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NON-TRANSITORY COMPUTER-READABLE
STORAGE MEDIUM HAVING STORED
THEREIN GAME PROGRAM, GAML
SYSTEM, INFORMATION PROCESSING

APPARATUS, AND INFORMATION
PROCESSING METHOD

CROSS-REFERENCE TO RELATED
APPLICATION

This application claims priority to Japanese Patent Appli-
cation No 2021-208276 filed on Dec. 22, 2021, the entire
contents of which are imcorporated herein by reference.

FIELD

An exemplary embodiment relates to a non-transitory
computer-readable storage medium having stored therein a
game program, a game system, an information processing
apparatus, and an iformation processing method that are
capable of moving a player character in a virtual space.

BACKGROUND AND SUMMARY

As a related art, there 1s a game where a player character
can be caused to board an object and moved 1n a virtual
space.

In the above game, there 1s room for improvement in
switching objects to board.

Therefore, 1t 1s an object of an exemplary embodiment to
provide a non-transitory computer-readable storage medium
having stored therein a game program, a game system, an
information processing apparatus, and an information pro-
cessing method that are capable of, 1n a game where a player
character 1s caused to board an object and moved, smoothly
switching a plurality of boarding target objects.

To achieve the above object, the exemplary embodiment
employs the following configurations.

A game program according to the exemplary embodiment
causes a computer of an imformation processing apparatus
to: control a player character 1n a virtual space based on an
operation 1nput; i1f, among a plurality of types of boarding
target objects that the player character can board and include
at least a ground boarding target object and an air boarding
target object, the ground boarding target object 1s selected
based on a selection operation and a boarding instruction 1s
grven, cause the player character to board the ground board-
ing target object and bring the player character into a state
where the player character can move on a ground, 1f the air
boarding target object 1s selected based on the selection
operation and the boarding instruction 1s given, or if a first
operation mput 1s provided when the player character 1s 1n
the air, cause the player character to board the air boarding,
target object and bring the player character into a state where
the player character can move 1n the air; while the player
character 1s aboard the air boarding target object, move the
player character aboard the air boarding target object in the
air based on an operation 1nput; and 1f the player character
aboard the air boarding target object moves toward the
ground, automatically change to a state where the player
character 1s aboard the ground boarding target object and
bring the player character into a state where the player
character can move on the ground.

Based on the above, it 1s possible to cause a player
character to board a ground boarding target object or an air
boarding target object and move the player character on the
ground or 1n the air. It 1s possible to select a boarding target
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2

object and cause the player character to board the boarding
target object, and 1n the air, 1t 1s also possible to immediately
cause the player character to board the air boarding target
object by providing a first operation input. When the player
character moves Ifrom the air toward the ground, it is
possible to automatically switch from the air boarding target
object to the ground boarding target object. Thus, 1t 1s
possible to smoothly switch boarding target objects.

Further, the boarding target objects may further include a
water boarding target object capable of moving on or in
water. The game program may cause the computer to, while
the player character 1s aboard the air boarding target object,
if the player character aboard the air boarding target object
moves toward a water surface, automatically change to a
state where the player character 1s aboard the water boarding
target object and bring the player character into a state where
the player character can move on or 1n water.

Based on the above, also on water, it 1s possible to cause
the player character to board a water boarding target object
and move the player character. When the player character
moves Irom the air toward a water surface, 1t 1s possible to
automatically switch from the air boarding target object to
the water boarding target object. Thus, it 1s possible to
smoothly switch boarding target objects.

Further, the game program may further cause the com-
puter to, while the player character 1s aboard the ground
boarding target object or the water boarding target object, 1
the air boarding target object i1s selected based on the
selection operation, cause the player character to board the
air boarding target object and bring the player character into
a state where the player character can move 1n the air.

Based on the above, for example, while the player char-
acter 1s aboard the ground boarding target object, 1t is
possible to switch to the air boarding target object by a
selection operation without giving a boarding instruction.

Further, the game program may further cause the com-
puter to: while the player character 1s aboard the ground
boarding target object or the water boarding target object
cause the player character to perform a jump action based on
a second operation input; and 11 the first operation iput 1s
provided during the jump action, cause the player character
to board the air boarding target object and bring the player
character into a state where the player character can move 1n
the air.

Based on the above, when the player character 1s 1n the air
by a jump action, it 1s possible to cause the player character
to board the air boarding target object 1n accordance with the
first operation 1nput.

Further, the game program may further cause the com-
puter to, 1f the player character falls from a height exceeding
a predetermined reference or from the air toward the ground
at a speed exceeding a predetermined reference, cause
predetermined damage to the player character.

Based on the above, 1f the player character falls to the
ground, predetermined damage 1s caused to the player
character. When the player character 1s in the air, 1t 1s
possible to immediately cause the player character to board
the air boarding target object by providing the first operation
iput. Thus, i1t 15 possible to prevent the player character
from falling and being damaged.

Further, the boarding target objects may further include a
clifl surface boarding target object capable of moving on a
clifl surface. The game program may further cause the
computer to: if the clifl surface boarding target object is
selected based on the selection operation and the boarding
istruction 1s given, cause the player character to board the
clifl surface boarding target object and bring the player
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character 1nto a state where the player character can move on
the ground or the cliff surface; and while the player character
1s aboard the air boarding target object, i the player char-
acter aboard the air boarding target object moves toward the
cliff surface, based on the first operation mnput, change to a
state where the player character 1s aboard the cliff surface
boarding target object and bring the player character into a
state where the player character can move on the chif
surface.

Based on the above, while the player character 1s aboard
the air boarding target object, and 11 the player character
moves toward a clifl surface, 1t 1s possible to cause the player
character to board a chiff surface boarding target object not
automatically but 1n accordance with the first operation
input. Consequently, it 1s possible to prevent switching
unintended by a player and also relatively smoothly shift
from the air boarding target object to the cliff surface
boarding target object.

A game program according to another exemplary embodi-
ment causes a computer of an information processing appa-
ratus to: control a player character 1in a virtual space based
on an operation iput: 1f, among a plurality of types of
boarding target objects that the player character can board
and include at least a water boarding target object and an air
boarding target object, the air boarding target object 1s
selected based on a selection operation and a boarding
instruction 1s given, or if a first operation nput 1s provided
when the player character 1s 1n the air, cause the player
character to board the air boarding target object and bring
the player character into a state where the player character
can move 1n the air; if the boarding instruction 1s given when
the water boarding target object 1s selected, cause the player
character to board the water boarding target object and bring
the player character into a state where the player character
can move on or in water: while the player character 1s aboard
the air boarding target object, move the player character
aboard the air boarding target object in the air based on an
operation input; and 1f the player character aboard the air
boarding target object moves toward a water surface, auto-
matically change to a state where the player character 1s
aboard the water boarding target object and bring the player
character 1nto a state where the player character can move on
or 1n water.

Based on the above, 1t 1s possible to cause a player
character to board a water boarding target object or an air
boarding target object and move the player character on
water or in the air. It 1s possible to select a boarding target
object and cause the player character to board the boarding
target object, and 1n the air, 1t 1s also possible to immediately
cause the player character to board the air boarding target
object by providing a first operation mput. When the player
character moves from the air toward a water surface, it 1s
possible to automatically switch from the air boarding target
object to the water boarding target object. Thus, 1t 1s possible
to smoothly switch boarding target objects.

A game program according to another exemplary embodi-
ment causes a computer of an information processing appa-
ratus to: control a player character based on 1 a virtual space
an operation input: if, among a plurality of types of boarding
target objects that the player character can board and include
at least a ground boarding target object and a water boarding
target object, the ground boarding target object 1s selected
based on a selection operation and a boarding instruction 1s
grven, cause the player character to board the ground board-
ing target object and bring the player character into a state
where the player character can move on a ground; while the
player character 1s aboard the ground boarding target object,
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4

move the player character aboard the ground boarding target
object on the ground based on an operation input; i1 the
player character aboard the ground boarding target object
moves toward a water surface, automatically change to a
state where the player character 1s aboard the water boarding
target object and bring the player character into a state where
the player character can move on or 1n water: if the boarding,
instruction 1s given when the water boarding target object 1s
selected, or 11 a first operation mput 1s provided when the
player character 1s on or in water, cause the player character
to board the water boarding target object and bring the
player character into a state where the player character can
move on or 1n water: while the player character 1s aboard the
water boarding target object, move the player character
aboard the water boarding target object on or 1n water based
on an operation input; and 1t the player character aboard the
water boarding target object moves toward the ground,
automatically change to a state w here the player character
1s aboard the ground boarding target object and bring the
player character into a state where the player character can
move on the ground.

Based on the above, 1t i1s possible to cause a player
character to board a ground boarding target object or a water
boarding target object and move the player character on the
ground or on water. It 1s possible to select a boarding target
object and cause the player character to board the boarding
target object, and on water, 1t 1s also possible to immediately
cause the player character to board the water boarding target
object by providing a first operation input. When the player
character moves from the ground toward a water surface, 1t
1s possible to automatically switch from the ground boarding
target object to the water boarding target object. When the
player character moves from the water surface toward the
ground, 1t 1s possible to automatically switch from the water
boarding target object to the ground boarding target object.
Thus, 1t 1s possible to smoothly switch boarding target
objects.

Further, the game program may, further cause the com-
puter to, if the player character stays on or 1n water for a time
exceeding a predetermined reference, cause predetermined
damage to the player character.

Based on the above, when the player character 1s 1n water,
predetermined damage 1s caused to the player character.
When the player character 1s i water, it 1s possible to
immediately cause the player character to board the water
boarding target object by providing the first operation input.
Thus, 1t 1s possible to prevent the player character from
being damaged.

Further, the boarding target objects may further include a
clifl surface boarding target object capable of moving on a
clifl surface. The game program may further cause the
computer to: if the clifl surface boarding target object 1s
selected based on the selection operation and the boarding
instruction 1s given, cause the player character to board the
clift surface boarding target object and bring the player
character 1nto a state where the player character can move on
the ground or the cliff surface; and while the player character
1s aboard the water boarding target object, if the player
character aboard the water boarding target object moves
toward the clifl surface, based on the first operation input,
change to a state where the player character 1s aboard the
clifl surface boarding target object and bring the player
character into a state where the player character can move on
the clifl surtace.

Based on the above, while the player character 1s aboard
a water boarding target object, 1f the player character moves
toward a clifl surface, 1t 1s possible to cause the player
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character to board a chiff surface boarding target object not
automatically but in accordance with the first operation

input. Consequently, 1t 1s possible to prevent switching
unintended by a player, and it 1s also possible to relatively
smoothly shift from a water boarding target object to a clift
surface boarding target object.

Another exemplary embodiment may be an information
processing apparatus that executes the above program, or
may be an information processing system. Another exem-
plary embodiment may be an information processing
method executed by a processor.

According to the exemplary embodiment, 1t 1s possible to
cause a player character to board a boarding target object
and move 1n a virtual space. It 1s possible to smoothly switch
boarding target objects.

These and other objects, features, aspects and advantages
of the exemplary embodiments will become more apparent
from the following detailed description of the exemplary
embodiments when taken 1n conjunction with the accompa-
nying drawings.

BRIEF DESCRIPTION OF THE DRAWINGS

FIG. 1 1s an illustrative non-limiting diagram showing the
state where a left controller 3 and a right controller 4 are
attached to a main body apparatus 2;

FIG. 2 1s an illustrative non-limiting diagram showing an
example of the state where each of the left controller 3 and
the right controller 4 1s detached from the main body
apparatus 2;

FIG. 3 1s illustrative non-limiting six orthogonal views
showing an example of the main body apparatus 2;

FIG. 4 1s illustrative non-limiting six orthogonal views
showing an example of the left controller 3;

FIG. 5 1s illustrative non-limiting six orthogonal views
showing an example of the right controller 4;

FI1G. 6 1s an 1llustrative non-limiting block diagram show-
ing an example of the internal configuration of the main
body apparatus 2;

FIG. 7 1s an illustrative non-limiting block diagram show-
ing an example of the internal configurations of the main
body apparatus 2, the leit controller 3, and the right con-
troller 4;

FIG. 8 1s an example non-limiting diagram showing an
example of a game 1mage displayed during the execution of
a game according to the exemplary embodiment;

FIG. 9 1s an example non-limiting diagram showing an
example of a game i1mage of the state where a player
character 70 1s aboard a horse character 77;

FIG. 10 1s an example non-limiting diagram showing an
example of the scene where the player character 70 boards
a bird character 78 when being on the ground;

FIG. 11 1s an example non-limiting diagram showing an
example of the scene where the player character 70 jumps on
the ground and boards the bird character 78;

FIG. 12 1s an example non-limiting diagram showing an
example of the scene where the player character 70 boards
a fish character 79 when being 1n water;

FIG. 13 1s an example non-limiting diagram showing an
example of the scene where the player character 70 boards
a clifl surface boarding target character 80 when being near
a clift surface 75;

FIG. 14 1s an example non-limiting diagram showing an
example of the scene where the state where the player
character 70 1s aboard an air boarding target character
switches to the state where the player character 70 1s aboard
a ground boarding target character;
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FIG. 15 1s an example non-limiting diagram showing an
example of the scene where the state where the player

character 70 1s aboard the air boarding target character
switches to the state where the player character 70 1s aboard
a water boarding target character;

FIG. 16 1s an example non-limiting diagram showing an
example of the scene where the state where the player
character 70 1s aboard the ground boarding target character
switches to the state where the player character 70 1s aboard
the water boarding target character:;

FIG. 17 1s an example non-limiting diagram showing an
example of the scene where the state where the player
character 70 1s aboard the ground boarding target character
switches to the state where the player character 70 1s aboard
the clifl surface boarding target character:;

FIG. 18 1s an example non-limiting diagram showing an
example of the scene where the state where the player
character 70 1s aboard the air boarding target character
switches to the state where the player character 70 1s aboard
the clifl surface boarding target character;

FIG. 19 1s an example non-limiting diagram showing an
example of data stored 1n a memory (mainly a DRAM 85)
of the main body apparatus 2;

FIG. 20 1s an example non-limiting flow chart showing an
example of game processing performed by a processor 81 of
the main body apparatus 2;

FIG. 21 1s an example non-limiting flow chart showing an
example ol a normal state process 1n step S104;

FIG. 22 1s an example non-limiting flow chart showing an
example ol a while-aboard process in step S105;

FIG. 23 1s an example non-limiting flow chart showing an
example of a while-aboard-air-character process 1n step
S301;

FIG. 24 1s an example non-limiting flow chart showing an
example of a while-aboard-ground-character process 1n step
S303;

FIG. 25 1s an example non-limiting flow chart showing an
example of a while-aboard-water-character process 1n step
S305:; and

FIG. 26 1s an example non-limiting flow chart showing an
example of a while-aboard-cliff-surface-character process 1n

step S306.

DETAILED DESCRIPTION OF NON-LIMITING
EXAMPLE EMBODIMENTS

(System Configuration)

A game system according to an example of an exemplary
embodiment 1s described below. An example of a game
system 1 according to the exemplary embodiment includes
a main body apparatus (an information processing appara-
tus, which functions as a game apparatus main body in the
exemplary embodiment) 2, a left controller 3, and a right
controller 4. Each of the left controller 3 and the right
controller 4 1s attachable to and detachable from the main
body apparatus 2. That 1s, the game system 1 can be used as
a unified apparatus obtained by attaching each of the left
controller 3 and the right controller 4 to the main body
apparatus 2. Further, in the game system 1, the main body
apparatus 2, the left controller 3, and the right controller 4
can also be used as separate bodies (see FIG. 2). Heremalfter,
first, the hardware configuration of the game system 1
according to the exemplary embodiment 1s described, and
then, the control of the game system 1 according to the
exemplary embodiment 1s described.

FIG. 1 1s a diagram showing an example of the state where
the left controller 3 and the right controller 4 are attached to
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the main body apparatus 2. As shown 1n FIG. 1, each of the
left controller 3 and the right controller 4 1s attached to and
unified with the main body apparatus 2. The main body
apparatus 2 1s an apparatus for performing various processes
(c.g., game processing) in the game system 1. The main
body apparatus 2 includes a display 12. Each of the left
controller 3 and the rnight controller 4 1s an apparatus
including operation sections with which a user provides
inputs.

FI1G. 2 1s a diagram showing an example of the state where
cach of the left controller 3 and the rnight controller 4 1is
detached from the main body apparatus 2. As shown 1n
FIGS. 1 and 2, the left controller 3 and the right controller
4 are attachable to and detachable from the main body
apparatus 2. It should be noted that hereinafter, the leit
controller 3 and the right controller 4 will occasionally be
referred to collectively as a “controller”.

FIG. 3 1s si1x orthogonal views showing an example of the
main body apparatus 2. As shown 1n FIG. 3, the main body
apparatus 2 includes an approximately plate-shaped housing
11. In the exemplary embodiment, a main surface (in other
words, a surface on a front side, 1.e., a surface on which the
display 12 1s provided) of the housing 11 has a generally
rectangular shape.

It should be noted that the shape and the size of the
housing 11 are optional. As an example, the housing 11 may
be of a portable size. Further, the main body apparatus 2
alone or the unified apparatus obtained by attaching the left
controller 3 and the right controller 4 to the main body
apparatus 2 may function as a mobile apparatus. The main
body apparatus 2 or the unified apparatus may function as a
handheld apparatus or a portable apparatus.

As shown 1n FIG. 3, the main body apparatus 2 includes
the display 12, which 1s provided on the main surface of the
housing 11. The display 12 displays an image generated by
the main body apparatus 2. In the exemplary embodiment,
the display 12 1s a liquid crystal display device (LCD). The
display 12, however, may be a display device of any type.

Further, the main body apparatus 2 includes a touch panel
13 on a screen of the display 12. In the exemplary embodi-
ment, the touch panel 13 1s of a type that allows a multi-
touch 1put (e.g., a capacitive type). The touch panel 13,
however, may be of any type. For example, the touch panel
13 may be of a type that allows a single-touch input (e.g., a
resistive type).

The main body apparatus 2 includes speakers (1.e., speak-
ers 88 shown 1n FI1G. 6) within the housing 11. As shown 1n
FIG. 3, speaker holes 11aq and 115 are formed on the main
surface of the housing 11. Then, sounds output from the
speakers 88 are output through the speaker holes 11a and
115.

Further, the main body apparatus 2 includes a left terminal
17, which 1s a terminal for the main body apparatus 2 to
perform wired communication with the left controller 3, and
a right terminal 21, which 1s a terminal for the main body
apparatus 2 to perform wired communication with the right
controller 4.

As shown 1n FIG. 3, the main body apparatus 2 includes
a slot 23. The slot 23 1s provided on an upper side surface
of the housing 11. The slot 23 1s so shaped as to allow a
predetermined type of storage medium to be attached to the
slot 23. The predetermined type of storage medium 1s, for
example, a dedicated storage medium (e.g., a dedicated
memory card) for the game system 1 and an information
processing apparatus of the same type as the game system 1.
The predetermined type of storage medium is used to store,
for example, data (e.g., saved data of an application or the
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like) used by the main body apparatus 2 and/or a program
(e.g., a program for an application or the like) executed by
the main body apparatus 2. Further, the main body apparatus
2 includes a power button 24.

The main body apparatus 2 includes a lower terminal 27.
The lower terminal 27 1s a terminal for the main body
apparatus 2 to communicate with a cradle. In the exemplary
embodiment, the lower terminal 27 1s a USB connector
(more specifically, a female connector). Further, when the
unified apparatus or the main body apparatus 2 alone 1s
mounted on the cradle, the game system 1 can display on a
stationary monitor an image generated by and output from
the main body apparatus 2. Further, in the exemplary
embodiment, the cradle has the function of charging the
umfied apparatus or the main body apparatus 2 alone
mounted on the cradle. Further, the cradle has the function
of a hub device (specifically, a USB hub).

FIG. 4 1s s1x orthogonal views showing an example of the
left controller 3. As shown in FIG. 4, the left controller 3
includes a housing 31. In the exemplary embodiment, the
housing 31 has a vertically long shape, 1.e., 1s shaped to be
long 1n an up-down direction (i.e., a y-axis direction shown
in FIGS. 1 and 4). In the state where the left controller 3 1s
detached from the main body apparatus 2, the left controller
3 can also be held in the onentation 1 which the left
controller 3 1s vertically long. The housing 31 has such a
shape and a size that when held 1n the orientation 1n which
the housing 31 1s vertically long, the housing 31 can be held
with one hand, particularly the left hand. Further, the left
controller 3 can also be held 1n the orientation in which the
left controller 3 1s horizontally long. When held in the
orientation 1n which the left controller 3 1s horizontally long,
the left controller 3 may be held with both hands.

The left controller 3 includes an analog stick 32. As
shown 1n FIG. 4, the analog stick 32 1s provided on a main
surface of the housing 31. The analog stick 32 can be used
as a direction mput section with which a direction can be
input. The user tilts the analog stick 32 and thereby can mnput
a direction corresponding to the direction of the tilt (and
input a magnitude corresponding to the angle of the tilt). It
should be noted that the left controller 3 may include a
directional pad, a slide stick that allows a slide input, or the
like as the direction 1nput section, instead of the analog stick.
Further, in the exemplary embodiment, 1t 1s possible to
provide an input by pressing the analog stick 32.

The left controller 3 includes various operation buttons.
The left controller 3 includes four operation buttons 33 to 36
(specifically, a right direction button 33, a down direction
button 34, an up direction button 335, and a leit direction
button 36) on the main surface of the housing 31. Further,
the lett controller 3 includes a record button 37 and a *“-”
(minus) button 47. The left controller 3 includes a first
L-button 38 and a ZL-button 39 in an upper leit portion of
a side surface of the housing 31. Further, the left controller
3 includes a second L-button 43 and a second R-button 44,
on the side surface of the housing 31 on which the left
controller 3 1s attached to the main body apparatus 2. These
operation buttons are used to give mstructions depending on
various programs (e.g., an OS program and an application
program) executed by the main body apparatus 2.

Further, the left controller 3 includes a terminal 42 for the
lett controller 3 to perform wired communication with the
main body apparatus 2.

FIG. 3 1s s1x orthogonal views showing an example of the
right controller 4. As shown in FIG. 5, the right controller 4
includes a housing 51. In the exemplary embodiment, the
housing 51 has a vertically long shape, 1.e., 1s shaped to be
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long 1n the up-down direction. In the state where the night
controller 4 1s detached from the main body apparatus 2, the
right controller 4 can also be held 1n the orientation 1n which
the right controller 4 1s vertically long. The housing 51 has
such a shape and a size that when held 1n the orientation 1n
which the housing 51 1s vertically long, the housing 351 can
be held with one hand, particularly the right hand. Further,
the right controller 4 can also be held 1n the orientation in
which the right controller 4 1s horizontally long. When held
in the orientation in which the right controller 4 1s horizon-
tally long, the right controller 4 may be held with both
hands.

Similarly to the left controller 3, the right controller 4
includes an analog stick 52 as a direction mput section. In
the exemplary embodiment, the analog stick 52 has the same
configuration as that of the analog stick 32 of the left
controller 3. Further, the right controller 4 may include a
directional pad, a slide stick that allows a slide mput, or the
like, instead of the analog stick. Further, similarly to the left
controller 3, the rnight controller 4 includes four operation
buttons 53 to 56 (specifically, an A-button 53, a B-button 54,
an X-button 35, and a Y-button 56) on a main surface of the
housing 51. Further, the right controller 4 includes a “+”
(plus) button 57 and a home button 58. Further, the right
controller 4 includes a first R-button 60 and a ZR-button 61
in an upper right portion of a side surface of the housing 51.
Further, similarly to the left controller 3, the nght controller
4 includes a second L-button 65 and a second R-button 66.

Further, the right controller 4 includes a terminal 64 for
the right controller 4 to perform wired communication with
the main body apparatus 2.

FIG. 6 1s a block diagram showing an example of the
internal configuration of the main body apparatus 2. The
main body apparatus 2 includes components 81 to 91, 97,
and 98 shown 1n FIG. 6 in addition to the components shown
in FIG. 3. Some of the components 81 to 91, 97, and 98 may
be mounted as electronic components on an electronic
circuit board and accommodated 1n the housing 11.

The main body apparatus 2 includes a processor 81. The
processor 81 1s an information processing section for execut-
ing various types of information processing to be executed
by the main body apparatus 2. For example, the processor 81
may be composed only of a CPU (Central Processing Unait),
or may be composed of a SoC (System-on-a-chip) having a
plurality of functions such as a CPU function and a GPI
(Graphics Processing Unit) function. The processor 81
executes an information processing program (€.g., a game
program) stored 1n a storage section (specifically, an internal
storage medium such as a flash memory 84, an external
storage medium attached to the slot 23, or the like), thereby
performing the various types ol information processing.

The main body apparatus 2 includes a tlash memory 84
and a DRAM (Dynamic Random Access Memory) 85 as
examples of internal storage media built into the main body
apparatus 2. The flash memory 84 and the DRAM 85 are
connected to the processor 81. The tlash memory 84 1s a
memory mainly used to store various data (or programs) to
be saved 1n the main body apparatus 2. The DRAM 85 1s a
memory used to temporarily store various data used for
information processing.

The main body apparatus 2 includes a slot interface
(heremaiter abbreviated as “I/F”) 91. The slot I'F 91 1s
connected to the processor 81. The slot I'F 91 1s connected
to the slot 23, and 1n accordance with an instruction from the
processor 81, reads and writes data from and to the prede-
termined type of storage medium (e.g., a dedicated memory
card) attached to the slot 23.
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The processor 41 appropniately reads and writes data from
and to the flash memory 84, the DRAM 83, and each of the
above storage media, thereby performing the above infor-
mation processing.

The main body apparatus 2 includes a network commu-
nication section 82. The network communication section 82
1s connected to the processor 81. The network communica-
tion section 82 commumnicates (specifically, through wireless
communication) with an external apparatus via a network. In
the exemplary embodiment, as a first communication form,
the network communication section 82 connects to a wire-
less LAN and communicates with an external apparatus,
using a method compliant with the Wi-Fi1 standard. Further,
as a second communication form, the network communica-
tion section 82 wirelessly communicates with another main
body apparatus 2 of the same type, using a predetermined
communication method (e.g., communication based on a
unique protocol or infrared light communication). It should
be noted that the wireless communication in the above
second communication form achieves the function of
enabling so-called “local communication™ 1n which the main
body apparatus 2 can wirelessly communicate with another
main body apparatus 2 placed 1n a closed local network area,
and the plurality of main body apparatuses 2 directly com-
municate with each other to transmit and receive data.

The main body apparatus 2 includes a controller commu-
nication section 83. The controller communication section
83 1s connected to the processor 81. The controller commu-
nication section 83 wirelessly communicates with the left
controller 3 and/or the right controller 4. The communica-
tion method between the main body apparatus 2 and the left
controller 3 and the right controller 4 1s optional. In the
exemplary embodiment, the controller communication sec-
tion 83 performs communication compliant with the Blu-
ctooth (registered trademark) standard with the leit control-
ler 3 and with the rnight controller 4.

The processor 81 1s connected to the leit terminal 17, the
right terminal 21, and the lower terminal 27. When perform-
ing wired communication with the left controller 3, the
processor 81 transmits data to the left controller 3 via the left
terminal 17 and also receives operation data from the left
controller 3 via the left terminal 17. Further, when perform-
ing wired communication with the right controller 4, the
processor 81 transmits data to the right controller 4 via the
right terminal 21 and also receives operation data from the
right controller 4 via the right terminal 21. Further, when
communicating with the cradle, the processor 81 transmits
data to the cradle via the lower terminal 27. As described
above, 1n the exemplary embodiment, the main body appa-
ratus 2 can perform both wired communication and wireless
communication with each of the left controller 3 and the
right controller 4. Further, when the unified apparatus
obtained by attaching the left controller 3 and the right
controller 4 to the main body apparatus 2 or the main body
apparatus 2 alone 1s attached to the cradle, the main body
apparatus 2 can output data (e.g., image data or sound data)
to the stationary momitor or the like via the cradle.

Here, the main body apparatus 2 can communicate with a
plurality of left controllers 3 simultaneously (1n other words,
in parallel). Further, the main body apparatus 2 can com-
municate with a plurality of right controllers 4 simultane-
ously (1n other words, 1n parallel). Thus, a plurality of users
can simultaneously provide mputs to the main body appa-
ratus 2, each using a set of the left controller 3 and the right
controller 4. As an example, a first user can provide an mput
to the main body apparatus 2 using a first set of the left
controller 3 and the right controller 4, and simultaneously, a
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second user can provide an input to the main body apparatus
2 using a second set of the left controller 3 and the rnight
controller 4.

The main body apparatus 2 includes a touch panel con-
troller 86, which 1s a circuit for controlling the touch panel 5
13. The touch panel controller 86 1s connected between the
touch panel 13 and the processor 81. Based on a signal from
the touch panel 13, the touch panel controller 86 generates,
for example, data indicating the position where a touch 1input
1s provided. Then, the touch panel controller 86 outputs the 10
data to the processor 81.

Further, the display 12 1s connected to the processor 81.
The processor 81 displays a generated 1mage (e.g., an 1mage
generated by executing the above information processing)
and/or an externally acquired image on the display 12. 15

The main body apparatus 2 includes a codec circuit 87 and
speakers (specifically, a left speaker and a right speaker) 88.
The codec circuit 87 1s connected to the speakers 88 and a
sound mput/output terminal 25 and also connected to the
processor 81. The codec circuit 87 1s a circuit for controlling 20
the input and output of sound data to and from the speakers
88 and the sound input/output terminal 23.

Further, the main body apparatus 2 includes an accelera-
tion sensor 89. In the exemplary embodiment, the accelera-
tion sensor 89 detects the magnitudes of accelerations along 25
predetermined three axial (e.g., xyz axes shown i FIG. 1)
directions. It should be noted that the acceleration sensor 89
may detect an acceleration along one axial direction or
accelerations along two axial directions.

Further, the main body apparatus 2 includes an angular 30
velocity sensor 90. In the exemplar, embodiment, the angu-
lar velocity sensor 90 detects angular velocities about pre-
determined three axes (e.g., the xyz axes shown 1n FIG. 1).

It should be noted that the angular velocity sensor 90 may
detect an angular velocity about one axis or angular veloci- 35
ties about two axes.

The acceleration sensor 89 and the angular velocity sensor
90 are connected to the processor 81, and the detection
results of the acceleration sensor 89 and the angular velocity
sensor 90 are output to the processor 81. Based on the 40
detection results of the acceleration sensor 89 and the
angular velocity sensor 90, the processor 81 can calculate
information regarding the motion and/or the orientation of
the main body apparatus 2.

The main body apparatus 2 includes a power control 45
section 97 and a battery 98. The power control section 97 1s
connected to the battery 98 and the processor 81. Further,
although not shown 1n FIG. 6, the power control section 97
1s connected to components of the main body apparatus 2
(specifically, components that receive power supplied from 50
the battery 98, the leit terminal 17, and the right terminal
21). Based on a command from the processor 81, the power
control section 97 controls the supply of power from the
battery 98 to the above components.

Further, the battery 98 1s connected to the lower terminal 55
27. When an external charging device (e.g., the cradle) 1s
connected to the lower terminal 27, and power 1s supplied to
the main body apparatus 2 via the lower terminal 27, the
battery 98 1s charged with the supplied power.

FIG. 7 1s a block diagram showing examples of the 6o
internal configurations of the main body apparatus 2, the left
controller 3, and the right controller 4. It should be noted that
the details of the internal configuration of the main body
apparatus 2 are shown 1n FIG. 6 and therefore are omitted 1n
FlG. 7. 63

The left controller 3 includes a communication control
section 101, which communicates with the main body appa-
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ratus 2. As shown in FIG. 7, the communication control
section 101 1s connected to components including the ter-
minal 42. In the exemplary embodiment, the commumnication
control section 101 can communicate with the main body
apparatus 2 through both wired communication via the
terminal 42 and wireless communication not via the terminal
42. The communication control section 101 controls the
method for communication performed by the left controller
3 with the main body apparatus 2. That 1s, when the left
controller 3 1s attached to the main body apparatus 2, the
communication control section 101 communicates with the
main body apparatus 2 via the terminal 42. Further, when the
left controller 3 1s detached from the main body apparatus 2,
the communication control section 101 wirelessly commu-
nicates with the main body apparatus 2 (specifically, the
controller communication section 83). The wireless com-
munication between the communication control section 101
and the controller commumnication section 83 is performed 1n
accordance with the Bluetooth (registered trademark) stan-
dard, for example.

Further, the left controller 3 includes a memory 102 such
as a flash memory. The communication control section 101
includes, for example, a microcomputer (or a miCroproces-
sor) and executes firmware stored in the memory 102,
thereby performing various processes.

The left controller 3 includes buttons 103 (specifically, the
buttons 33 to 39, 43, 44, and 47). Further, the left controller
3 includes the analog stick (“‘stick” 1n FIG. 7) 32. Each of the
buttons 103 and the analog stick 32 outputs information
regarding an operation performed on 1tself to the commu-
nication control section 101 repeatedly at appropriate tim-
ng.

The left controller 3 includes 1nertial sensors. Specifically,
the left controller 3 includes an acceleration sensor 104.
Further, the left controller 3 includes an angular velocity
sensor 105. In the exemplary embodiment, the acceleration
sensor 104 detects the magnitudes of accelerations along
predetermined three axial (e.g., Xyz axes shown i FIG. 4)
directions. It should be noted that the acceleration sensor
104 may detect an acceleration along one axial direction or
accelerations along two axial directions. In the exemplary
embodiment, the angular velocity sensor 105 detects angular
velocities about predetermined three axes (e.g., the xyz axes
shown 1n FIG. 4). It should be noted that the angular velocity
sensor 105 may detect an angular velocity about one axis or
angular velocities about two axes. Fach of the acceleration
sensor 104 and the angular velocity sensor 105 1s connected
to the communication control section 101. Then, the detec-
tion results of the acceleration sensor 104 and the angular
velocity sensor 105 are output to the communication control
section 101 repeatedly at appropriate timing.

The communication control section 101 acquires infor-
mation regarding an mput (specifically, information regard-
ing an operation or the detection result of the sensor) from
cach ol input sections (specifically, the buttons 103, the
analog stick 32, and the sensors 104 and 105). The com-
munication control section 101 transmits operation data
including the acquired information (or information obtained
by performing predetermined processing on the acquired
information) to the man body apparatus 2. It should be noted
that the operation data 1s transmitted repeatedly, once every
predetermined time. It should be noted that the interval at
which the information regarding an input 1s transmitted from
cach of the mput sections to the main body apparatus 2 may
or may not be the same.

The above operation data 1s transmitted to the main body
apparatus 2, whereby the main body apparatus 2 can obtain
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inputs provided to the left controller 3. That 1s, the main
body apparatus 2 can determine operations on the buttons
103 and the analog stick 32 based on the operation data.
Further, the main body apparatus 2 can calculate information
regarding the motion and/or the orientation of the left
controller 3 based on the operation data (specifically, the
detection results of the acceleration sensor 104 and the
angular velocity sensor 103).

The left controller 3 includes a power supply section 108.
In the exemplary embodiment, the power supply section 108
includes a battery and a power control circuit. Although not
shown 1n FIG. 7, the power control circuit 1s connected to
the battery and also connected to components of the left
controller 3 (specifically, components that receive power
supplied from the battery).

As shown 1n FIG. 7, the night controller 4 includes a
communication control section 111, which communicates
with the main body apparatus 2. Further, the rnght controller
4 1includes a memory 112, which 1s connected to the com-
munication control section 111. The communication control
section 111 1s connected to components including the ter-
minal 64. The communication control section 111 and the
memory 112 have functions similar to those of the commu-
nication control section 111 and the memory 102, respec-
tively, of the left controller 3. Thus, the communication
control section 111 can communicate with the main body
apparatus 2 through both wired communication via the
terminal 64 and wireless communication not via the terminal
64 (specifically, communication compliant with the Blu-
ctooth (registered trademark) standard). The communication
control section 111 controls the method for communication
performed by the right controller 4 with the main body
apparatus 2.

The right controller 4 includes mmput sections similar to
the mput sections of the left controller 3. Specifically, the
right controller 4 includes buttons 113, the analog stick 52,
and 1nertial sensors (an acceleration sensor 114 and an
angular velocity sensor 115). These input sections have
functions similar to those of the iput sections of the leit
controller 3 and operate similarly to the input sections of the
left controller 3.

The night controller 4 includes a power supply section
118. The power supply section 118 has a function similar to
that of the power supply section 108 of the lett controller 3
and operates similarly to the power supply section 10S.
(Overview of Game According to Exemplary Embodiment)

Next, an overview ol a game according to the exemplary
embodiment 1s described. FIG. 8 1s a diagram showing an
example of a game 1mage displayed during the execution of
the game according to the exemplary embodiment.

As shown 1 FIG. 8, in a virtual space, a ground 71 1s
tformed. On the ground 71, a player character 70 1s placed.
The ground 71 1s a surface perpendicular to an axis in the
up-down direction in the virtual space and 1s an area where
the player character 70 can move. The ground 71 does not
need to be a perfectly horizontal surface, and may have
unevenness. A part or the entirety of the ground 71 may have
a predetermined angle (e.g., less than 30 degrees) to the axis
in the up-down direction in the virtual space. The ground 71
may be of a plurality of types such as soil, sand, and
grassland. On the ground 71, a rock object 72, a tree object
73, and the like are placed 1n addition to the player character
70.

In the virtual space, a water surface 74 1s also formed. The
water surface 74 1s at a position lower than the ground 71
and 1s a surface almost parallel to the ground. The water
surface 74 may be, for example, a river, a lake, a sea, or the
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like. The water surface 74 1s an area where 1t 1s difhicult or
impossible for the player character 70 to move 1n a normal
state. IT the player character 70 enters the area of the water
surface 74 in the normal state, the player character 70 can
swim for a predetermined period, but then sinks into water
and receives damage. As will be described below, the player
character 70 can move in the area of the water surface 74 (on
or 1n water) in the state where the player character 70 1s
aboard a water boarding target character.

In the virtual space, a clifl surface 75 1s also present. The
clifl surface 75 1s a surface having a predetermined angle
(e.g., greater than or equal to 30 degrees) to the ground 71
and 1s a surface where 1t 1s diflicult or 1mpossible for the
player character 70 to move 1n the normal state. As will be
described below, the player character 70 can move up and
down the clifi surface 75 in the state where the player
character 70 1s aboard a clifl surface boarding target char-
acter.

The player character 70 moves 1n the virtual space 1n
accordance with an operation input provided by a player. For
example, 1n accordance with an mput to the analog stick 32
of the lett controller 3, the player character 70 moves on the
ground 71.

In the game according to the exemplary embodiment, the
player character 70 can battle against an enemy character or
catch the enemy character while moving in the virtual space.
The caught enemy character becomes an owned character
owned by the player. After that, the player can advance the
game using the owned character. For example, if the player
character 70 encounters another enemy character, the player
can cause the owned character to battle against the encoun-
tered enemy character. If a predetermined condition 1s
satisfied 1n the battle, the encountered enemy character 1s
further added to owned characters of the player. In this
manner, the player can acquire a plurality of ty pes of owned
characters as their possessions during the game.

A plurality of owned characters include an owned char-
acter that the player character 70 can board (ride). The
owned character that the player character 70 can board 1s
referred to as a “boarding target character”. Here. “the player
character 70 boards the boarding target character” means
that the player character 70 1s 1n the state where the player
character 70 can move integrally with the boarding target
character. For example, “the player character 70 boards the
boarding target character” includes the state where the
player character 70 rides on the boarding target character,
the state where the player character 70 holds on to the
boarding target character, and the state where the player
character 70 dangles from the boarding target character.
“The player character 70 boards the boarding target char-
acter” also includes a case where the player character 70 and
the boarding target character can integrally move not only in
direct contact but also in indirect contact with each other.

The boarding target character 1s of a plurality of types. For
example, the plurality of types of boarding target characters
include a ground boarding target character, a water boarding
target character, an air boarding target character, and a clifl
surface boarding target character.

The ground boarding target character 1s a boarding target
character capable of moving on the ground 71 and 1s a
character suitable for moving on the ground 71. It 1s 1mpos-
sible or diflicult for the ground boarding target character to
move 1n an area other than the ground (on or 1n water, 1n the
air, or on the clifl surface).

The water boarding target character 1s a boarding target
character capable of moving on or 1n water (1n the area of the
water surface 74). It 1s impossible or difhicult for the water
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boarding target character to move 1n an area other than on or
in water (on the ground, in the air, or on the clifl surface).

The air boarding target character 1s a boarding target
character capable of moving 1n the air. It 1s impossible or
difficult for the air boarding target character to move 1n an
area other than 1n the air (on the ground, on or 1n water, or
on the clifl surface). The player character 70 1s subjected to
gravity acting downward in the virtual space in the state
where the player character 70 1s not aboard the air boarding,
target character (the normal state or the state where the
player character 70 1s aboard a boarding target character
other than the air boarding target character). Thus, the player
character 70 cannot continue to be present in the air and falls
in the air. If the player character 70 falls from a position at
a predetermined height or more to the ground 71 or falls to
the ground 71 at a predetermined speed or more, the player
character 70 receives predetermined damage when the
player character 70 falls to the ground 71.

The cliff surface boarding target character 1s a character
suitable for moving on the cliff surface 75 and 1s a boarding
target character capable of moving up and down the chift
surface 75. The clifl surface boarding target character can
move on the clifl surtace 75 or the ground 71. It 1s 1mpos-
sible or diflicult for the clifl surface boarding target character
to move 1n an area other than the clift surface 75 or the
ground 71 (on or in water or 1n the air).

The player can cause the player character 70 to board a
boarding target character and move the player character 70
and the boarding target character in the virtual space. As
shown 1n FIG. 8, at the lower right of the game 1image, a
selection 1mage 76 for selecting any of the plurality of types
of boarding target characters 1s displayed.

The selection 1mage 76 1s an 1mage representing a cur-
rently selected boarding target character. In FIG. 8, as the
selection 1mage 76, an 1image representing a horse character
77 as an example of the ground boarding target character 1s
displayed. For example, 11 the button 33 or 36 of the leit
controller 3 1s pressed, the selection image 76 switches. For
example, the player can select any of the plurality of
boarding target characters using the button 33 or 36. For
example, 11 the player character 70 1s on the ground 71, the
player character 70 can board any of a plurality of ground
boarding target characters including the horse character 77
(see FIG. 9). The player can select any of the plurality of
ground boarding target characters by a selection operation
using the button 33 or 36. 11 the player character 70 1s on the
ground 71, the player can also select a bird character 78
(described below), which 1s an example of the air boarding
target character.

As shown 1n FIG. 8, 1n the state where the horse character
77 1s selected, for example, if the plus button 57 of the right
controller 4 1s pressed, the player character 70 boards the
horse character 77.

FIG. 9 1s a diagram showing an example of a game 1image
ol the state where the player character 70 1s aboard the horse
character 77. As shown 1n FIG. 9, in the state where the
horse character 77 1s selected, 11 a boarding instruction 1s
given (e.g., the plus button 57 1s pressed), the horse character
77 appears, and the player character 70 enters the state
where the player character 70 1s aboard the horse character
77. Consequently, the player character 70 and the horse
character 77 enter the state where the player character 70 and
the horse character 77 can integrally move on the ground 71.
In accordance with an operation input provided by the
player, the player character 70 moves on the ground 71 1n the
state where the player character 70 1s aboard the horse
character 77. In the state where the player character 70 1s
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aboard the horse character 77, the player character 70 can
move on the ground 71 faster than 1n the normal state. If the
player character 70 1s aboard the horse character 77, the
display form of the selection image 76 representing the
horse character 77 changes.

FIG. 10 1s a diagram showing an example of the scene

where the player character 70 boards a bird character 78
when being on the ground.

In the state where the player character 70 1s 1n the normal
state, any of the plurality of boarding target characters 1s
selected by the selection operation using the button 33 or 36.
Specifically, it the button 33 or 36 1s pressed, the selection
image 76 at the lower right of the screen switches. Every
time the button 33 or 36 i1s pressed, a currently selected
boarding target character switches, and an 1image represent-
ing the currently selected boarding target character 1s dis-
played as the selection 1image 76.

As shown in the upper diagram of FIG. 10, when an image
representing the bird character 78 1s displayed as the selec-
tion 1mage 76, i a boarding instruction 1s given (e.g., the
plus button 57 1s pressed), the bird character 78 appears, and
the player character 70 enters the state a here the player
character 70 1s aboard the bird character 78. In the lower
diagram of FI1G. 10, the player character 70 dangles from the
bird character 78, the player character 70 and the bird
character 78 float in the air, and the shadow of the bird
character 78 1s projected onto the ground 71. If the player
character 70 1s aboard the bird character 78, the display form
of the selection 1image 76 representing the blrd character 78
changes.

In the state where the player character 70 1s aboard the
bird character 78, the player character 70 can move in the air
in accordance with an operation input (e.g., an iput to the
analog stick 32). Thus, the player character 70 can move 1n
the virtual space without being influenced by terrains (the
ground 71, the water surface 74, and the like). In the state
where the player character 70 1s aboard the bird character 78,
the player character 70 can move in the virtual space faster
than in the normal state.

Even when the player character 70 1s 1n the air aboard the
bird character 78, the player can select a boarding target
character by the selection operation using the button 33 or
36. When the player character 70 1s aboard the bird character
78, 11 the button 33 or 36 15 pressed, the selection 1image 76
switches, and the boarding target character also switches.
For example, while the player character 70 1s aboard the bird
character 78, 11 the button 33 or 36 is pressed, the selection
image 76 switches to the image representing the horse
character 77, and the boarding target character that the
player character 70 1s aboard also switches from the bird
character 78 to the horse character 77. If the boarding target
character switches to the horse character 77, the player
character 70 and the horse character 77 fall. If the player
character 70 and the horse character 77 reach the ground 71,
the player character 70 receives damage. If the boardmg
target character 1s switched to the bird character 78 again
while the player character 70 1s falling, the player character
70 and the bird character 78 do not fall, and enter the state
where the player character 70 and the bird character 78 can
move 1n the air again.

When the player character 70 1s aboard the horse char-
acter 77, 11 the bird character 78 1s selected by the selection
operation using the button 33 or 36, the horse character 77
switches to the bird character 78, and the player character 70
enters the state where the player character 70 1s aboard the
bird character 78.
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FIG. 11 1s a diagram showing an example of the scene
where the player character 70 jumps on the ground and
boards the bird character 78.

As shown 1n the upper diagram of FIG. 11, in the state
where the player character 70 1s 1n the normal state, the
player character 70 performs a jump action based on an
operation mput provided by the player. By the jump action,
the player character 70 leaves the ground 71 and enters the
state where the player character 70 1s temporarily 1n the air.
While the player character 70 1s temporarily in the air, as
shown 1n the upper diagram of FIG. 11, display urging the
pressing of the A-button 53 and display indicating the bird
character 78 are performed near the player character 70. At
this time, 11 the A-button 53 1s pressed, as shown 1n the lower
diagram of FIG. 11, the bird character 78 appears, and the
player character 70 enters the state where the player char-
acter 70 1s aboard the bird character 78. As shown 1n the
upper diagram of FIG. 11, even when an 1image representing,
a boarding target character other than the bird character 78
(c.g., the horse character 77) 1s displayed as the selection
image 76, if the A-button 53 1s pressed when the player
character 70 1s 1n the air, the player character 70 boards the
bird character 78. That 1s, when the player character 70 1s in
the air, even if the selection operation for selecting a
boarding target character i1s not performed, the player char-
acter 70 boards the bird character 78 1n accordance with the
pressing ol the A-button 53.

Although not shown 1n the figures, not only 1n a case w
here the player character 70 performs a jump action, but also
in a case where, for example, the player character 70 falls
down a cliff, when the player character 70 1s in the arr,
display urging the pressing of the A-button 53 and display
indicating the bird character 78 are performed. If the A-but-
ton 33 1s pressed at this time, the player character 70 boards
the bird character 78.

FIG. 12 1s a diagram showing an example of the scene
where the player character 70 boards a fish character 79
when being 1n water.

If the player character 70 moves from the ground 71 to the
area of the water surface 74, as shown 1n the upper diagram
of FIG. 12, a part of the player character 70 goes into water,
and the ﬁsh character 79 can be selected. When the player
character 70 1s 1n water in the normal state, only the fish
character 79 as the water boarding target character can be
selected, or the air boarding target character can also be
selected 1n addition to the water boarding target character.
For example, 1f the player character 70 goes into water, an
image representing the fish character 79 1s displayed as the
selection 1mage 76 at the lower right of the screen, and the
current state enters the state where the fish character 79 1s
selected. At this time, a configuration may be employed 1n
which the selection operation using the button 33 or 36
cannot be performed, and only the fish character 79 can be
selected. Alternatively, 1f the player character 70 goes into
water, as 1n the upper diagram of FIG. 12, the current state
may enter the state where the 1mage representing the fish
character 79 1s mitially displayed as the selection image 76,
and the fish character 79 1s selected. Then, i1f the selection
operation using the button 33 or 36 1s performed 1n this state,
the air boarding target character may be selected. Further,
wen the player character 70 1s in water in the normal state,
display urging the pressing of the A-button 53 and display
indicating the fish character 79 are performed near the player
character 70. If a boarding instruction 1s given (the plus
button 57 1s pressed) or the A-button 53 is pressed 1n this
state, as shown 1n the lower diagram of FIG. 12, the fish
character 79 appears, and the player character 70 enters the
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state where the player character 70 1s aboard the fish
character 79. When the player character 70 1s 1n water in the
normal state, any of the water boarding target character, the
ground boarding target character, the air boarding target
character, and the clifl surface boarding target character may
be able to be selected. Among the plurality of ty pes of
boarding target characters, the water boarding target char-
acter may be preferentially (1nmitially) selected.

In the state where the player character 70 1s aboard the fish
character 79, the player character 70 can move on or 1n
water. When the player character 70 1s 1n water 1n a case
where the player character 70 1s not aboard the fish character
79, the player character 70 receives predetermined damage.
However, 1n a case where the player character 70 1s aboard
the fish character 79, the player character 70 does not receive
damage. When the player character 70 1s aboard the fish
character 79, the player character 70 can move 1n the virtual
space faster than when the player character 70 1s on the
ground 71 in the normal state.

By causing the player character 70 to board the {fish
character 79, 1t 1s possible to move the player character 70
on or 1n water. When the player character 70 1s 1n water, 1t
1s possible to cause the player character 70 to board the fish
character 79 only by pressing the A-button 53. Thus, 1t 1s
possible to prevent the player character 70 from being
damaged.

When the player character 70 1s aboard the fish character
79, 1f the bird character 78 1s selected by the selection
operation using the button 33 or 36, the fish character 79
switches to the bird character 78, and the player character 70
enters the state where the player character 70 1s aboard the
bird character 78.

FIG. 13 1s a diagram showing an example of the scene
where the player character 70 boards a clifl surface boarding,
target character 80 when being near the clifl surface 75.

As shown 1n the upper diagram of FIG. 13, 1f the player
character 70 moves toward the clift surface 75, display
urging the pressing of the A-button 33 and display indicating
the clifl surface boarding target character 80 are performed
near the player character 70. Specifically, 1t the player
character 70 1s located near the cliff surface 75 and the cliff
surface 75 1s 1n front of the player character 70, display
urging the pressing of the A-button 53 and display indicating
the clifl surface boarding target character are performed. At
this time, if the A-button 53 i1s pressed, the cliff surface
boarding target character 80 appears, and as shown in the
lower diagram of FIG. 13, the player character 70 enters the
state where the player character 70 1s aboard the cliff surface
boarding target character 80. If the player character 70
boards the cliff surface boarding target character 80, the
current state enters the state where the clifl surface boarding
target character 80 holds on to the clif surface 75. In this
state, 1 an operation 1nput for moving up the cliff surface 1s
provided, the player character 70 and the chiff surface
boarding target character 80 perform the action of moving
up the cliff surface 75. In the state where the clifl surface
boarding target character 80 holds on to the cliff surface 75,
il an operation mput for moving down the cliff surface is
provided, the player character 70 and the clhiff surface
boarding target character 80 perform the action of moving
down the clifl surface 75. In the normal state, the player
character 70 cannot continue to be present on the chiff
surface 75, and falls along the cliff surface 75.

In the upper diagram of FIG. 13, the player can select the
clifl surface boarding target character 80 using the button 33
or 36. If a boarding instruction 1s given (the plus button 57

1s pressed) when the cliff surface boarding target character
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80 1s selected, the player character 70 enters the state where
the player character 70 1s aboard the cliff surface boarding
target character 80. At thus time, as shown in the lower
diagram of FIG. 13, the current state enters the state where
the clifl surface boarding target character 80 holds on to the

clifl surface 75.

Also on the ground 71 other than near the cliff surface 75,
the player can select the clifl surface boarding target char-
acter 80 by the selection operation using the button 33 or 36
and cause the player character 70 to board the clif surface
boarding target character 80. In the state where the player
character 70 1s aboard the clift surface boarding target
character 80, the player character 70 and the cliff surface
boarding target character 80 can move on the ground 71. In
a case where the player character 70 and the clifl surface
boarding target character 80 come close to the clifl surface
75, 1if an operation mput for moving up the cliff surface is
provided, the player character 70 and the cliff surface

boarding target character 80 start the action of moving up the
clift surface 75.

As described above, 1n the exemplary embodiment, the
player can select any of the plurality of boarding target
characters by the selection operation using the button 33 or
36 and cause the player character 70 to board the selected
boarding target character in accordance with a boarding
instruction. Then, 1n the state where the player character 70
1s aboard the boarding target character, 1t 1s possible to move
the player character 70 1n the virtual space.

(Switching Between Boarding Target Characters)

Next, a description 1s given of switching from a currently
selected boarding target character to another boarding target
character.

FIG. 14 1s a diagram showing an example of the scene
where the state where the player character 70 1s aboard the
air boarding target character switches to the state where the
player character 70 1s aboard the ground boarding target
character.

As shown 1n the upper diagram of FIG. 14, when the
player character 70 1s moving in the air aboard the bird
character 78, the player character 70 and the bird character
78 come close to the ground 71. When the player character
70 and the bird character 78 reach the ground 71, the state
where the player character 70 1s aboard the bird character 78
automatically switches to the state where the player char-
acter 70 1s aboard the horse character 77. That 1s, if the
player character 70 moves toward the ground 71, the board-
ing target character that the player character 70 1s aboard
automatically switches from the bird character 78 to the
horse character 77. The selection image 76 also automati-
cally switches from the image representing the bird charac-
ter 78 to the image representing the horse character 77.
Then, the player character 70 enters the state where the
player character 70 1s aboard the horse character 77. Thus,
the player character 70 can move on the ground 71.

As described above, 1n a case where the player character
70 1s aboard the air boarding target character, 11 the player
character 70 moves toward the ground 71, the current state
automatically switches to the state where the player char-
acter 70 1s aboard the horse character 77. Even 1if the
selection operation 1s not performed by the player, 1t 1s
possible to automatically change the boarding target char-
acter that the player character 70 1s aboard from the air
boarding target character to the ground boarding target
character. Thus, 1t 1s possible to smoothly switch from the
movement 1n the air to the movement on the ground. Thus,
it 1s possible to make a seamless movement.
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FIG. 15 1s a diagram showing an example of the scene
where the state where the player character 70 1s aboard the
air boarding target character switches to the state where the
player character 70 1s aboard the water boarding target
character.

As shown in the upper diagram of FIG. 15, when the
player character 70 1s moving in the air aboard the bird
character 78, the player character 70 and the bird character
78 come close to the water surface 74. When the player
character 70 reaches the water surface 74, the state where the
player character 70 1s aboard the bird character 78 automati-
cally switches to the state where the player character 70 1s
aboard the fish character 79. That 1s, the boarding target
character that the player character 70 1s aboard automatically
switches from the bird character 78 to the fish character 79.
The selection image 76 also automatically switches from the
image representing the bird character 78 to the image
representing the fish character 79. Then, the player character
70 enters the state where the player character 70 1s aboard
the fish character 79. Thus, the player character 70 can move
on or in water.

As described above, 1in a case where the player character
70 1s aboard the air boarding target character, i1 the player
character 70 moves toward the water surface 74, the current
state automatically switches to the state where the player
character 70 1s aboard the fish character 79. Even if the
selection operation 1s not performed by the player, 1t 1s
possible to automatically change the boarding target char-
acter that the player character 70 1s aboard from the air
boarding target character to the water boarding target char-
acter. Thus, 1t 1s possible to smoothly switch from the
movement 1n the air to the movement on or 1n water. Thus,
it 1s possible to make a seamless movement.

FIG. 16 1s a diagram showing an example of the scene
where the state where the player character 70 1s aboard the
ground boarding target character switches to the state where
the player character 70 1s aboard the water boarding target
character.

As shown 1n the upper diagram of FIG. 16, when the
player character 70 1s moving on the ground 71 aboard the
horse character 77, the player character 70 and the horse
character 77 come close to the water surface 74. When the
player character 70 enters the area of the water surface 74,
the state where the player character 70 1s aboard the horse
character 77 automatically switches to the state where the
player character 70 1s aboard the fish character 79. That 1s,
the boarding target character that the player character 70 1s
aboard automatically switches from the horse character 77 to
the fish character 79. The selection 1mage 76 also automati-
cally switches from the 1image representing the horse char-
acter 77 to the image representing the fish character 79.
Then, the player character 70 enters the state where the
player character 70 1s aboard the fish character 79. Thus, the
player character 70 can move on or 1n water.

As described above, 1n a case where the player character
70 1s aboard the ground boarding target character, if the
player character 70 moves toward the water surface 74, the
current state automatically switches to the state where the
player character 70 1s aboard the fish character 79. Even if
the selection operation 1s not performed by the player, 1t 1s
possible to automatically change the boarding target char-
acter that the player character 70 1s aboard from the ground
boarding target character to the water boarding target char-
acter. Thus, 1t 1s possible to smoothly switch from the
movement on the ground to the movement on or 1n water.
Thus, 1t 1s possible to make a seamless movement.




US 12,246,255 B2

21

In a case where the player character 70 1s aboard the water
boarding target character, if the player character 70 moves
from a position on or in water toward the ground 71, the
process 1s opposite to that in FIG. 16. That 1s, when the
player character 70 moves on or 1n water aboard the water
boarding target character, and when the player character 70
comes close to the ground 71 and enters the area of the
ground 71, the water boarding target character automatically
switches to the ground boarding target character.

The water boarding target character i1s automatically
switched to the boarding target character that the player
character 70 has previously been aboard on the ground 71
among a plurality of types of ground boarding target char-
acters. For example, as in FIG. 16, 11 the player character 70
moves from the ground 71 to the water surface 74 aboard a
boarding target character and then returns from the water
surface 74 to the ground 71, the fish character 79 1s auto-
matically switched to the horse character 77.

Consequently, 1n a case where the player character 70
moves from a position on the ground onto water or moves
from a position on water onto the ground, even if the
selection operation 1s not performed, 1t 1s possible to switch
boarding target characters. Thus, it 1s possible to seamlessly
and smoothly move between different terrains.

As described above, 1n the exemplary embodiment, a
plurality of types of boarding target characters relating to
terrains are prepared, the player selects any of the plurality
of types ol boarding target characters by the selection
operation, and the player character 70 1s caused to board the
selected boarding target character in accordance with a
boarding instruction. The player character 70 can move in
the virtual space 1n the state where the player character 70
1s aboard the boarding target character. In a case where the
player character 70 1s aboard the air boarding target char-
acter, 1f the player character 70 moves from a position 1n the
air to the ground 71 or the water surface 74, the air boarding
target character 1s automatically switched to a boarding
target character relating to a terrain at the movement desti-
nation. In a case where the player character 70 1s aboard a
boarding target character, also when the player character 70
moves from the ground 71 to the water surface 74 or when
the player character 70 moves from the water surface 74 to
the ground 71, the boarding target character 1s automatically
switched to a boarding target character relating to a terrain
at the movement destination. Consequently, it 1s possible to
change a boarding target character in accordance with the
terrain w here the player character 70 1s. Thus, it 1s possible
to smoothly move between different terrains.

The virtual space 1s divided 1nto various types of terrains
(the ground, a water surface, a clifl surface, and the like),
and based on the position of the player character 70 1n the
virtual space, 1t 1s determined which of the terrains (the
ground 71, the water surface 74, and the cliff surface 75) the
player character 70 1s on, and whether the player character
70 1s 1n the air. Based on the result of the determination, for
example, 11 the state where the player character 70 1s 1n the
air aboard the air boarding target character changes to the
state where the player character 70 1s on the ground 71, the
air boarding target character 1s automatically switched to the
ground boarding target character. For example, if the state
where the player character 70 1s on the ground 71 aboard the
ground boarding target character changes to the state where
the player character 70 1s on the water surface 74, the ground
boarding target character 1s automatically switched to the
water boarding target character.

The timing and the condition for automatically switching
boarding target characters are not limited to the above. For
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example, the distance between the player character 70 and a
terrain may be calculated, and based on the distance, board-
ing target characters may be automatically switched. For
example, in the state where the player character 70 1s 1n the
air aboard the air boarding target character, 1t the distance
between the player character 70 and the ground 71 1s less
than a predetermined value, the air boarding target character
may be automatically switched to the ground boarding target
character. In the state where the player character 70 1s on the
ground 71 aboard the ground boarding target character, if the
distance between the player character 70 and the water
surface 74 1s less than a predetermined value, the ground
boarding target character may be automatically switched to
the water boarding target character.

Next, a case 1s described where the player character 70
moves to the clifl surface in the state where the player
character 70 1s aboard a boarding target character.

FIG. 17 1s a diagram showing an example of the scene
where the state where the player character 70 1s aboard the
ground boarding target character switches to the state w here
the player character 70 1s aboard the cliff surface boarding
target character. FIG. 18 1s a diagram showing an example
of the scene where the state where the player character 70 1s
aboard the air boarding target character switches to the state
where the player character 70 1s aboard the clifl surface
boarding target character.

As shown 1n the upper diagram of FIG. 17, when the
player character 70 1s moving on the ground 71 aboard the
horse character 77, the player character 70 and the horse
character 77 come close to the clifl surface 75. Even 1if the
player character 70 and the horse character 77 attempt to
move further toward the clifl surface 75, the player character
70 and the horse character 77 cannot move any further, and
the horse character 77 1s not automatically switched to the
clifl surface boarding target character 80. If the player
character 70 1s located near the cliff surface 75 and faces the
clifl surface 73, display urging the pressing of the A-button
53 and display indicating the cliff surface boarding target
character 80 are performed. Here, if the A-button 53 is
pressed, the chifi surface boarding target character 80
appears, and as show n 1 the lower diagram of FIG. 17, the
player character 70 enters the state where the player char-
acter 70 1s aboard the clifl surface boarding target character
80. In thus state, 11 an operation mput for moving up the cliff
surface 75 1s provided, the player character 70 and the clift
surface boarding target character 80 perform the action of
moving up the cliff surface 75.

The same applies to a case where the player character 70
1s moving 1n the air aboard the bird character 78. As shown
in the upper diagram of FIG. 18, when the player character
70 1s moving in the air aboard the bird character 78, the
player character 70 and the bird character 78 come close to
the clifl surface 75. Even 1t the player character 70 and the
bird character 78 attempt to move turther toward the clifl
surface 75, the player character 70 and the bird character 78
cannot move any further, and the bird character 78 1s not
automatically switched to the cliff surface boarding target
character 80. If the player character 70 1s located near the
clifl surface 75 and faces the cliff surface 75, display urging
the pressing of the A-button 53 and display indicating the
clifl surface boarding target character 80 are performed.
Here, 11 the A-button 53 is pressed, the clifl surface boarding
target character 80 appears, and as shown in the lower
diagram of FIG. 18, the player character 70 enters the state
where the player character 70 1s aboard the cliff surface
boarding target character 80.
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Although not shown 1n the figures, the same applies to a
case where on a terrain where the water surface 74 (e.g., a
river) and the cliff surface 75 are adjacent to each other, the
player character 70 moves on or in water aboard the fish
character 79. That 1s, when the player character 70 1s moving
on or 1n water aboard the fish character 79, even if the player
character 70 and the fish character 79 come close to the cliff
surface 75, the fish character 79 1s not automatically
switched to the cliff surface boarding target character 80. It
the player character 70 1s located near the clifl surface 75
and faces the clifl surface 75, display urging the pressmg of
the A-button 53 and dlsplay indicating the cliff surface
boarding, target character 80 are performed. Here, if the
A-button 53 1s pressed, the chiff surface boarding target
character 80 appears, and the player character 70 enters the
state where the player character 70 1s aboard the clifl surface
boarding target character 80.

As described above, 1n the exemplary embodiment, in the
state where the player character 70 1s aboard a boarding
target character, even 1f the player character 70 comes close
to the cliff surtace 75, the boarding target character 1s not
automatically switched to the cliff surface boarding target
character 80. Then, the boarding target character 1s switched
to the clifl surface boarding target character 80 in accor-
dance with an operation input. For example, in a case where
the player character 70 comes close to the cliff surface 75
when moving 1n the air, 1f the player character 70 automati-
cally boards the cliff surface boarding target character 80,
the movement 1n the air suddenly switches to the movement
on the clifl surface 75. Such sudden switching may hinder
the movement of the player character 70 1n the air, and the
player character 70 may not be able to be moved 1n the
virtual space as mtended by the player. Thus, 1n the exem-
plary embodiment, a configuration 1s employed in which
while the player character 70 1s moving 1n the air aboard the
air boarding target character, when the player character 70
attempts to move toward the cliff surface 75, the air boarding
target character 1s not automatically switched to the cliff
surface boarding target character 80, and the air boarding
target character 1s switched in accordance with an operation
input. Consequently, it 1s possible to move the player char-
acter 70 1n the air as intended by the player and also shift the
player character 70 from a position in the air to the clifl
surface 1n accordance with an operation input. The same
applies to a case where the player character 70 1s aboard the
ground boarding target character and a case where the player
character 70 1s aboard the water boarding target character.

While the player character 70 1s aboard the air boarding
target character, the ground boarding target character, or the
water boarding target character, 1f the player character 70
comes close to the clifl surtface 75, display urging the player
character 70 to board the clhiff surface boarding target
character 80 (display urging the pressing of the A-button 53
or display indicating the clifl surface boarding target char-
acter 80) 1s performed Consequently, 1t 1s possible to cause
the player to recognize that the player character 70 can board
the cliff surface boarding target character 80 and move up
the chiff surface 75. Thus, i1t 1s possible to promote the
movement on the clifl surface 75.

The display urging the player character 70 to board the
clifl surface boarding target character 80 1s performed based
on the position and the direction of the player character 70.
For example, 1f the distance between the player character 70
and the clift surface 735 1s less than a predetermined value
and the player character 70 faces the clifl surface 75, the
display urging the player character 70 to board the cliff
surface boarding target character 80 1s performed. When the
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display 1s performed, 1f the A-button 53 is pressed, the player
character 70 changes to the orientation of being aboard the
clifl surface boarding target character 80 and moving up the
clifl surface 75. In a case where the cliff surface 75 1s present
below the player character 70, i1f the player character 70

faces the opposite direction of the clifl surface 75, the

display urging the player character 70 to board the cliff
surface boarding target character 80 1s performed. When the
display 1s performed, if the A-button 53 1s pressed, the player
character 70 changes to the orientation of being aboard the
clifl surface boarding target character 80 and moving down

the cliff surface 75.

When boarding target characters are automatically
switched, an eflect image indicating the switching between
the boarding target characters may be displayed, or a sound
cllect may be output. Also 1mn a case where the player
character 70 1s caused to board a boarding target character
or boarding target characters are switched 1n accordance
with an operation input, an eflect image may be displayed,
or a sound effect may be output.

(Details of Game Processing)

Next, an example of game processing performed by the
main body apparatus 2 1s specifically described. First, data
stored 1n the main body apparatus 2 1s described.

FIG. 19 1s a diagram showing an example of data stored
in a memory (mainly, the DRAM 85) of the main body
apparatus 2. As shown 1n FIG. 19, the main body apparatus
2 stores a game program, operation data, owned character
data, and player character data. In addition to these pieces of
data, various pieces of data such as an enemy character that
appears 1n the virtual space, an 1tem use 1n the game, and the
like are stored.

The game program 1s a program for executing the game
according to the exemplar, embodiment. For example, the
game program 1s stored 1n an external storage medium. If the
game 1s started, the game program 1s loaded from the
external storage medium into the DRAM 8S5.

The operation data 1s data relating to an operation 1nput
provided by the player transmitted from the controllers (the
left controller 3 and the right controller 4) to the main body
apparatus 2. The operation data 1s transmitted from the
controllers to the main body apparatus 2 at predetermined
time intervals (e.g., Y200-second 1intervals).

The owned character data 1s data regarding a character
owned by the player character 70 and 1ncludes data regard-
ing the name, the shape, and the like of each character
owned by the player character PC. As described above, if the
player character 70 encounters an enemy character in the
virtual space and a predetermined condition 1s satisfied in a
battle against the enemy character, the player character 70
acquires the enemy character. The acquired character is
stored as owned character datain a memory. A character may
be acquired by the player character 70 using another method
other than a battle. For example i1 the player character 70
talks to a character present in the virtual space, the character
may be acquired. If the player character 70 succeeds 1n a
predetermined mission, a character may be acquired. A
character may be acquired by consuming in-game currency
or real currency.

The owned character data includes boarding target char-
acter data and non-boarding target character data. The
boarding target character data 1s data indicating a boarding
target character that the player character 70 can board. The
non-boarding target character data 1s data indicating a non-
boarding target character that the player character 70 cannot

board.
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As described above, boarding target characters include
one or more types of ground boarding target characters, one
or more types of air boarding target characters, one or more
types of water boarding target characters, and one or more
types of clifl surface boarding target characters.

The player character data 1s data regarding the player
character 70 and includes position data indicating the posi-
tion of the player character 70 and direction data indicating,
the direction of the player character 70. The player character
data also includes state data. In addition to these pieces of
data, the player character data includes shape data regarding
the shape of the player character 70.

The state data 1s data indicating the state of the player
character 70 and includes data indicating whether or not the
player character 70 1s currently aboard a boarding target
character, and data indicating the type of a boardmg target
character 1n a case where the player character 70 1s aboard
the boarding target character. The state data also includes
data indicating the past state of the player character 70.
Specifically, as the data indicating the past state, data indi-
cating the type of the boarding target character that the
player character 70 has previously been aboard 1s stored. For
example, a case 1s assumed where the player character 70
boards the horse character 77 on the ground 71, the boarding,
target character 1s next changed to the bird character 78, and
the player character 70 1s currently aboard the bird character
78. In this case, the state data includes data indicating that
the player character 70 1s aboard the bird character 78 as data
indicating the current state, and data indicating the horse
character 77 as data indicating the past state.

(Flow Charts for Game Processing)

Next, a description 1s given ol the details of the game
processing performed by the main body apparatus 2. FI1G. 20
1s a flow chart showing an example of the game processing
performed by the processor 81 of the main body apparatus
2. FIG. 20 mainly shows processes regarding the above
boarding target character and omits the process of acquiring,
an owned character, a process regarding a battle, and other
Processes.

As shown 1n FIG. 20, first, the processor 81 performs an
initial process (step S100). In the 1mitial process, the virtual
space 1s set, and terrains such as the ground 71, the water
surface 74, the clifl surface 75, and the like are placed 1n the
virtual space. In the virtual space, the player character 70 1s
also placed. Data regarding a owned character stored in
association with the player character 70 1s loaded into a
memory.

After the process of step S100, the processor 81 executes
the process of step S101. From this point onward, the
processor 81 repeatedly executes the processes of steps S101
to S107 every predetermined frame time (e.g., V60 seconds).

In step S101, the processor 81 acquires operation data
from the controllers.

Next, in step S102, based on the operation data, the
processor 81 performs an action process. For example, 1f a
predetermined operation mput 1s provided, the processor 81
causes the player character 70 to perform a jump action.
Consequently, the player character 70 enters the state where
the player character 70 1s temporarly 1n the air. When the
player character 70 1s aboard a boarding target character, the
player character 70 performs the jump action 1n the state
where the player character 70 1s aboard the boarding target
character. That 1s, the boarding target character also per-
forms the jump action together with the player character 70
and enters the state where the boarding target character 1s
temporarily 1n the air. Next, the processor 81 performs the
process of step S103.
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In step S103, the processor 81 determines whether or not
the player character 70 1s aboard a boarding target character.
If the determination of the processor 81 1s NO 1n step S103,
next, a normal state process in step S104 1s performed. I the
determination 1s YES 1n step S103, next, a while-aboard
process 1n step S105 1s performed. The processes of steps
S1104 and S105 will be described below.

After the process of step S104 or S1105 1s performed, 1n
step S106, the processor 81 performs an image display
process. Specifically, based on a virtual camera placed in the
virtual space, the processor 81 generates an 1mage of the
virtual space including the player character 70. Conse-
quently, a game 1mage based on the results of the processes
of steps S101 to S105 1s displayed on a display device. Next,
the processor 81 performs the process of step S107.

In step S107, the processor 81 determines whether or not
the game 1s to be ended. For example, 11 the player gives an
instruction to end the game, the determination 1s YES 1n step
S107. Then, the processor 81 ends the game processing
shown 1n FIG. 20. IT the determination 1s NO 1n step S107,
the processor 81 executes the process of step S101 again.
(Normal State Process)

Next, the details of the normal state process 1n step S104
are described. FIG. 21 1s a flow chart showing an example
of the normal state process in step S104.

In step S200, the processor 81 performs a movement
process for moving the player character 70. Specifically,
based on a direction mput (e.g., an operation input to the
analog stick 32) provided by the player, the processor 81
moves the player character 70 in the virtual space. The
movement process 1s performed taking into account the
influence of gravity acting in the down direction in the
virtual space. For example, 1f the player character 70 1s 1n the
air, the player character 70 1s moved 1n the down direction
under the influence of gravity. Next, the processor 81
performs the process of step S201.

In step S201, the processor 81 determines whether or not
the selection operation for selecting a boarding target char-
acter (e.g., the pressing of the button 33 or 36) 1s performed.
If the determination of the processor 81 1s YES 1n step S201,
next, the process of step S202 1s performed. If the determi-
nation 1s NO 1n step S201, next, the process of step S203 1s
performed.

In step S202, the processor 81 changes the currently
selected boarding target character (a selection character).
The processor 81 also displays an image representing the
selection character as the selection image 76 1n an area at the
lower right of the screen. A configuration 1s employed 1n
which boarding target characters that can be selected by the
player differ 1n accordance with the position of the player
character 70. For example, if the player character 70 1s on
the ground 71, the player can select the ground boarding
target character, the air boarding target character, and the
clifl surface boarding target character. It the player character
70 1s 1n the area of the water surface 74, the player can select
the water boarding target character and the air boarding
target character. If the player character 70 1s 1n the air, the
player can select the air boarding target character and the
ground boarding target character. If the player character 70
1s on the clifl surface 75, the player can select the cliff
surface boarding target character, the ground boarding target
character, and the air boarding target character. Here, any of
the plurality of boarding target characters that can be
selected 1s selected.

In step S203, the processor 81 determines whether or not
a boarding instruction (e.g., the pressing of the plus button
57) to cause the player character 70 to board the selection
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character 1s given. I the determination of the processor 81
1s YES 1n step S203, next, the process of step S204 is
performed. If the determination 1s NO 1n step S203, next, the
process of step S205 1s performed.

In step S204, the processor 81 causes the player character
70 to board the selection character changed 1n step S204 For
example, 1n a case where the player character 70 i1s on the
ground 71, 1f the horse character 77 1s selected as the
selection character, the processor 81 causes the player char-
acter 70 to board the horse character 77. In a case where the
player character 70 1s on the ground 71, 1f the bird character
78 1s selected as the selection character, the processor 81
causes the player character 70 to board the bird character 78.
In a case where the player character 70 1s on the water
surface 74, 11 the fish character 79 1s selected as the selection
character, the processor 81 causes the player character 70 to
board the fish character 79. In a case where the player
character 70 1s on the ground 71, if the cliff surface boarding
target character 80 1s selected as the selection character, the
processor 81 causes the player character 70 to board the clifl
surface boarding target character 80. If the process of step
S204 1s performed, the processor 81 ends the normal state
process 1 FIG. 21.

On the other hand, 1n step S205, the processor 81 deter-
mines whether or not the player character 70 1s 1n the air. I
the determination of the processor 81 1s YES 1n step S205,
next, the process of step S206 1s performed. If the determi-
nation 1s NO 1n step S205, next, the process of step S208 1s
performed. If the determination of the processor 81 1s YES
in step S205, display urging the pressing of the A-button 53
and display indicating the air boarding target character (e.g.,
the bird character 78) are performed (see FIG. 11).

In step S206, the processor 81 determines whether or not
the A-button 33 1s pressed. If the determination of the
processor 81 1s YES 1n step S206, next, the process of step
S207 1s performed. I the determination 1s NO 1n step S206,
the normal state process 1 FIG. 21 ends.

In step S207, the processor 81 causes the player character
70 to board the air boarding target character. Consequently,
the player character 70 enters the state where the player
character 70 can move 1n the air aboard the air boarding
target character (e.g., the bird character 78). If the process of
step S207 1s performed, the processor 81 ends the normal
state process 1n FIG. 21.

On the other hand, 1n step S208, the processor 81 deter-
mines whether or not the player character 70 1s in water. IT
the determination of the processor 81 1s YES 1n step S208,
next, the process of step S209 1s performed. If the determi-
nation 1s NO 1n step S208, next, the process of step S212 1s
performed. If the determination of the processor 81 1s YES
in step S208, display urging the pressing of the A-button 53
and display indicating the water boarding target character
(e.g., the fish character 79) are performed (see FIG. 12).

In step S209, the processor 81 performs a damage process
for causing predetermined damage to the player character
70. Specifically, 1n the damage process, 1f the time elapsed
since the player character 70 goes into water 1s a predeter-
mined time or less, the player character 70 performs the
action of swimming in water. If the elapsed time exceeds the
predetermined time, the player character 70 sinks into water,
and damage 1s caused to the player character 70. If the
damage 1s caused to the player character 70, the player
character 70 1s changed back to the previous state (the state
before the player character 70 goes into water, the state
where the player character 70 1s on the ground). While the
player character 70 1s 1n water, damage may be continuously
caused to the player character 70, and 11 the caused damage
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exceeds a threshold, the player character 70 may, sink into
water and be changed back to the previous state.

Next, 1n step S210, the processor 81 determines whether
or not the A-button 53 1s pressed. I the determination of the
processor 81 1s YES 1n step S210, next, the process of step
S211 1s performed. If the determination 1s NO 1n step S210,
the normal state process 1 FIG. 21 ends.

In step S211, the processor 81 causes the player character
70 to board the water boarding target character. Conse-
quently, the player character 70 enters the state where the
player character 70 can move on or 1n water aboard the water
boarding target character (e.g., the fish character 79). If the
process of step S211 1s performed, the processor 81 ends the
normal state process i FIG. 21.

On the other hand, 1n step S212, the processor 81 deter-
mines whether or not the player character 70 faces the clifl
surface 75. Here, based on the position and the direction of
the player character 70, the processor 81 determines whether
or not the player character 70 1s located near the cliff surface
75 and faces the clifl surface 75. If the determination of the
processor 81 1s YES 1n step S212, next, the process of step
S213 1s performed. 11 the determination 1s NO 1n step S212,
the normal state process in FIG. 21 ends. If the determina-
tion of the processor 81 1s YES 1n step S212, display urging
the pressing of the A-button 53 and display indicating the
clifl surface boarding target character 80 are performed (see
FIG. 13).

In step S213, the processor 81 determines whether or not
the A-button 53 1s pressed. If the determination of the
processor 81 1s YES 1n step S213, next, the process of step
S214 1s performed. 11 the determination 1s NO 1n step S213,
the normal state process 1 FIG. 21 ends.

In step S214, the processor 81 causes the player character
70 to board the clif surface boarding target character 80.
Consequently, the player character 70 enters the state where
the player character 70 can move on the cliff surface 75 or
the ground 71 aboard the clift surface boarding target
character 80. If the process of step S214 1s performed, the
processor 81 ends the normal state process in FIG. 21.
(While-Aboard Process)

Next the details of the while-aboard process 1n step S105
1s described. FIG. 22 1s a flow chart showing an example of
the while-aboard process 1n step S105.

In step S300, the processor 81 determines whether or not
the player character 70 1s aboard the air boarding target
character. If the determination of the processor 81 1s YES 1n
step S300, next, the process of step S301 1s performed. It the
determination 1s NO 1n step S300, next, the process of step
S302 1s performed.

In step S301, the processor 81 performs a while-aboard-
air-character process. The while-aboard-air-character pro-
cess 15 a process when the player character 70 1s aboard the
airr boarding target character. The details of the while-
aboard-air-character process will be described below. If the
process of step S301 1s performed, the processor 81 ends the
while-aboard process 1n FIG. 22.

In step S302, the processor 81 determines whether or not
the player character 70 1s aboard the ground boarding target
character. If the determination of the processor 81 1s YES 1n
step S302, next, the process of step S303 1s performed. If the
determination 1s NO 1n step S302, next, the process of step
S304 15 performed.

In step S303, the processor 81 performs a while-aboard-
ground-character process. The while-aboard-ground-charac-
ter process 1s a process when the player character 70 1s
aboard the ground boarding target character. The details of
the while-aboard-ground-character process will be described
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below. It the process of step S303 1s performed, the proces-
sor 81 ends the while-aboard process in FIG. 22.

In step S304, the processor 81 determines whether or not
the player character 70 1s aboard the water boarding target
character. If the determination of the processor 81 1s YES 1n
step S304, next, the process of step S305 1s performed. If the
determination 1s NO 1n step S304, next, the process of step
5306 1s performed.

In step S305, the processor 81 performs a while-aboard-%
water-character process. The while-aboard-water-character
process 1s a process when the player character 70 1s aboard
the water boarding target character. The details of the
while-aboard-water-character process will be described
below. It the process of step S305 1s performed the proces-
sor 81 ends the while-aboard process in FIG. 22.

n step S306, the processor 81 performs a while-aboard-
Cll-f-surfaee Character process. The while-aboard-clifl-sur-
face-character process 1s a process when the player character
70 1s aboard the clifl surface boarding target character. The
details of the while-aboard-clifl-surface-character process
will be described below. If the process of step S306 1s

performed, the processor 81 ends the while-aboard process
in FIG. 22.

(While-Aboard-Air-Character Process)

Next, the details of the while-aboard-air-character process
in step S301 are described. FIG. 23 1s a flow chart showing
an example of the while-aboard-air-character process 1n step
S301.

In step S310, the processor 81 performs a movement
process for moving the player character 70 together with the
air boarding target character 1n the air. Specifically, based on
a direction 1nput (e.g., an operation input to the analog stick
32) provided by the player, the processor 81 moves the
player character 70 and the air boarding target character in
the air. In accordance with the input direction, the processor
81 moves the player character 70 and the air boarding target
character in the up, down, leit, and night directions 1n the
virtual space. Next, the processor 81 performs the process of
step S311.

In step S311, the processor 81 determines whether or not
the selection operation (e.g., the pressing of the button 33 or
36) 1s performed. If the determination of the processor 81 1s
YES 1n step S311, next, the process of step S312 1s per-
formed. If the determination 1s NO 1n step S311, next, the
process of step S313 1s performed.

In step S312, the processor 81 changes the character that
the player character 70 1s aboard. When the player character
70 1s aboard a boarding target character, even 11 a boarding
instruction 1s not given, a selection character i1s changed 1n
accordance with the selection operation (e.g., the pressing of
the button 33 or 36), and the player character 70 enters the
state where the player character 70 1s aboard the changed
selection character. An i1mage representing the changed
selection character 1s also displayed as the selection 1mage
76. For example, 11 the button 33 1s pressed once, the horse
character 77 1s selected, and the player character 70 enters
the state where the player character 70 1s aboard the horse
character 77. If the button 33 1s pressed once more, the horse
character 77 1s changed to another ground boarding target
character. In the state where the player character 70 1s aboard
the ground boarding target character, the player character 70
and the ground boarding target character cannot continue to
be present in the air, and fall 11 the process of step S312 1s
performed, the processor 81 ends the while-aboard-air-
character process 1n FIG. 23.

In step S313, the processor 81 determines whether or not
the player character 70 and the air boarding target character
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are moving toward the ground 71. For example, based on the
height of the player character 70, the processor 81 deter-
mines whether or not the player character 70 and the air
boarding target character reach the ground 71. If the deter-
mination of the processor 81 1s YES in step S313, next, the
process ol step S314 1s performed. If the determination 1s
NO 1 step S313, next, the process of step S315 i1s per-
formed.

In step S314, the processor 81 changes the character that
the player character 70 1s aboard to the ground boarding
target character or the clifl surface boarding target character.
Consequently, the character that the player character 70 1s
aboard 1s automatically changed from the air boarding target
character to the ground boarding target character or the clift
surface boarding target character. In the exemplary embodi-
ment, a plurality of characters including the horse character
77 are prepared as ground boarding target characters. A
plurality of cliff surface boarding target characters may be
prepared. Here, the character that the player character 70 1s
aboard 1s changed to a character relating to data indicating
the past state stored as the state data among the plurality of
ground boarding target characters and cliff surface boarding
target characters. That 1s, the character that the player
character 70 1s aboard 1s automatically changed to the
haracter that the player character 70 has previously been
hoard on the ground 71. The character that the player
haracter 70 1s aboard may be automatically changed to a
haracter randomly selected among the plurality of boarding
target characters (ground boarding target characters and clifl
surface boarding target characters) capable of moving on the
ground 71. I the process of step S314 1s performed, the
processor 81 ends the while-aboard-air-character process in
FIG. 23.

In step S315, the processor 81 determines whether or not
the player character 70 and the air boarding target character
are moving toward the water surface 74. For example, based
on the height of the player character 70, the processor 81
determines whether or not the player character 70 and the air
boarding target character reach the water surface 74. If the
determination of the processor 81 1s YES 1n step S315, next,
the process of step S316 1s performed. If the determination
1s NO 1 step S315, next, the process of step S317 is
performed.

In step S316, the processor 81 changes the character that
the player character 70 1s aboard to the water boarding target
character. Consequently, the character that the player char-
acter 70 1s aboard 1s automatically changed from the air
boarding target character to the water boarding target char-
acter (specifically, the fish character 79). A plurality of water
boarding target characters including the fish character 79
may be prepared. In this case, the character that the player
character 70 1s aboard 1s automatically changed to any of the
plurality of water boarding target characters. For example,
the character that the player character 70 1s aboard may be
automatically changed to a character that the player char-
acter 70 has previously been aboard on water among the
plurality of water boarding target characters. The character
that the player character 70 1s aboard may be automatically
changed to a character randomly selected among the plu-
rality of water boarding target characters. If the process of
step S316 15 performed, the processor 81 ends the while-
aboard-air-character process 1 FIG. 23.

In step S317, the processor 81 determines whether or not
the player character 70 and the air boarding target character
1s moving toward the clifl surface 735. For example, based on
the position and the direction of the player character 70, the
processor 81 determines whether or not the player character

O 0 0O




US 12,246,255 B2

31

70 and the air boarding target character are located near the
clift surface 75 and the player character 70 faces the cliff
surface 75. I the determination of the processor 81 1s YES
in step S317, next, the process of step S318 1s performed. If
the determination 1s NO 1n step S317, the while-aboard-air-
character process 1n FI1G. 23 ends. I1 the determination of the
processor 81 1s YES 1 step S317, display urging the
pressing of the A-button 53 and display indicating the clifl
surface boarding target character 80 are performed (see FIG.
18).

In step S318, the processor 81 determines whether or not
the A-button 33 1s pressed. If the determination of the
processor 81 1s YES 1n step S318, next, the process of step
S319 1s performed. If the determination 1s NO 1n step S318,
the while-aboard-air-character process 1in FIG. 23 ends.

In step S319, the processor 81 changes the character that
the player character 70 1s aboard to the clifl surface boarding
target character 80. Consequently, the player character 70
enters the state where the player character 70 can move on
the clifl surface 75 aboard the clifl surface boarding target
character 80. A plurality of clhiff surface boarding target
characters may be prepared In this case, the character that
the player character 70 1s aboard may be changed to the
character that the player character 70 has previously been
aboard on the clifl surface 75 among the plurality of cliff
surface boarding target characters. The character that the
player character 70 1s aboard may be automatically changed
to a character randomly selected among the plurality of clifl
surface boarding target characters. If the process of step
S319 1s performed, the processor 81 ends the while-aboard-
air-character process 1n FIG. 23
(While-Aboard-Ground-Character Process)

Next, the details of the while-aboard-ground-character
process 1n step S303 are described. FIG. 24 1s a flow chart
showing an example of the while-aboard-ground-character
process 1n step S303.

In step S330, the processor el performs a movement
process for moving the player character 70 together with the
ground boarding target character on the ground 71. Specifi-
cally, based on a direction 1nput (e.g., an operation input to
the analog stick 32) provided by the player, the processor 81
moves the player character 70 and the ground boarding
target character on the ground 71. Next, the processor 81
performs the process of step S331.

In step S331, the processor 81 determines whether or not
the selection operation 1s performed. If the determination of
the processor 81 1s YES 1n step S331, next, the process of
step S332 1s performed. If the determination 1s NO 1n step
S331, next, the process of step S333 is performed.

In step S332, the processor 81 changes the character that
the player character 70 1s aboard. For example, while the
player character 70 1s aboard the horse character 77, 1f the
button 33 1s pressed once, a ground boarding target character
different from the horse character 77 1s selected, and the
player character 70 enters the state where the player char-
acter 70 1s aboard the ground boarding target character. If the
button 33 1s pressed once more, the bird character 78 1s
selected, and the player character 70 enters the state where
the player character 70 1s aboard the bird character 78. If the
process of step S332 1s performed, the processor 81 ends the
while-aboard-ground-character process in FIG. 24.

In step S333, the processor 81 determines whether or not
the player character 70 and the ground boarding target
character are moving toward the water surface 74. For
example, based on the position of the player character 70,
the processor 81 determines whether or not the player
character 70 enters the area of the water surface 74. If the
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determination of the processor 81 1s YES 1n step S333, next,
the process of step S334 1s performed. If the determination
1s NO 1n step S333, next, the process of step S335 is
performed.

In step S334, the processor 81 changes the character that
the player character 70 1s aboard to the water boarding target
character. Consequently, the character that the player char-
acter 70 1s aboard 1s automatically changed from the ground
boarding target character to the water boarding target char-
acter (specifically, the fish character 79). In a case where a
plurality of water boarding target characters are prepared,
for example, the character that the player character 70 1s
aboard may be automatically changed to the character that
the player character 70 has previously been aboard on water
among the plurality of water boarding target characters. The
character that the player character 70 1s aboard may be
automatically changed to a character randomly selected
among the plurality of water boarding target characters. If
the process of step S334 1s performed, the processor 81 ends
the while-aboard-ground-character process in FIG. 24.

In step S335, the processor 81 determines whether or not
the player character 70 and the ground boarding target
character are in the air. For example, 1f a jump action 1s
performed while the player character 70 1s aboard the
ground boarding target character, the player character 70
leaves the ground 71 and enters the state where the player
character 70 1s temporarily in the air. If the player character
70 and the ground boarding target character fall from the
clit while the player character 70 1s aboard the ground
boarding target character, the player character 70 enters the
state where the player character 70 1s temporarily 1n the air.
If the determination of the processor 81 1s YES 1n step S335,
next, the process of step S336 1s performed. I the determi-
nation 1s NO 1n step S335, next, the process of step S338 1s
performed. If the determination of the processor 81 1s YES
in step S335, display urging the pressing of the A-button 53
and display indicating the air boarding target character are
performed.

In step S336, the processor 81 determines whether or not
the A-button 53 1s pressed. If the determination of the
processor 81 1s YES 1n step S336, next, the process of step
S337 1s performed. If the determination 1s NO 1n step S336,
next, the process of step S338 1s performed.

In step S337, the processor 81 changes the character that
the player character 70 1s aboard to the air boarding target
character. Consequently, the player character 70 enters the
state where the player character 70 can move in the air
aboard the air boarding target character (specifically, the bird
character 78) A plurality of air boarding target characters
including the bird character 78 may be prepared. In this case,
for example, the character that the player character 70 1is
aboard may be changed to the character that the player
character 70 has previously been aboard 1n the air among the
plurality of air boarding target characters. The character that
the player character 70 1s aboard may be changed to a
character randoms selected among the plurality of air board-
ing target characters. If the process of step S337 1s per-
formed, the processor 81 ends the while-aboard-ground-
character process 1n FIG. 24.

In step S338, the processor 81 determines whether or not
the player character 70 and the ground boarding target
character are moving toward the clhifl surface 75. For
example, based on the position and the direction of the
player character 70, the processor 81 determines whether or
not the player character 70 and the ground boarding target
character are located near the clift surface 75 and the player
character 70 faces the clifl surface 73. If the determination
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ol the processor 81 1s YES 1n step S338, next, the process of
step S339 1s performed. If the determination 1s NO 1n step
5338, the while-aboard-ground-character process in FIG. 24
ends. If the determination of the processor 81 1s YES 1n step
S338, display urging the pressing of the A-button 53 and
display indicating the cliff surface boarding target character
80 are performed.

In step S339, the processor 81 determines whether or not
the A-button 33 1s pressed. If the determination of the
processor 81 1s YES 1n step S339, next, the process of step
5340 15 performed. I the determination 1s NO 1n step S339,
the while-aboard-ground-character process 1n FIG. 24 ends.

In step S340, the processor 81 changes the character that
the player character 70 1s aboard to the cliff surface boarding,
target character 80. Consequently, the player character 70
enters the state where the player character 70 can movie on
the clifl surface 75 or the ground 71 aboard the cliff surface
boarding target character 80. If the process of step S340 1s
performed, the processor 81 ends the while-aboard-ground-
character process 1n FIG. 24.
(While-Aboard-Water-Character Process)

Next, the details of the while-aboard-water-character pro-
cess 1 step S3035 are described. FIG. 25 1s a flow chart
showing an example of the while-aboard-water-character
process 1n step S303.

In step S350, the processor 81 performs a movement
process for moving the player character 70 together with the
water boarding target character on water. Specifically, based
on a direction input provided by the player, the processor 81
moves the player character 70 and the water boarding target
character on or in water. Next, the processor 81 performs the
process of step S351.

In step S3351, the processor 81 determines whether or not
the selection operation 1s performed. If the determination of
the processor 81 1s YES 1n step S351, next, the process of
step S352 1s performed. If the determination 1s NO 1n step
S351, next, the process of step S333 i1s performed.

In step S352, the processor 81 changes the character that
the player character 70 1s aboard. For example, while the
player character 70 1s aboard the fish character 79, if the
button 33 1s pressed, the bird character 78 1s selected, and the
player character 70 enters the state where the player char-
acter 70 1s aboard the bird character 78. If the process of step
S352 1s performed, the processor 81 ends the while-aboard-
water-character process 1n FIG. 25.

In step S333, the processor 81 determines whether or not
the player character 70 and the water boarding target char-
acter are moving toward the ground 71. For example, based
on the position of the player character 70, the processor 81
determines whether or not the player character 70 enters the
area of the ground 71. If the determination of the processor
81 1s YES 1n step S353, next, the process of step S354 is
performed. If the determination 1s NO 1n step S353, next, the
process of step S355 1s performed.

In step S354, the processor 81 changes the character that
the player character 70 1s aboard to the ground boarding
target character. Consequently, the character that the player
character 70 1s aboard i1s automatically changed from the
water boarding target character to the ground boarding target
character. In the exemplary embodiment, a plurality of
characters including the horse character 77 are prepared as
ground boarding target characters. Here, the character that
the player character 70 1s aboard 1s changed to a character
relating to data indicating the past state stored as the state
data among the plurality of ground boarding target charac-
ters. That 1s, the character that the player character 70 1s
aboard 1s automatically changed to the ground boarding
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target character that the player character 70 has previously
been aboard on the ground 71. If the process of step S354 1s
performed, the processor 81 ends the while-aboard-water-
character process in FIG. 25.

In step S355, the processor 81 determines whether or not
the player character 70 and the water boarding target char-
acter are 1 the air. For example, if a jump action 1is
performed while the player character 70 1s aboard the water
boarding target character, the player character 70 and the
water boarding target character leave the water surface 74
and enter the state where the player character 70 and the
water boarding target character are temporarily in the air. I
the determination of the processor 81 1s YES 1n step S355,
next, the process of step S356 1s performed. If the determi-
nation 1s NO 1n step S355, next, the process of step S358 1s
performed. If the determination of the processor 81 1s YES
in step S355, display urging the pressing of the A-button 53
and display indicating the air boarding target character are
performed.

In step S356, the processor 81 determines whether or not
the A-button 33 1s pressed. I the determination of the
processor 81 1s YES 1n step S356, next, the process of step
S357 1s performed. 11 the determination 1s NO 1n step S356,
next, the process of step S358 1s performed.

In step S357, the processor 81 changes the character that
the player character 70 1s aboard to the air boarding target
character. Consequently, the player character 70 enters the
state where the player character 70 can move in the air
aboard the air boarding target character (e.g., the bird
character 78). If the process of step S357 1s performed, the
processor 81 ends the while-aboard-water-character process
in FIG. 25.

In step S358, the processor 81 determines whether or not
the player character 70 and the water boarding target char-
acter are moving toward the clifl surface 75. For example,
based on the position and the direction of the player char-
acter 7o, the processor 81 determines whether or not the
player character 70 and the water boarding target character
are located near the cliff surface 75 and the player character
70 faces the chiff surface 75. If the determination of the
processor 81 1s YES 1n step S358, next, the process of step
S359 1s performed. If the determmatlon 1s NO 1n step S358,
the while-aboard-water-character process in FIG. 25 ends. IT
the determination of the processor 81 1s YES 1n step S358,
display urging the pressing of the A-button 53 and display
indicating the clifl surface boarding target character 80 are
performed.

In step S359, the processor 81 determines whether or not
the A-button 33 1s pressed. I the determination of the
processor 81 1s YES 1n step S359, next, the process of step
S360 1s performed. 11 the determination 1s NO 1n step S339,
the while-aboard-water-character process 1 FIG. 25 ends.

In step S360, the processor 81 changes the character that
the player character 70 1s aboard to the cliff surface boarding,
target character 80. Consequently, the player character 70
enters the state where the player character 70 can move on
the clifl surface 75 or the ground 71 aboard the cliff surface
boarding target character 80. If the process of step S360 1s
performed, the processor 81 ends the while-aboard-water-
character process 1n FIG. 25.
(While-Aboard-Clifl-Surface-Character Process)

Next, the details of the while-aboard-clifi-surface-char-
acter process 1n step S306 are described. FIG. 26 15 a tlow
chart showing an example of the while-aboard-clifl-surface-
character process 1n step S306.

In step S370, the processor 41 performs a movement
process for moving the player character 70 together with the
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clift surface boarding target character on the ground 71 or
the clifl surtace 75. Specifically, 1f the player character 70 1s
on the ground 71, the processor 81 moves the player
character 70 and the cliff surface boarding target character
on the ground 71 based on a direction 1mput. If the player
character 70 1s on the clif surface 75, the processor 81
moves the player character 70 and the cliff surface boarding,
target character on the clifl surface 75 based on an operation
input. Next, the processor 81 performs the process of step
S371.

In step S371, the processor 81 determines whether or not
the selection operation 1s performed. If the determination of
the processor 81 1s YES 1n step S371, next, the process of
step S372 1s performed. If the determination 1s NO 1n step
S371, next, the process of step S373 1s performed.

In step S372, the processor 81 changes the character that
the player character 70 1s aboard. For example, while the
player character 70 1s aboard the cliff surface boarding target
character 80, 1t the button 33 1s pressed once, the ground
boarding target character 1s selected, and the player charac-
ter 70 enters the state where the player character 70 1s aboard
the ground boarding target character. If the button 36 1s
pressed once, the bird character 78 1s selected, and the player
character 70 enters the state where the player character 70 1s
aboard the bird character 78. If the process of step S372 1s
performed, the processor 81 ends the while-aboard-clifl-
surface-character process in FIG. 26.

In step S373, the processor 81 determines whether or not
the player character 70 and the cliff surface boarding target
character are moving toward the water surtace 74. For
example, based on the position of the player character 70,
the processor 81 determines whether or not the player
character 70 enters the area of the water surface 74. It the
determination of the processor 81 1s YES 1n step S373, next,
the process of step S374 1s performed. If the determination
1s NO 1n step S373, next, the process of step S3735 is
performed.

In step S374, the processor 81 changes the character that
the player character 70 1s aboard to the water boarding target
character. Consequently, the character that the player char-
acter 70 1s aboard 1s automatically changed from the cliff
surface boarding target character to the water boarding target
character (specifically, the fish character 79). In a case where
a plurality of water boarding target characters are prepared,
for example, the character that the player character 70 is
aboard may, be automatically changed to the character that
the player character 70 has previously been aboard on water
among the plurality of water boarding target characters. The
character that the player character 70 1s aboard may be
automatically changed to a character randomly selected
among the plurality of water boarding target characters. If
the process of step S374 1s performed, the processor 81 ends
the while-aboard-clifl-surface-character process in FIG. 26.

In step S375, the processor 81 determines whether or not
the player character 70 and the clifl surface boarding target
character are 1n the air. For example, 1 a jump action 1s
performed while the player character 70 1s aboard the clifl
surface boarding target character, the player character 70 and
the clifl surface boarding target character leave the ground
71 and enter the state where the player character 70 and the
clifl surface boarding target character are temporarily in the
air. If the determination of the processor 81 1s YES 1n step
S375, next, the process of step S376 1s performed. IT the
determination 1s NO 1n step S375, next, the process of step
S378 1s performed. If the determination of the processor 81

5

10

15

20

25

30

35

40

45

50

55

60

65

36

1s YES 1n step S375, display urging the pressing of the
A-button 33 and display indicating the air boarding target
character are performed.

In step S376, the processor 81 determines whether or not
the A-button 33 1s pressed. If the determination of the
processor 81 1s YES 1n step S376, next, the process of step
S377 1s performed. 11 the determination 1s NO 1n step S376,
next, the process of step S378 1s performed.

In step S377, the processor 81 changes the character that
the player character 70 1s aboard to the air boarding target
character. Consequently, the player character 70 enters the
state where the player character 70 can move in the air
aboard the air boarding target character (specifically, the bird
character 78). A plurality of air boarding target characters
including the bird character 78 may be prepared. In this case,
for example, the character that the player character 70 is
aboard may be changed to the character that the player
character 70 has previously been aboard 1n the air among the
plurality of air boarding target characters. The character that
the player character 70 1s aboard may be changed to a
character randomly selected among the plurality of air
boarding target characters. If the process of step S377 1s
performed, the processor 81 ends the while-aboard-clifl-
surface-character process i FIG. 26.

In step S378, the processor 81 determines whether or not
the player character 70 and the clifl surface boarding target
character are located on the ground 71 and are moving
toward the chil surface 75. For example, based on the
position and the direction of the player character 70, the
processor 81 determines whether or not the player character
70 and the cliff surface boarding target character are located
near the cliff surface 75 and the player character 70 faces the
clifl surface 75. If the determination of the processor 81 1s
YES 1n step S378, next, the process of step S379 1s per-
formed. IT the determmatlon 1s NO 1n step S378, the while-
aboard-clifl-surface-character process in FI1G. 26 ends. If the
determination of the processor 81 1s YES 1n step 5378,
display urging an operation for moving up or moving down
the clifl surface 75 1s performed.

In step S379, the processor 81 determines whether or not
a predetermined instruction to move up or move down the
clifl surtace 75 1s given. If the determination of the processor
81 1s YES 1 step S379, next, the process of step S380 1s
performed. IT the determination 1s NO 1n step S379, the
while-aboard-cliff-surface-character process i FIG. 26
ends.

In step S380, the processor 81 shifts the player character
70 and the chifl surface boarding target character 80 to the
clifl surface 75. Consequently, the player character 70 and
the clifl surface boarding target character 80 enter the state
where the clifl surface boarding target character 80 move on
the clifl surface 75. It the process of step S380 1s performed,
the processor 81 ends the while-aboard-clif-surface-char-
acter process 1n FIG. 26.

The above flow charts are mere illustrative, and therefore,
the contents of the steps may be changed, or another step
may be added, or some of the above steps may be omitted,
or the order of the steps may be switched.

As described above, 1in the exemplary embodiment, on the
premise that the player character 70 moves in the virtual
space including terrains formed of the ground 71, the water
surface 74, the clifl surface 75, and the like, a plurality of
types of boarding target characters that the player character
70 can board are prepared. The plurality of types of boarding
target characters include an air boarding target character
capable of moving in the air, a ground boarding target
character capable of moving on the ground, a water boarding
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target character capable of moving on water, and a clifl
surface boarding target character capable of moving on the
cliff surface.

If the ground boarding target character 1s selected among,
the plurality of types of boarding target characters based on
the selection operation of the player and a boarding instruc-
tion 1s given, the player character 70 enters the state where
the player character 70 can move on the ground aboard the
ground boarding target character. If the water boarding
target character 1s selected based on the selection operation
and a boarding instruction 1s given, the player character 70
enters the state where the player character 70 can move on
or 1n water aboard the water boarding target character. It the
air boarding target character 1s selected based on the selec-
tion operation of the player and a boarding instruction 1s
given, the player character 70 enters the state where the
player character 70 can move in the air aboard the air
boarding target character. When the player character 70 1s in
the air, 1if a predetermined operation input 1s provided, the
player character 70 enters the state where the player char-
acter 70 can move 1n the air aboard the air boarding target
character. While the player character 70 1s aboard the air
boarding target character, the player character 70 aboard the
air boarding target character 1s moved 1n the air based on an
operation mput. While the player character 70 1s aboard the
airr boarding target character, 1if the player character 70
aboard the air boarding target character moves toward the
ground, the player character 70 1s automatically changed to
the state where the player character 70 1s aboard the ground
boarding target character, and the player character 70 enters
the state where the player character 70 can move on the
ground. While the player character 70 1s aboard the air
boarding target character, 11 the player character 70 aboard
the air boarding target character moves toward the water
surface, the player character 70 1s automatically changed to
the state where the player character 70 1s aboard the water
boarding target character, and the player character 70 enters
the state where the player character 70 can move on or in
water.

Consequently, 1n accordance with the area in the virtual
space, 1t 1s possible to cause the player character 70 to board
a plurality of types of boarding target objects and move the
player character 70 in the virtual space. It 1s possible to
provide various movement methods in the virtual space.
Boarding target objects are automatically changed 1n accor-
dance with the areca where the player character 70 moves,
whereby 1t 1s possible to achieve a smooth and seamless
movement.

In the exemplary embodiment, when the player character
70 1s on the ground, the air boarding target character is
selected from among the plurality of boarding target char-
acters by the selection operation, and the player character 70
1s caused to board the air boarding target character in
accordance with a boarding instruction. When the player
character 70 1s 1n the air, the player character 70 1s caused
to board the air boarding target character 1n accordance with
a predetermined operation mput (the pressing of the A-but-
ton. Consequently, when the player character 70 1s in the air,
it 1s possible to cause the player character 70 to board the air
boarding target character by a simple operation. Thus, 1t 1s
possible to prevent the player character 70 from falling to the
ground and being damaged.

In the exemplary embodiment, when the player character
70 1s 1n water, the player character 70 1s caused to board the
water boarding target character in accordance with a prede-
termined operation input (the pressing of the A-button).
Consequently, when the player character 70 1s 1n water, it 1s
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possible to cause the player character 70 to board the water
boarding target character by a simple operation. Thus, 1t 1s
possible to prevent the player character 70 from being
damaged.

Varniations

While 1mage processing according to the exemplary
embodiment has been described above, the exemplary
embodiment 1s merely an example and may be modified as
follows, for example.

For example, 1in the above exemplary embodiment, the
player character 70 1s caused to board a boarding target
character. Alternatively, the player character 70 may be
caused to board an boarding target object. The boarding
target object may be not only the above character, but also
an object such as a vehicle, an airplane, or a ship that the
player character 70 can board.

In the above exemplary embodiment, when the player
character 70 1s in the normal state, for example, a boarding
target character 1s selected by the selection operation using,
the button 33 or 36, and the player character 70 1s caused to
board the selected boarding target object in accordance with
a boarding instruction using the plus button 57. In another
exemplary embodiment, when the player character 70 1s 1n
the normal state, a boarding target object may be selected
and a boarding instruction may be given by a single opera-
tion input. For example, a plurality of buttons may be
associated with a plurality of boarding target objects, and
when the player character 70 i1s in the normal state, the
player character 70 may be caused to board a boarding target
object relating to an operated button among the plurality of
buttons.

In the above exemplary embodiment, for example, while
the player character 70 1s aboard the air boarding target
character, 11 the player character 70 moves toward the
ground, the air boarding target character 1s automatically
changed to the ground boarding target character. Specifi-
cally, the air boarding target character 1s automatically
changed to the character that the player character 70 has
previously been aboard on the ground among a plurality of
types of ground boarding target characters. In another exem-
plary embodiment, the air boarding target character may be
automatically changed to a character preset among the
plurality of types of ground boarding target characters. The
player may set any of the plurality of types of ground
boarding target characters in advance, and if the player
character 70 aboard the air boarding target character moves
toward the ground, the air boarding target character may be
automatically changed to the character set in advance among
the plurality of types of ground boarding target characters.

An operation input exemplified in the above exemplary
embodiment 1s merely an example, and may be replaced by
any other operation mput. For example, an operation input
using the button 33 or 36, a boarding instruction using the
plus button 57, a selection operation for switching to the air
boarding target character in the air, or the like may be
performed by another button operation, or may be per-
formed by a touch operation on a touch panel, or may be
performed 1n accordance with the orientation of each con-
troller or the game apparatus.

The above hardware configuration 1s merely an example,
and the above game processing may be performed using any
other hardware. The above game 1s merely an example, and
the above processes regarding the boarding target objects
may be performed in any other game.
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Further, 1n the above exemplary embodiment, the above
processing 1s performed by the main body apparatus 2 1n the
game system 1. Alternatively, the above processing may be
executed by any other information processing apparatus
(e.g., a personal computer, a smartphone, a tablet terminal,
or a server) or the like. The above processing may be
performed by an information processing system including a
plurality of apparatuses, and a part or all of the above
processing may be performed by am of the plurality of
apparatuses.

While the exemplary embodiment has been described, the
above description 1s merely illustrative, and the exemplary
embodiment may be improved and modified in various
manners.

While certain example systems, methods, devices and
apparatuses have been described herein, 1t 1s to be under-
stood that the appended claims are not to be limited to the
systems, methods, devices and apparatuses disclosed, but on
the contrary, are intended to cover various modifications and
equivalent arrangements included within the spirit and scope
of the appended claims.

What 1s claimed 1s:

1. A non-transitory computer-readable storage medium
having stored therein a game program causing a computer of
an information processing apparatus to provide execution
comprising:

controlling a player character in a virtual space based on

an operation input;

if, among a plurality of types of boarding target objects

that the player character can board and include at least
a ground boarding target object and an air boarding
target object, the ground boarding target object 1s
selected based on a selection operation and a boarding
mstruction 1s given, causing the player character to
board the ground boarding target object and bringing
the player character into a state where the player
character can move on a ground;

if the air boarding target object 1s selected based on the

selection operation and the boarding instruction 1s
given, or 11 a first operation input 1s provided when the
player character 1s in the air, causing the player char-
acter to board the air boarding target object and bring-
ing the player character into a state where the player
character can move 1n the air;

while the player character 1s aboard the air boarding target

object, moving the player character aboard the air
boarding target object 1n the air based on an operation
input; and

il the player character aboard the air boarding target

object moves toward the ground, automatically chang-
ing to a state where the player character 1s aboard the
ground boarding target object and bringing the player
character into a state where the player character can
move on the ground.

2. The non-transitory computer-readable storage medium
having stored therein the game program according to claim
1, wherein

the boarding target objects further include a water board-

ing target object configured to move on or 1n water, and
the game program causes the computer to provide execu-
tion comprising:
while the player character is aboard the air boarding
target object, 1f the player character aboard the air
boarding target object moves toward a water surface,
automatically changing to a state where the player
character 1s aboard the water boarding target object
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and bringing the player character into a state where
the player character can move on or 1n water.

3. The non-transitory computer-readable storage medium
having stored therein the game program according to claim
2, wherein

the game program further causes the computer to provide

execution comprising:

while the player character 1s aboard the ground board-
ing target object or the water boarding target object,
11 the air boarding target object 1s selected based on
the selection operation, causing the player character
to board the air boarding target object and bringing,
the player character into a state where the player
character can move 1n the air.

4. The non-transitory computer-readable storage medium
having stored therein the game program according to claim
2, wherein

the game program further causes the computer to provide

execution comprising;:

while the player character 1s aboard the ground board-
ing target object or the water boarding target object,
causing the player character to perform a jump action
based on a second operation mput; and

if the first operation input 1s provided during the jump
action, causing the player character to board the air
boarding target object and bringing the player char-
acter into a state where the player character can
move 1n the air.

5. The non-transitory computer-readable storage medium
having stored therein the game program according to claim
1, wherein

the game program further causes the computer to provide

execution comprising:

if the player character falls from a height exceeding a
reference or from the air toward the ground at a
speed exceeding a reference, causing damage to the
player character.

6. The non-transitory computer-readable storage medium
having stored therein the game program according to claim
1, wherein

the boarding target objects further include a cliff surface

boarding target object configures to move on a clifl
surface, and

the game program further causes the computer to provide

execution comprising:

if the clifl surface boarding target object 1s selected
based on the selection operation and the boarding
instruction 1s given, causing the player character to
board the clifl surface boarding target object and
bringing the player character into a state where the
player character can move on the ground or the cliff
surface; and

while the player character i1s aboard the air boarding
target object, 1t the player character aboard the air
boarding target object moves toward the cliff surtace,
based on the first operation input, changing to a state
where the player character 1s aboard the cliff surface
boarding target object and bringing the player char-
acter into a state where the player character can
move on the clifl surface.

7. A non-transitory computer-readable storage medium
having stored therein a game program causing a computer of
an information processing apparatus to provide execution
comprising;

controlling a player character in a virtual space based on

an operation input;
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if, among a plurality of types of boarding target objects
that the player character can board and include at least
a ground boarding target object and a water boarding
target object, the ground boarding target object 1is
selected based on a selection operation and a boarding
istruction 1s given, causing the player character to
board the ground boarding target object and bringing
the player character into a state where the player
character can move on a ground;

while the player character 1s aboard the ground boarding
target object, moving the player character aboard the
ground boarding target object on the ground based on
an operation input;

if the player character aboard the ground boarding target
object moves toward a water surface, automatically
changing to a state where the player character 1s aboard
the water boarding target object and bringing the player
character into a state where the player character can
move on or i water;

if the boarding instruction 1s given when the water board-
ing target object 1s selected, or 11 a first operation 1mnput
1s provided when the player character 1s on or 1n water,
causing the player character to board the water board-
ing target object and bringing the player character into
a state where the player character can move on or 1n
water;

while the player character 1s aboard the water boarding
target object, moving the player character aboard the
water boarding target object on or 1n water based on an
operation mput; and

if the player character aboard the water boarding target
object moves toward the ground, automatically chang-
ing to a state where the player character i1s aboard the
ground boarding target object and bringing the player
character 1into a state where the player character can
move on the ground.

8. The non-transitory computer-readable storage medium

having stored therein the game program according to claim
7, wherein

the game program further causes the computer to provide
execution comprising:
if the player character stays on or 1n water for a time
exceeding a reference, causing damage to the player
character.
9. The non-transitory computer-readable storage medium

having stored therein the game program according to claim
7, wherein

the boarding target objects further include a cliff surface
boarding target object configured to move on a clifl
surface, and
the game program further causes the computer to provide

execution comprising:

if the clifl surface boarding target object 1s selected
based on the selection operation and the boarding
instruction 1s given, causing the player character to
board the cliff surface boarding target object and
bringing the player character into a state where the
player character can move on the ground or the chift
surface; and

while the player character 1s aboard the water boarding
target object, 11 the player character aboard the water
boarding target object moves toward the clifl surface,
based on the first operation input, changing to a state
where the player character 1s aboard the clifl surface
boarding target object and bringing the player char-
acter mnto a state where the player character can
move on the clifl surface.
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10. A game system, comprising
a processor; and
a memory configured to store computer readable instruc-
tions that, when executed by the processor, cause the
game system to:
control a player character in a virtual space based on an
operation put;
if, among a plurality of types of boarding target objects
that the player character can board and include at
least a ground boarding target object and an air
boarding target object, the ground boarding target
object 1s selected based on a selection operation and
a boarding instruction 1s given, cause the player
character to board the ground boarding target object
and bring the player character into a state where the
player character can move on a ground;
if the air boarding target object 1s selected based on the
selection operation and the boarding instruction 1s
given, or 1f a first operation 1nput 1s provided when
the player character 1s in the air, cause the player
character to board the air boarding target object and
bring the player character into a state where the
player character can move in the air;
while the player character i1s aboard the air boarding
target object, move the player character aboard the
air boarding target object in the air based on an
operation mnput; and
if the player character aboard the air boarding target
object moves toward the ground, automatically
change to a state where the player character 1s aboard
the ground boarding target object and bring the
player character into a state where the player char-
acter can move on the ground.
11. The game system according to claim 10, wherein
the boarding target objects further include a water board-
ing target object configured to move on or 1n water, and
the game system 1s further caused to:
while the player character i1s aboard the air boarding
target object, 1t the player character aboard the air
boarding target object moves toward a water surface,
automatically change to a state where the player
character 1s aboard the water boarding target object
and bring the player character into a state where the
player character can move on or in water.
12. The game system according to claim 11, wherein
the game system 1s further caused to:
while the player character 1s aboard the ground board-
ing target object or the water boarding target object,
11 the air boarding target object 1s selected based on
the selection operation, cause the player character to
board the air boarding target object and bring the

player character into a state where the player char-
acter can move 1n the air.
13. The game system according to claim 11, wherein
the game system 1s further caused to:
while the player character 1s aboard the ground board-
ing target object or the water boarding target object
cause the player character to perform a jump action
based on a second operation mput; and
if the first operation input 1s provided during the jump
action, cause the player character to board the air
boarding target object and bring the player character
into a state where the player character can move 1n
the air.
14. The game system according to claim 10, wherein
the game system 1s further caused to:
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17. The game system according to claim 16, wherein
the game system 1s further caused to:
if the player character stays on or 1n water for a time
exceeding a reference, cause damage to the player
character.
18. The game system according to claim 16, wherein
the boarding target objects further include a cliff surface
boarding target object configured to move on a clifl
surface, and
the game system 1s further caused to:
if the clifl surface boarding target object 1s selected
based on the selection operation and the boarding
instruction 1s given, cause the player character to
board the cliff surface boarding target object and

if the player character falls from a height exceeding a
reference or from the air toward the ground at a
speed exceeding a reference, cause damage to the
player character.

15. The game system according to claim 10, wherein 5

the boarding target objects further include a cliff surface
boarding target object configured to move on a clifl
surface, and

the game system 1s further caused to:

if the clifl surface boarding target object 1s selected 10
based on the selection operation and the boarding
instruction 1s given, cause the player character to
board the cliff surface boarding target object and
bring the player character into a state where the

player character can move on the ground or the chiff 15

surface; and

while the player character i1s aboard the air boarding
target object, 1f the player character aboard the air
boarding target object moves toward the clifl surface,
based on the first operation 1mput, change to a state
where the player character 1s aboard the clifl surface
boarding target object and bring the player character
into a state where the player character can move on
the clifl’ surface.

20

bring the player character into a state where the
player character can move on the ground or the chift
surface; and

while the player character 1s aboard the water boarding
target object, 11 the player character aboard the water
boarding target object moves toward the clifl surface,
based on the first operation input, change to a state
where the player character 1s aboard the cliff surface
boarding target object and bring the player character
into a state where the player character can move on
the clifl’ surface.

16. A game system, comprising: 25
a processor, and 19. An information processing apparatus comprising:
a memory configured to store computer readable 1nstruc- an 1put portion configured to accept an operation nput;
tions that, when executed by the processor, cause the and
game system to: processing circuitry operatively coupled to the mput por-

control a player character in a virtual space based on an
operation 1nput;

if, among a plurality of types of boarding target objects
that the player character can board and include at
least a ground boarding target object and a water
boarding target object, the ground boarding target
object 1s selected based on a selection operation and
a boarding instruction i1s given, cause the player
character to board the ground boarding target object
and bring the player character into a state where the
player character can move on a ground;

while the player character 1s aboard the ground board-
ing target object, move the player character aboard
the ground boarding target object on the ground
based on an operation 1nput;

if the player character aboard the ground boarding
target object moves toward a water surface, auto-
matically change to a state where the player charac-
ter 1s aboard the water boarding target object and
bring the player character into a state where the
player character can move on or in water;

if the boarding instruction 1s given when the water
boarding target object 1s selected, or i1 a first opera-
tion mnput 1s provided when the player character 1s on
or 1n water, cause the player character to board the
water boarding target object and bring the player
character 1nto a state where the player character can
move on or in water;

while the player character 1s aboard the water boarding
target object, move the player character aboard the
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tion and including at least one processor, wherein the

processing circuitry 1s configured to:

control a player character 1n a virtual space based on the
operation put;

if, among a plurality of types of boarding target objects
that the player character can board and include at
least a ground boarding target object and an air
boarding target object, the ground boarding target
object 1s selected based on a selection operation and
a boarding instruction 1s given, cause the player
character to board the ground boarding target object
and bring the player character into a state where the
player character can move on a ground;

if the air boarding target object 1s selected based on the
selection operation and the boarding instruction 1is
given, or 1f a first operation 1put 1s provided when
the player character 1s 1n the air, cause the player
character to board the air boarding target object and
bring the player character into a state where the
player character can move in the air;

while the player character i1s aboard the air boarding
target object, move the player character aboard the
air boarding target object 1 the air based on an
operation mput; and

if the player character aboard the air boarding target
object moves toward the ground, automatically
change to a state where the player character 1s aboard
the ground boarding target object and bring the
player character into a state where the player char-
acter can move on the ground.

water boarding target object on or in water based on 60  20. An mnformation processing apparatus comprising:

an operation mput; and an 1mput portion configured to accept an operation input;
if the player character aboard the water boarding target and

object moves toward the ground, automatically processing circuitry operatively coupled to the input por-

change to a state where the player character 1s aboard
the ground boarding target object and bring the
player character into a state where the player char-
acter can move on the ground.

65

tion and including at least one processor, wherein the

processing circuitry 1s configured to:

control a player character 1n a virtual space based on the
operation mput;
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if, among a plurality of types of boarding target objects
that the player character can board and include at
least a ground boarding target object and a water
boarding target object, the ground boarding target
object 1s selected based on a selection operation and
a boarding instruction 1s given, cause the player
character to board the ground boarding target object
and bring the player character into a state where the
player character can move on a ground;

while the player character 1s aboard the ground board-
ing target object, move the player character aboard
the ground boarding target object on the ground
based on an operation 1nput;

if the player character aboard the ground boarding
target object moves toward a water surface, auto-
matically change to a state where the player charac-
ter 1s aboard the water boarding target object and
bring the player character into a state where the
player character can move on or in water;

if the boarding instruction 1s given when the water
boarding target object 1s selected, or 1t a first opera-
tion mnput 1s provided when the player character 1s on
or 1n water, cause the player character to board the
water boarding target object and bring the player
character into a state where the player character can
move on or in water;

while the player character 1s aboard the water boarding
target object, move the player character aboard the
water boarding target object on or in water based on
an operation mput; and

if the player character aboard the water boarding target
object moves toward the ground, automatically
change to a state where the player character 1s aboard
the ground boarding target object and bring the
player character into a state where the player char-
acter can move on the ground.

21. An mformation processing method executed by a

processor, the mformation processing method comprising:

controlling a player character in a virtual space based on
an operation input;

in association with, among a plurality of types of boarding,
target objects that the player character can board and
include at least a ground boarding target object and an
air boarding target object, the ground boarding target
object being selected based on a selection operation and
a boarding instruction being given, causing the player
character to board the ground boarding target object
and bringing the player character into a state where the
player character can move on a ground;

in association with the air boarding target object being
selected based on the selection operation and the board-
ing nstruction being given, or 1n association with a first
operation 1nput being provided when the player char-
acter 1s 1n the air, causing the player character to board
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the air boarding target object and bringing the player
character into a state where the player character can
move 1n the air;

while the player character 1s aboard the air boarding target
object, moving the player character aboard the air
boarding target object 1n the air based on an operation
input; and

in association with the player character aboard the air
boarding target object moving toward the ground, auto-
matically changing to a state where the player character
1s aboard the ground boarding target object and bring-
ing the player character into a state where the player
character can move on the ground.

22. An information processing method executed by a

processor, the mformation processing method comprising:

controlling a player character in a virtual space based on
an operation 1nput;

in association with, among a plurality of types of boarding,
target objects that the player character can board and
include at least a ground boarding target object and a
water boarding target object, the ground boarding target
object being selected based on a selection operation and
a boarding instruction being given, causing the player
character to board the ground boarding target object
and bringing the player character into a state where the
player character can move on a ground;

while the player character 1s aboard the ground boarding
target object, moving the player character aboard the
ground boarding target object on the ground based on
an operation input;

in association with the player character aboard the ground
boarding target object moving toward a water surface,
automatically changing to a state where the player
character 1s aboard the water boarding target object and
bringing the player character into a state where the
player character can move on or in water;

in association with the boarding instruction being given
when the water boarding target object 1s selected, or 1n
association with a first operation iput being provided
when the player character 1s on or in water, causing the
player character to board the water boarding target
object and bringing the player character into a state
where the player character can move on or in water;

while the player character 1s aboard the water boarding
target object, moving the player character aboard the
water boarding target object on or 1n water based on an
operation mput; and

in association with the player character aboard the water
boarding target object moving toward the ground, auto-
matically changing to a state where the player character
1s aboard the ground boarding target object and bring-
ing the player character into a state where the player
character can move on the ground.
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