Then the player may 
choose a method for fishing according to his or her taste. The 
game may be provided with an option to Select a fishing 
method according to a playing rule of the game. When the 
fishing method is required to be changed according to the Set 
rule, for example, a rule in which a character who has caught 
larger number of fishes within a fixed time is a winner, or a 
rule where one who has caught the biggest fish is a winner, 
a Suitable casting position for the rule may be easily 
Selected, referring to the gauge of a Shoal of fish 33. 

0053 And the position Pa of the character 31 may be 
configured to be changed by an operation for the input 
device 4 (for example, a croSSwise operation of the direction 
indicating Switch 5). The gauge of a shoal of fish 33 is not 
limited to the one vertically extending, and may be the one 
extending in a croSSwise direction. For example, if the lure 
is cast or retrieved in a croSSwise direction on the Screen, it 
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may be conceivable that a gauge 33 with a long dimension 
in a croSSwise direction is displayed at the top or bottom of 
the screen 30. The detection range 41 is not limited to total 
length on the line connecting the casting Start position Pa 
and the planned casting position Pb, and may be a part of a 
range on the line. In addition, two arbitrary points may be Set 
in the fishing spot according to an operation of the player, 
and the detection range 41 may be set on the line between 
those points. 
0054) Next, the description will be given of the operation 
by the game device 1 at the time when a fish bites the lure. 
The player judges whether or not a fish bites mainly by 
watching the line tension meter 38 shown in FIG. 3. The line 
tension meter 38 indicates the tension imposed on the virtual 
fishing line at the end of which the lure is tied. A bite by a 
fish is expressed by the temporary increase of the line 
tension shown by the ling tension meter 38, and it is visually 
presented to the player. Namely, while the player is casting 
and retrieving the lure, the line tension shows no large 
change, and the gauge of the line tension meter 38 shows the 
level slightly vibrating at “0” or approximately “0”. How 
ever, if a fish bites, the fish draws the fishing line to 
temporarily increase the line tension, and accordingly the 
level of the ling tension meter 38 temporarily increases. 
Thus, the player recognizes the bite by fish when the level 
of the line tension meter 38 increases. Then, while the level 
of the line tension meter is kept at high level, the player 
pushes the predetermined Switch on the input device 4 to Set 
the hook on the fish (i.e., hooking). Normally, a fish finds out 
the lure and takes it into its mouth (i.e., bite), but then puts 
out the lure from its mouth after a while. The level of the line 
tension meter 38 keeps the increased level only when the 
lure is in the fish's mouth, and the level returns to the normal 
level when the fish releases the lure from its mouth. There 
fore, the player should make hooking manipulation using the 
input device 4 while the level of the line tension meter 38 is 
temporarily high, i.e., while the fish is having the lure in its 
mouth. 

0055. The present invention is characteristic in that a bite 
by a fish, which is expressed by the level increase of the line 
tension meter 38, is changed in the following two methods 
in accordance with the size of the virtual fish that bites the 
lure. Those two manners will be described below. It is noted 
that not only either one of those two methods may be used, 
but both of them may be used at the same time. 
0056. The first method is based on the concept that “The 
larger the biting fish is, the larger the value (level increase) 
of the line tension meter at the time of the bite is'. FIGS. 6A 
to 6D show the examples of the level increase of the line 
tension meter 38 when fishes of various size are biting. It is 
noted that, in FIGS. 6A to 6D, the size of the fish is 
classified into four groups, i.e., SMALL, MEDIUM, BIG, 
SUPER-BIG. As illustrated, the larger the size of the biting 
fish is, the larger the level increase (shifting width) D of the 
line tension meter 38 is. Therefore, the player can grasp the 
Size of the biting fish by watching the level change of the line 
tension meter 38 at the time of bite, before making the 
hooking manipulation. By this, the player can enjoy Strategic 
fishing play by, for example, letting the bite pass by without 
making the hooking manipulation if the size of the biting fish 
is Small or uninteresting, and making the hooking manipu 
lation and setting the hook to catch the fish if the size of the 
biting fish is big or interesting. 
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0057 Specifically, in the event that multiple players 
compete with each other in the fishing game, there may be 
several competition styles, such as (1) QUICK CATCH 
COMPETITION, (2) FISH SIZE COMPETITION, (3) 
FISH WEIGHT COMPETITION, and (4) TIME-LIMIT 
COMPETITION. 

0058. In the QUICK CATCH COMPETITION, a player 
can win the game if he or she catches a predetermined 
number of fishes prior to any other players. In this case, the 
player can take a strategy of catching many fishes by 
hooking Small fishes and letting the bite of large fishes go, 
because fighting and landing a large fish takes longer time 
than a Small fish. 

0059. In the FISH SIZE COMPETITION, a player who 
catches the largest fish wins, regardless of the number of the 
fishes he or she catches. Therefore, the player takes the 
Strategy of letting the Small fish bites go and hooking large 
fishes to catch only large fishes. 
0060. In the FISH WEIGHT COMPETITION, a player 
wins the game if the total weight of the fishes he or she 
caught is highest among the competitors. In this case, the 
player can take his own Strategy of, for example, catching 
many Small fishes to steadily increase the total weight, or 
letting the Small fish bites go and taking a gamble to catch 
only large fishes. 
0061. In the TIME-LIMIT COMPETITION, a time limit 
is introduced to the play, and the players can make his or her 
own best Strategy to win the game in consideration of the 
condition of the game, the competitors, and the like. For 
example, the player may try to catch many fishes quickly if 
the time limit is approaching, or try to catch a big fish 
because he or She is behind at that time. 

0.062. In this way, since the player can grasp the size of 
the fish at the time of its bite, the players can make various 
Strategy in playing the game. This may introduce rich 
Strategic and gaming pleasure into fishing game. 

0.063. The second method is based on the concept that 
“the larger the biting fish is, the shorter the time period of the 
line tension meter 38 level being high, i.e., the time period 
from the increase of the line tension until it returns to 
approximately Zero level (hereinafter referred to as “biting 
period”) is. Normally, according to real-fishing experience, 
Small fishes are inclined to keep the lure in its mouth 
relatively long time because they are leSS cautious, but large 
fishes are inclined to quickly release the lure from its mouth 
because of their high cautiousness. In this view, the biting 
period is Set to be longer for Small fishes and Set to be shorter 
for large fishes. AS mentioned above, the player cannot catch 
fish if he or She fails to make the hooking manipulation 
during the biting period. Therefore, larger fishes are more 
difficult to catch because their biting period is short and the 
player should complete the hooking manipulation during 
Such short biting period. This may achieve gaming pleasure 
like real fishing. 
0064. In the fishing game of the present embodiment, 
various types of lures may be provided in a similar manner 
to the actual lure fishing. Peculiar information is Set in each 
lure, and the information is previously recorded in the ROM 
18 of the external storage device 17 as necessary data for the 
game. The information peculiar to each lure includes, for 
example, a name and type of the lure, and image data of a 
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lure to be used. When the width W within the detection range 
41 in FIG. 4 is changed according to the lure as mentioned 
above, information to set the width W may be preciously 
included in the information peculiar to the lure. 
0065. The lure used for actual fishing may be divided in 
a various manner. For example, from a view point of applied 
water depth, the lure may be divided to a top one for water 
Surface use, a bottom one for water bottom use, a shallow 
one for shallow water depth use, and a middle one for middle 
water depth use. From a view point of a relation between the 
retrieving operation and the lure action, the lure may be 
divided to a type which sinks by pulling and floats by 
loosing, another type which floats by pulling, and Sinks by 
loosing, or a further another type holding a fixed water depth 
independent of the presence or absence of retrieving. The 
information peculiar to each lure, which is recorded in the 
ROM 18, includes information for identification of the type 
of each lure. Though the detailed division into more lure 
types increases the virtual reality of the fishing game, the 
more lure types increases the more data for the lures to 
require the game device 1 with the higher processing per 
formance, too. Thereby, it is preferable to Set the quantity of 
information for each lure within the reasonable range, con 
sidering the processing performance of the game device 1. 
0066. Then, a guiding method for the lure operation for 
a player will be described below, referring to FIGS. 7 to 10. 
When the player casts a lure by operation of a character 31 
to be operated, a first type of a lure window 50A shown in 
FIG. 7, or a second type of a lure window 50B shown in 
FIG. 9 is displayed as a sub screen on the main screen 30 
(See FIG. 3), according to the character 31 to be operated. 
In FIGS. 7 and 9, there are arranged three windows at 
different times, respectively, in order to show the changes in 
the lure windows 50A and 50B with time. In those drawings, 
time progresses in the order, A->B->C. 
0067. The first type of the lure window 50A shows, 
looking down from the above, how a lure 51 shown as an 
abstracted form for the first image is moving on the water 
Surface or in the water, and the lure 51 is going toward the 
lower part of the window 50A (in a retrieving direction). On 
the other hand, the second type of the lure window 50B 
shows, along with the vertical section, how the lure 51 
shown as an abstracted form is moving in the water, and the 
lure 51 is going toward the left part of the window 50B (in 
a retrieving direction). The selection of the lure window 50A 
or 50B depends on the lure type. Therefore, the information 
peculiar to the lure Stored in the external Storage device 17 
is required to include information specifying the lure win 
dow 50A or 50B. For example, information specifying the 
lure type may be used. The data with a table having a 
relation between the lures and the lure window 50 to be used 
for the lure may be stored in the ROM 18. 
0068. The lure window 50A is convenient to display a 
crosswise movement of the lure 51, and the lure window 
50B is preferable to show a vertical movement of the lure 51. 
Therefore, it is preferable to use the lure window 50A for the 
lure type without change in the water depth, and the window 
50B for the type with change in the depth. And when there 
is no need to make difference between both the windows 
50A and 50B, the expression of the lure window 50 may be 
used for the both, hereinafter. 
0069. The lure window 50 is displayed at the upper side 
of the character 30, and for example, when the character 31 
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at the left side of FIG. 3 is operated, the lure window 50 is 
displayed in place of the animation window 32. AS shown in 
FIGS. 7 and 9, a background 52 is displayed in the lure 
windows 50A and 50B with the lure 51. And in the back 
ground 52, a plurality of partition lines 54. . . 54 at equal 
distances extending in a croSSwise direction of the lure 
window 50A are displayed with marks 53A and 53B of a 
triangular shape, as a Second image which functions as a 
guide showing a passing position of the lure 51. 

0070. When the lure window 50A of FIG. 7 is displayed, 
the lure 51 is moved in a crosswise direction in the lure 
window 50A according to a predetermined course change 
operation for the input device 4. The course change opera 
tion is performed, imaging that the lure is moved in a ZigZag 
direction by Shaking a fishing rod in a croSSwise direction, 
in actual fishing. Therefore, it is preferable to allocate the 
croSSwise operation of the direction indicating Switch 5 as 
the course change operation. The background 52 is moved in 
a Scrolling display mode at a predetermined Speed from the 
bottom to the top of the window 50A with marks 53A and 
53B, and the partition lines 54. That is, in the case of the lure 
window 50A, the background 52 is configured as an image 
of a vertically-long strip shape as shown in FIG. 8, and a 
part of the background 52 is displayed in the lure window 
50A. The display range is gradually moved downward, and 
the background 52 in the window 50A is scrolled. The 
background 52 is scrolled to show how the lure 51 is 
retrieved toward the character 31, moving in a ZigZag 
direction according to the course change operation with the 
input device 4. 

0071. The marks 53A and 53B show a passing position of 
the lure 51 during an appropriate action of the lure 51. And 
the marks 53A and 53B are distinguished each other by 
color. If the player can make the lure 51 pass on the mark 
53A by the croSSwise operation, the appeal degree (a value 
of the appeal meter 37) is raised. And, the appeal degree is 
raised by a predetermined appeal operation (a coordination 
operation) according as the lure 51 passes on the mark 53B. 
The appeal operation is performed, imaging that the vertical 
action of the lure 51 is performed by the upward movement 
of the fishing rod, and it is preferable to Set the upward 
operation by the direction indicating Switch 5 as the appeal 
operation. The appeal degree is decreased if the lure 51 gets 
out of the mark 53A, or the appeal operation is not appro 
priately performed. 

0072. On the other hand, when the lure window 50B of 
FIG. 9 is displayed, the lure 51 performs a vertical move 
ment on the window 50 according to the course change 
operation with the input device 4 by the player. The course 
change operation is performed, imaging that the depth of the 
lure is changed by changing the retrieving Speed of the lure 
(pulling speed) in actual fishing, and, for example, it is 
preferable to deal the lure 51 as pulled by the operation of 
the direction indicating Switch 5 in a left direction. That is, 
in the case of the lure 51 which sinks by pulling, and floats 
by loosing, the lure 51 is moved downward, assuming that 
the lure 51 is pulled, when the direction indicating Switch 5 
is operated in a left direction, and the lure 51 is gradually 
raised at a fixed rate when Such operation is not performed. 
On the contrary, in the case of the lure 51 which floats by 
pulling, and Sinks by loosing, the lure 51 is moved upward, 
when the direction indicating Switch 5 is operated in a left 
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direction, and the lure 51 is gradually moved downward at 
a fixed rate when Such operation is not performed. 
0073. In the lure window 50B of FIG. 9, the background 
52 is moved in a Scrolling display mode at a predetermined 
speed from the left side to the right one of the window 50A 
with marks 53A and 53B, and the partition lines 54. That is, 
in the case of the lure window 50B, the background 52 is 
configured as an image of a croSSwise Strip shape as shown 
in FIG. 10, and a part of the background 52 is displayed in 
the lure window 50B. The display range is gradually moved 
in a left direction, and the background 52 in the window 50B 
is scrolled. The background 52 is scrolled to show how the 
lure 51 is retrieved toward the character 31, changing the 
water depth according to the course change operation with 
the input device 4. 
0074 The marks 53A and 53B show a passing position of 
the lure 51 during an appropriate action of the lure 51, in a 
similar manner to that of the embodiment in FIG. 7. And the 
marks 53A and 53B are distinguished each other by color. If 
the player can make the lure 51 pass on the mark 53A by 
changing the water depth of the lure 51, the appeal degree 
(a value of the appeal meter 37) is raised. And, the appeal 
degree is raised by a predetermined appeal operation (for 
example, an upward operation with the direction indicating 
switch 5) according as the lure 51 passes on the mark 53B. 
The appeal degree is decreased if the lure 51 gets out of the 
mark 53A, or the appeal operation is not appropriately 
performed. 
0075 AS mentioned above, when the player operates the 
lure 51 with the input device 4 to move the lure 51 following 
the marks 53A and 53B, the appeal degree is gradually 
increased to the maximum value, as shown in FIGS. 8 and 
10, respectively, according to the lure window 50A and 50B, 
and then it may start to catch more fish. AS mentioned above, 
as the guidance for the operation of the lure 51 is given to 
the player, and the value of the appeal meter 37 is configured 
to be changed according to whether or not the operation of 
the player is appropriately responded to the guidance, the 
player may always monitor whether or not his or her lure is 
appropriately operated to have a positive response to the lure 
operation. But, a trajectories of the lure in FIGS. 8 and 10, 
are not displayed in the actual lure windows 50A and 50B. 
0076) The arrangement of the marks 53A and 53B in the 
background 52 may be previously made as data and Stored 
in the ROM 18 of the external storage device 17. The 
arrangement of those marks may be produced as data by 
each lure 51, or the type of the lure 51, or may be decided 
using random numbers. AS degree of difficulty in operation 
of the lure 51 may be changed by making use of the 
arrangement of those marks 53A and 53B, a plurality of data 
with different degrees of difficulty, may be previously pre 
pared in the ROM 18, and data with high degree of difficulty 
may be selected for display in the lure window 50, as the 
game progresses. A lure may be given to the player as a 
reward for wins in the games, and the performance of the 
lure may be advanced, while the degree of the difficulty in 
the required operation may be raised at the same time. 
0077. Then, various kinds of processing for a fishing 
game will be described, which the CPU 11 executes accord 
ing to programs Stored in the external Storage device 17 
referring to FIGS. 11 to 14. FIGS. 11 and 12 show a 
flowchart denoting a procedure for a main gaming proceSS 
ing executed at playing the fishing game. 
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0078. In the main game processing, an initial conditions 
are set for playing the fishing game (step S1), and Subse 
quently, casting processing is performed (step S2). The 
casting processing, in which a casting position of a lure is 
decided referring to Signals from the input device 4, will be 
described later. On completion of the casting processing, the 
lure window 50A of FIG. 8, or the lure window 50B of FIG. 
9 is displayed according to the lure type (step S3). Data 
(position data) to specify the position of the lure 51 in the 
background 52 are set to an initial value, and the lure 51 is 
displayed at an initial position in the window 50 (step S4). 
0079 Then, scroll of the background 52 is started (step 
S5). Subsequently, it is judged whether or not the course 
change operation of the lure has been done (step S6). The 
course change operation is mentioned above. The position 
data of the lure 51 is changed according to the contents of 
the operation, when a course change operation is performed. 
Following the above, the display position of the lure 51 is 
changed in a crosswise direction of the window 50 (in a 
crosswise direction in FIG. 7 and in a vertical direction, in 
FIG. 9). At step S6, the position data in the vertical direction 
is corrected by a predetermined amount (Step S8) according 
to the type of the lure, when it is judged that there is no 
course change operation. The correction is performed for 
expressing that the lure 51 floats and sinks when the lure 
window 50B of FIG. 9 is used. The amount of correction for 
one time is previously Set, for example, every lure 51, and 
stored in the ROM 18. The correction may not be performed 
when the lure window 50A of FIG. 7 is used. 

0080. After processing at step S7, or S8, it is judged 
whether or not a predetermined amount of Speed-up opera 
tion for the input device 4 has been performed (step S9). In 
the case of no speed-up operation, the background 52 is 
Scrolled at a standard speed (step S10), and in the case of the 
operation, the background 52 is made to be Scrolled at a high 
Speed (step S11). Then, data showing the position of the lure 
in a back and forth direction in the main screen 30 and the 
background 52 is updated, according to the Scrolling amount 
(step S12). In addition, the position of the cursor 33a in the 
gauge of a Shoal of fish 33 is renewed, according to the 
current position of the lure (step S13). After that, the 
processing is advanced to step S14 of FIG. 12. 

0081. At step S14, it is judged whether or not the lure 51 
has passed on the mark 53A or 53B. In the present case, 
ranges with a predetermined width are Set in a croSSwise 
direction of the window 50 around the marks 53A and 53B, 
respectively. And when the lure 51 passes the range, it is 
concluded that the lure 51 has passed on the mark 53A or 
53B. When there is an affirmative decision at step S14, it is 
judged whether or not it has passed on the mark 53B 
requiring appeal operation (step S15). In the affirmative 
response to the decision, it is Subsequently decided whether 
or not the appeal operation has been Synchronously done 
with the passing of the lure 51 on the mark 53B (step S16). 
In the above case, before and after the lure 51 passes the 
mark 53B, a fixed allowable range of may be set, and it is 
decided that the appeal operation has been Synchronously 
performed with the passing on the mark 53B, if there is an 
appeal operation within the allowable range. 

0082) When it is judged that there has been an appeal 
operation at Step S16, or, when it is decided that the lure does 
not pass on the mark 53B (meaning that it passes on the mark 
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53A) at step S15, the appeal degree stored in the RAM 13 
is increased by a predetermined amount, and the display of 
the appeal meter 37 is updated according to the above 
updating (step S17). Then, the processing is advanced to Step 
S20. In the case of the negative decision at step S14, it is 
judged whether or not the course of the lure 51 is incorrect, 
that is, deviates from the mark 53A or 53B (step S18). When 
it is decided that it is incorrect, the appeal degree Stored in 
the RAM 13 is decreased by a predetermined amount, and 
the display of the appeal meter 37 is updated according to 
the above updating (step S19). Then, the processing is 
advanced to Step S20. The Similar processing is taken when 
it is decided that there has been no appeal operation at Step 
S16. When it is decided that there has been no passing at step 
S18 (when there is neither the mark 53A nor 53B at both 
sides of the lure 51 at step), step S19 is skipped and the 
processing is advanced to Step S20. 

0083. At step S20, it is judged whether or not the appeal 
degree stored in the RAM 13 is the maximum, that is, 
whether or not the pointer of the appeal meter 37 has reached 
the right end. If it is the maximum, the value of the bite flag 
stored in the RAM 13 is set to a value indicating that the bite 
can take place, e.g., a value “1” (Step S21). If it is not the 
maximum, the value of the bite flag is Set to a value 
indicating that the bite cannot take place, e.g., a value “0” 
(step S22). 
0084. Then, it is judged whether or not predetermined 
conditions for finishing the game have been fulfilled (Step 
S23). In the negative case, it is Subsequently judged whether 
or not Scrolling has been finished, that is, whether or not the 
lure has been retrieved to a predetermined position of the 
main Screen 30 (a position corresponding to the bottom of 
the gauge of a shoal of fish 33) (step S24). In the negative 
case, the processing is returned to Step S6, and in the 
affirmative one, returned to step S2. When it is decided that 
the game has been over at Step S23, the predetermined 
termination processing is performed (Step S25), and the 
completion of the termination processing device that the 
processing for the main game has been completed. Various 
kinds of conditions Such as whether a time limit has been 
over, whether number of caught fish has exceeded a fixed 
value, and whether mass of caught fish has passed a fixed 
value, may be used for the predetermined conditions for 
finishing the game. 

0085 FIG. 13 is a flowchart showing details of a casting 
processing executed at Step S2 of FIG. 11. In the casting 
processing, the initialization of parameters and So on for 
casting of a lure is firstly performed (step S31). Subse 
quently, images for the casting are displayed on the main 
screen 30 (step S32). Moreover, calculation for display of 
the gauge of a shoal of fish 33 is performed (step S33). The 
display of the gauge 33 is updated based on the above 
calculation results (step S34). Calculation and display 
appearance to display the gauge 33 are as described above, 
referring to FIG. 4. 

0086 Then, a value of the power meter 36 stored in the 
RAM 13 is increased by a predetermined amount, and the 
display of the power meter 36 is updated according to the 
above change (step S35). If the value of the power meter 36 
is the maximum value at this time, it is reset to the minimum. 
Subsequently, the appeal degree stored in the RAM 13 is 
decreased by a predetermined amount. Accordingly, the 



US 2001/0007830 A1 

display of the appeal meter 37 is updated (step S36). 
Moreover, it is judged whether or not the direction command 
Switch 5 has been operated in a croSSwise direction (Step 
S37). In the affirmative decision, the position of the pointer 
34 is changed by a predetermined amount in a direction 
where the direction indicating Switch 5 has been operated at 
step S38, and the processing is returned to step S33. 

0087. Therefore, after start of the casting processing, 
processing from step S33 to step S38 is repeatedly executed, 
during operation of the direction indicating Switch 5 in a 
crosswise direction by the player, and the pointer 34 of the 
main screen 30 is moved in a croSSwise direction. Then, the 
fish distribution from the position of the character 31 to the 
pointer 34 is calculated, and the display of the gauge of a 
shoal of fish 33 is updated as shown in FIG. 5, according to 
the above. Thereby, the player may decide the best direction 
for casting by confirmation of the fish distribution. However, 
the player is required to decide the direction of casting as 
early as possible, as the value of the appeal meter 37 is 
gradually decreased during moving of the pointer 34. 

0088. When it is decided that the direction command 
Switch 5 has not been operated in a croSSwise direction in 
Step S37, it is judged whether a predetermined casting 
operation (for example, a pushing operation of the push 
button Switch 6) has been performed for the input device 4 
(step S39). When not decided, the processing is returned to 
step S33. When it is decided that the casting operation has 
been performed, the casting position is calculated based on 
the value of the power meter 36 and the position of the 
pointer 34 at that time (step S40). The casting position is on 
the line connecting the pointer 34 and the character 31, and 
the distance from the character 31 is proportional to the 
value of the power meter 36 at a point when the casting 
operation has been performed. Subsequently, it is displayed 
how the lure is cast to the calculated casting position (Step 
S41). The above is all the casting processing. 
0089 Next, the description will be given of a bite pro 
cessing. FIG. 14 is a flowchart showing the procedure of the 
bite processing that the CPU 11 repeatedly executes every a 
predetermined time period in parallel with the processing 
described with reference to FIGS. 11 and 12. The bite 
processing executeS processing from the time when a fish 
bites the lure to the time when the player sets the hook on 
the fish. 

0090 First, it is determined whether or not the bite flag 
value stored in the RAM 13 is “1” (step S51). The bite flag 
value is set in step S21 or S22 in FIG. 12. If the bite flag 
value is “1” the lure is appealing enough. Hence, it is 
determined that a fish may possibly bite the lure, and then 
the size of the fish is determined (step S52). In a simplest 
manner, the size of the fish may be determined by an 
arithmetic operation using random number. In addition, 
another method which can achieve a situation more Similar 
to the real fishing Situation is to calculate the degree of fish 
response to the lure by using a predetermined arithmetic 
operation equation in consideration of the distance from the 
lure to the fish and/or the type of lure fishes prefer, and to 
determine the size of the fish based on the calculation result. 
In this case, for example, the fish Size may be set to relatively 
large if the player is using a relatively large lure or if the 
player is using a lure which empirically has good results in 
catching large fish. 
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0091 Subsequently, the bite display is executed based on 
the fish size thus determined (step S53). Namely, the CPU 11 
determines the line tension value to be shown on the line 
tension meter 38 (hereinafter also referred to as “line tension 
at the biting”) as well as the time period during which the 
line tension at the biting is kept (i.e., “biting period). AS 
described above by referring to FIG. 6, these values are 
determined Such that the line tension at the biting is large 
and the biting period is short as the determined fish Size is 
large. As a Specific method of determining them, the line 
tension at the biting may be increased in proportion to the 
fish size, and the biting period may be short in reverse 
proportion to the fish size. Further, the values may be 
determined by using, not a proportional relation, but using a 
quadric relation. Even in that case, however, the fundamen 
tal principle that “as the determined fish size is large, the line 
tension at the biting is large and the biting period is Small' 
is maintained. Thus, based on the determined values, the 
level of the line tension meter 38 shown on the liquid crystal 
monitor 3 is increased to execute the bite display. 
0092 Subsequently, it is determined whether or not the 
player executed the hooking manipulation during the bite 
display, i.e., during the biting period (step S54). This is 
executed by detecting whether or not the player manipulated 
the predetermined Switch on the input device 4 as the 
hooking manipulation. If the hooking manipulation is made 
during the biting period, the hooking situation is represented 
to the player (step S55). For example, the animation window 
32 shown in FIG. 3 is displayed on the main screen 30 to 
show the fish biting the lure. If the game device 1 includes 
a vibration mechanism, the hooking may be notified to the 
player by the vibration. 
0093. It is noted that, if the bite flag is not “1” in step S51, 
the bite processing ends without executing the bite display 
because the lure is not appealing enough. If the hooking 
manipulation is not detected during the biting period in Step 
S54 (not only because the player intentionally did not make 
hooking manipulation, but because the player failed to make 
the hooking manipulation in time), the fish is not hooked and 
the bite processing ends. 
0094. In the embodiment mentioned above, the mark 53A 
shows only information of the direction for the lure opera 
tion, and the mark 53B shows information of the direction 
and timing for the lure operation. However, only one of them 
may be used. As shown in FIG. 15, arrow-shaped direction 
command marks 60U, 60D, 60R, and 60L (occasionally, 
shown as the reference numeral 60) may be arranged on the 
up, down, right, and left Sides of the lure 51, respectively, 
and the player may be required to operate the direction 
command Switch 5 in the same direction as that of the 
lighted mark 60 (in FIG. 14, the mark 60R is lighted). 
0.095 And a preferable trajectory line 55 of the lure 51 
may be displayed in the background 52 as shown in FIG. 16, 
and the player may be required to operate the lure 51 for 
following the trajectory. Moreover, an appeal point 55a may 
be properly set on the trajectory line 55, and, when the lure 
51 passes on the point, the player may be required to perform 
the appeal operation in a similar manner to that of the case 
where the lure passes on the mark 53B. 
0096] As shown in FIG. 17, a plurality of marks 53B (or 
53A is acceptable) may be arranged in a croSSwise direction 
of the lure window 50, and the difference in increased 
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amount of the appeal degree may be provided based on a 
distance y (y1 and y2) from the lure 51 to the mark 53B at 
the point when the lure 51 is remote from those marks 53B 
by a predetermined amount X in a moving direction. In the 
above case, as the larger distance y causes the more difficult 
operation for passing on the mark, it is reasonable to Set 
larger increasing amount of the appeal degree for the case at 
passing on the mark 53B with a larger distance y than that 
for the case at passing on the mark 53B with a smaller 
distance y. 
0097. In the processing in FIGS. 11 and 12, the scrolling 
speed of the background 52 is changed (steps S9 to S11) 
according to the presence of the Speed-up operation for the 
input device 4. Such speed-up operation may be eliminated, 
and the Scrolling speed of the background 52 (equal to the 
retrieving speed of the lure 51) may be fixed to a fixed value. 
For example, the background 52 may be scrolled at a fixed 
Speed, and the lure 51 may only be moved in a croSSwise 
direction of the lure window 50 according to the course 
change operation. A decreasing operation of the Scrolling 
Speed to a slower Speed than a Standard one may be 
provided. In Stead of the change of the Scrolling Speed or in 
addition to the above change, the lure 51 may be moved in 
a back and forth direction of the lure window 50 (a vertical 
direction of FIG. 7 and a crosswise direction in FIG. 9), 
according to the change operation of the retrieving Speed for 
the input device 4. 

0098. The increased amount of the appeal degree when 
the lure 51 passes on the mark 53A may be a fixed amount, 
or may be changed according to the conditions. For 
example, when a number of lures 51, more than a fixed 
value, pass on the mark 53A, the increased amount of the 
appeal degree may be made larger than that of the usual case. 
The operation for the mark 53B is performed in a similar 
manner to that of the mark 53A. Pieces of Suitable music 
may be reproduced as a BGM (background music) during 
guidance of the operation of the lure 51, and the lure 51 may 
be operated according to a rhythm, using the lure window 
50. In addition, when the lure 51 passes on the mark 53A, 
or when the appeal operation is appropriately performed 
according to passing on the mark 53B, a Sound effect may 
be generated, or Some kinds of productions may be added to 
the image. 

0099. In the above fishing game, the hooking is permit 
ted, and advantageous Situations for the player are gener 
ated, when the appeal degree reaches the maximum value. 
However, if the appeal degree reaches within a fixed range 
from the maximum value, the hooking may be permitted, or, 
the higher appeal degree may be configured to causes the 
higher probability for catching fish. In addition, a Specially 
big fish may be configured to be caught, only when the 
appeal degree reaches the maximum value, or a special 
technique for the character 31 to catch a fish may be 
provided. In short, the exactness of the player to the guid 
ance of the lure operation may be evaluated in a form of the 
appeal degree or the obtained Scores to change the game 
results according to the evaluation results. 

0100. In the above-described embodiment, the bite of the 
fish is notified to the user mainly by the level change of the 
line tension meter 38. However, other methods may be 
employed. For example, if the game device 1 includes a 
vibration mechanism, the bite may be notified to the user by 
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the vibration generated during the biting period. In that case, 
of course, the vibration level or degree may be increased and 
the vibration period may be shortened as the fish size is 
large, like the manner of the line tension meter display. 
0101 AS described above, according to the game system 
of the present invention, the indication of the bite by fish is 
changed according to the size of the fish. Therefore, the 
player can grasp the size of the biting fish before hooking it, 
and hence the player can Selectively catch fishes of inter 
esting size, without making the hooking manipulation for 
the fishes of uninteresting size. Thus, the player can enjoy 
various Strategic play in various competition modes, thereby 
broadening range of entertainment in fishing game. 
0102) In addition, according to the storage medium of the 
present invention, the game System may achieve the above 
described enjoyable fishing game by reading out and execut 
ing the program Stored therein. 
0103) The invention may be embodied on other specific 
forms without departing from the Spirit or essential charac 
teristics thereof. The present embodiments therefore to be 
considered in all respects as illustrative and not restrictive, 
the Scope of the invention being indicated by the appended 
claims rather than by the foregoing description and all 
changes which come within the meaning an range of equiva 
lency of the claims are therefore intended to embraced 
therein. 

0104. The entire disclosure of Japanese Patent Applica 
tion No. 2000-005762 filed on Jan. 6, 2000 including the 
Specification, claims, drawings and Summary is incorporated 
herein by reference in its entirety. 
What is claimed is: 

1. A game System comprising: 
an image display device, 
an input device for Outputting Signals according to 

manipulation made by a user; and 
a control device for executing a fishing game in a virtual 

fishing spot with referring to the Signals outputted from 
the input device, and for displaying images according 
to a progreSS of the fishing game on a Screen of the 
display device, the control device comprising: 

a size determining means for determining a size of a 
virtual fish; 

a bite notifying means for presenting a temporal change of 
an amount relating to a bite by a fish to the user to 
notify the bite to the user; and 

a change determining means for determining at least one 
of a changing amount and a changing time period of the 
amount relating to the bite based on the size of the fish 
determined by the Size determining means. 

2. A game System according to claim 1, wherein the 
change determining means determines at least one of the 
changing amount and the changing time period of the 
amount relating to the bite Such that the changing amount 
becomes larger and the changing time period becomes 
Shorter as the size of the fish becomes larger. 

3. A game System according to claim 1, wherein the bite 
notifying means comprises a tension display means for 
displaying a tension value imposed on a virtual fishing line 
on the Screen, wherein the amount relating to the bite 
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comprises the tension value, and wherein the changing time 
period comprises a time period from a time when the tension 
value Starts changing to a time when the tension value return 
to a value before the change. 

4. A game System according to claim 1, wherein the bite 
notifying means comprises a vibrator for applying vibration 
of a vibrating amount corresponding to the changing amount 
to the input device for a vibrating time period corresponding 
to the changing time period. 

5. A game System according to claim 1, further compris 
Ing: 

a detecting means for detecting a manipulation of the 
input device by the user during the changing time 
period; and 

a game executing means for executing the game on a 
condition that a fish is hooked if the detecting means 
detects the manipulation during the changing time 
period. 
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6. A computer-readable Storage medium for Storing a 
game program for executing a fishing game in a Virtual 
fishing spot with referring to Signals outputted from an input 
device and for displaying images according to a progress of 
the fishing game on a Screen of a display device, the program 
controls a computer to function as: 

a size determining means for determining a size of a 
virtual fish; 

a bite notifying means for presenting a temporal change of 
an amount relating to a bite by a fish to the user to 
notify the bite to the user; and 

a change determining means for determining at least one 
of a changing amount and a changing time period of the 
amount relating to the bite based on the size of the fish 
determined by the Size determining means. 


