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(57) ABSTRACT 

An online multiple player game payment system includes 
one or more game clients, master servers, game hosts, 
payment gateWays and statistics monitors. A game client has 
softWare that displays visual game information on a remote 
computer and alloWs the computer to send and receive user 
data to and from the game host utilizing existing commu 
nications hardWare located in the remote computer. Amaster 
server includes softWare that collects information on cur 

rently operating game hosts and receives requests from 
game clients for this information. A game host includes 
softWare that controls game client interaction in various 
contests of skill and utilizes existing communications hard 
Ware to send and receive user data to and from game clients, 
payment gateWays and statistics monitors. Apayment gate 
Way is provided by softWare executing on a computer to 
receive user data from a game host and verifying that data 
against an existing database of credit information, in addi 
tion to sending user data back to the game host containing 
the results of the veri?cation. A statistics monitor receives 
user data from a game host containing information regarding 
the outcome of the various contests of skill and records this 
information in a database for the purposes of accounting. 
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METHOD FOR AN ONLINE PLAYER GAME 
PAYMENT SYSTEM 

BACKGROUND OF THE INVENTION 

[0001] 1. Field of the Invention 

[0002] The present invention relates to the ?eld of online 
pay-for-play and/or play-for-pay game services generally 
and, more particularly, to the ?eld of management of usage 
fees for those services. More generally, the present invention 
relates to a system for offering pay-for-play and/or play-for 
pay games online and, more particularly, to an ef?cient 
system for regulating and charging subscribers for the game 
services used. 

[0003] 2. Description of the Related Art 

[0004] Online video games currently available on the 
internet typically include a personal computer that is con 
nected in some fashion to an ISP (Internet Service Provider), 
and running softWare acting as a game client. The game 
client uses the connection to the ISP to interact With a server 

managing other game clients and hence other players, alloW 
ing competition in that game to occur betWeen any player 
WorldWide on that particular server. 

[0005] In the traditional World of video games, a consumer 
must either purchase the hardWare required to play such 
games, or insert coins into a machine to play. The former 
traditional setup limits the consumer to only those games 
that the consumer has physically in his or her possession. 
The latter fee (i.e. inserted coins) covers the cost of oper 
ating the machine and the maintenance costs incurred from 
standard Wear of the system. 

[0006] By the very nature of the internet and personal 
computers, these solutions no longer provide adequate or 
valid means of generating revenue. As consumers Will not 
Want to purchase hardWare to run a game When they already 
have capable equipment, and it is not possible to insert coin 
into a machine that may be used in a vastly different 
location. 

[0007] The majority of the companies that have games 
playable via the internet today generate revenue by selling 
their product through popular retail stores and magaZines. 
This solution, hoWever, is fraught With a number of prob 
lems. For eXample, retail stores have a ?nite amount of shelf 
space, and are very particular as to Which softWare titles they 
carry. A signi?cant amount of effort must be placed into 
convincing a major retailer to carry a company’s title. 

[0008] In addition, the media on Which the softWare is 
distributed is commonly accessible and the data it contains 
is easily copied. In recent years the unauthoriZed copying 
and/or piracy of commercial softWare has risen to dramatic 
proportions, as this activity is almost impossible to effec 
tively detect and dif?cult to enjoin. 

[0009] Lastly, the number of shareWare products, share 
Ware being softWare that has been developed by parties that 
do not Want to attempt to deal With the previous tWo issues 
and distribute their products for a loW cost, has been on the 
rise. This raises the question as to Why a consumer Would 
Want to pay tWice as much for one product over another. 
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[0010] One Way to address these problems is to charge a 
player for actual video game usage as opposed to charging 
for the game itself, in much the same manner that coin 
operated games do noW. This Would alloW game developers 
to develop and distribute their products freely, and still 
effectively generate revenue. 

SUMMARY OF THE INVENTION 

[0011] Accordingly, it is an object of the present invention 
to provide a payment system for online multiple player and 
single player games. The present invention alloWs for online 
users to play multiple player and single player games in an 
environment that supports a play-for-pay service. The pay 
ment system alloWs multiple game clients to interact With a 
game host. The game hosts interact With a master server that 
interfaces With a statistics monitor and a payment gateWay 
so that players’ accounts can be maintained and updated 
based on the results of games played by the online player. 
The above system is also applicable to a “play-for-pay” 
service, Where online users can earn credits for their skilled 
play against other players. 

[0012] A ?rst embodiment of the present invention is 
directed to method for online multiple player and single 
player game payment and play With respect to the game host. 
This method includes the steps of receiving a request from 
at least one game client for a listing of available games 
resident on a game host, then sending a list of available 
games to the game client. The game selection is received, 
and thus the game is speci?ed by the game client. Credit 
information is then sent to a payment gateWay and the game 
host aWaits approval of the credit information from the 
payment gateWay. On receipt of the approval of the credit 
information, the game is begun Which includes sending data 
to the game client so that representations of the game are 
rendered to a user and receiving user data from the game 
client to register actions by the user in the game. Upon 
completion of the game, information is sent to the payment 
gateWay to update an account balance for the user. 

[0013] Alternatively, the method of the ?rst embodiment 
can also include the step of sending statistical information 
on the game, upon completion of the game, to a statistics 
monitor to update a statistics database. The statistical data 
can be used to produce and update rankings for the users. 
Also the method is applicable Where the data sent to the 
game client is three-dimensional data about vieWed objects 
in the game to render a visual scene to the user. The ?rst 
embodiment also alloWs for multiple game clients and the 
method provides for coordination of the user data received 
from the multiple game clients to manage the interactions of 
multiple users. Alternately, the multiple users may be chosen 
based on their rankings. With multiple users interacting in 
the same game, the coordination of user data received from 
the multiple game clients is performed by a three-dimen 
sional physics engine that manages interaction of represen 
tations of the multiple users With each other and three 
dimensional elements of the game. The method is also 
applicable to games that use both one-dimensional and 
tWo-dimensional data in place of the three-dimensional data. 

[0014] In addition, the method can also include requesting 
and receiving credit information from at least one game 
client before receiving the game selection. Alternatively, 
predetermined account information may eXist for at least one 
game client or the user and that information may be accessed 
in lieu of requesting and receiving credit information. 
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[0015] In the method of the ?rst embodiment, the account 
balance for the user may be increased in value, upon 
completion of the game, When the user Wins the game. Thus, 
the users’ accounts can ?uctuate depending on their abilities 
at the games that they play on the online game system. 

[0016] A second embodiment of the present invention is 
directed to a method for an online multiple player and single 
player game payment system With respect to the game 
clients. This method includes the steps of selecting a game 
to play from a game host, Wherein said game host sends 
credit information to a payment gateWay. The game client 
then receives data to render the game When the credit 
information is veri?ed and approved and then sends user 
data to the game host to register actions of a user in the 
game. The game client sends information indicating or 
acknowledging a completion of the game, Wherein the 
update information is sent to the payment gateWay to update 
an account balance for the user. 

[0017] Alternatively, the method of the second embodi 
ment is also applicable When the received data to render the 
game is three-dimensional data about vieWed objects in the 
game to render a visual scene to the user and When the 
received data to render the game includes representations of 
other users interacting With the game host playing the game. 
The method is also applicable to games that use both 
one-dimensional and tWo-dimensional data. Also, in such a 
tournament, the amount that a Winning user’s account may 
increase is based on the total number of users interacting 
With the game host, i.e., playing the same game. 

[0018] The second embodiment of the present invention 
can also include the steps of sending a request to a master 
server for a list of available game hosts, receiving the list of 
available game hosts from the master server and selecting 
the game host from the list of available game hosts. 

[0019] In addition, before selecting a game from a game 
host, the method may further include sending credit infor 
mation to the game host upon a request from the game host 
for said credit information. Alternatively, the game client 
may have predetermined account information for a user and 
permit access to the predetermined account information by 
the game host. 

[0020] In the method of the second embodiment, the 
account balance for the user may be increased in value, upon 
completion of the game, When the user Wins the game. Thus, 
the users’ accounts can ?uctuate depending on their abilities 
at the games that they play on the online game system. 

[0021] A third embodiment is directed to a method for an 
online multiple player and single player game payment 
system With respect to the master server. This method 
includes the steps of aWaiting and processing a request from 
at least one game client. The master server sends a list of 
available game hosts to the game client, so that a game host 
and eventually a game may be selected by the user. Upon 
completion of the game, the master server receives infor 
mation related to the updating of the user’s account. In 
addition, statistical information is also sent to a statistical 
monitor to update a statistical database. 

[0022] The third embodiment can also include rankings of 
the users and also alloWs for multiple users to engage in 
tournament play. Those users may be selected based on their 
rankings and the amount that can be earned by a individual 
user is related to the total number of users. 
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[0023] A fourth embodiment of the present invention is 
directed an online multiple player and single player game 
payment system. The system includes at least one game 
client, one or more game hosts, With each game host having 
a selection of games that are playable in conjunction With at 
least one game client. The system also includes a master 
server, supplying a listing of game hosts upon receipt of a 
request from at least one game client. The system also 
includes a payment gateWay, for verifying and approving 
user credit information sent from at least one game client, 
one or more game hosts, or the master server, upon selection 
of one of the games. A statistics monitor, for receiving data 
regarding an outcome of the game from one or more game 
hosts and recording the data in a database is also included in 
the system. 

[0024] The fourth embodiment also includes the ranking 
of users and the system may be con?gured to have multiple 
users competing in the same game. 

BRIEF DESCRIPTION OF THE DRAWINGS 

[0025] The features of the disclosed method and system 
Will become more readily apparent and may be better 
understood by referring to the folloWing detailed description 
of illustrative embodiments of the present invention, taken 
in conjunction With the accompanying draWings. FIGS. 1 to 
7 shoW an embodiment of the present invention, Wherein 

[0026] FIG. 1 illustrates overall con?guration of an online 
multiple player game system; 

[0027] FIG. 2 illustrates a schematic representation of the 
game client; 

[0028] FIG. 3 illustrates a schematic representation of the 
game host; 

[0029] FIG. 4 illustrates a schematic representation of the 
master server; 

[0030] FIG. 5 illustrates a schematic representation of the 
statistics monitor; and 

[0031] FIG. 6 illustrates a schematic representation of the 
payment gateWay. 

[0032] FIG. 7 is a ?oWchart illustrating the method of 
providing an online multiple player game payment system 
according to an embodiment of the present invention. 

DESCRIPTION OF THE PREFERRED 
EMBODIMENTS 

[0033] An embodiment of the present invention Will noW 
be described With reference to FIGS. 1 to 7. 

[0034] FIG. 1 schematically illustrates an online multiple 
player game payment system according to an embodiment of 
the invention. An online multiple player game payment 
system includes one or more game clients, master servers, 
game hosts, payment gateWays and statistics monitors. The 
game clients interact With the game hosts via the internet. 
The master server maintains a list of the game hosts and 
interacts With those game hosts. The master server also 
interacts With the payment gateWay and a statistics monitor. 

[0035] A game client, an eXample of Which is illustrated 
schematically in FIG. 2, consists of softWare that displays 
visual game information on a remote computer and alloWs 
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the computer to send and receive digital data to and from the 
game host utilizing existing communications hardware 
located in the remote computer. The game client uses user 
input devices, such as a keyboard and a mouse, to direct the 
functioning of the game client. Although a keyboard and 
mouse are speci?ed, the present invention is not limited 
those types of input devices. An example of the game client 
Would be a personal computer. 

[0036] The game client also includes a communication 
means that provides for the ability to communicate betWeen 
the game client and the game host. Such communication 
means are knoWn in the art and can include netWorking 

cards, Wireless communication devices, communication 
lines, etc. The communication means may operate under 
TCP/IP or UDP, but is not limited to such protocols. The 
game client also includes a visual rendering engine that 
renders data received so that the user can see representations 

of the game and interact thereWith. 

[0037] A game host, illustrated schematically in FIG. 3, 
can include softWare that controls game client interaction in 
various contests of skill and utiliZes existing communica 
tions hardWare to send and receive digital data to and from 
game clients, payment gateWays and statistics monitors. The 
communication means of the game host can be similar to 
that provided in the game client. A3D physics engine alloWs 
for interaction betWeen multiple players on multiple game 
clients. The engine also determines the properties of game 
elements, the collisions betWeen game elements, and the 
rules for interaction betWeen representations of the players 
and game objects. While a 3D physics engine is illustrated, 
the part of the game host that mediates the users interactions 
With the game is not so limited. A2D physics engine or other 
engine for processing input from the game clients may also 
be employed. 

[0038] A master server, illustrated schematically in FIG. 
4, can include softWare that collects information on cur 
rently operating game hosts and receives requests from 
game clients for this information. The master server can also 
interact With the payment gateWay. The master server main 
tains a list of active game hosts, adding or removing game 
hosts from the list as the status of the game hosts change. 

[0039] A statistics monitor, shoWn in FIG. 5, receives 
digital data from a game host containing information regard 
ing the outcome of the various contests of skill and records 
this information in a database for the purposes of account 
ing. The statistics monitor also interacts With an accounting 
department so that player’s accounts may be serviced. The 
statistics monitor also includes a statistics module that 
receives data from the hosts, updates a database and gener 
ates reports regarding the statistics. 

[0040] It is noted that the present description provides for 
the game hosts, the master server and the statistics monitor 
to be separate but connected, as illustrated in FIG. 1. 
HoWever, the present invention is not so limited. The master 
server may also act as a game host, that is providing games 
to a game client as Well as coordinating betWeen game hosts. 
Additionally, While the statistics monitor has been discussed 
as a separate machine, the statistics monitor may be included 
in the master server as a separate function utiliZing the same 
hardWare. 
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[0041] A payment gateWay, illustrated schematically in 
FIG. 6, can include softWare executing on a computer to 
receive digital data from a game host and verifying that data 
against an existing database of credit information, in addi 
tion to sending digital data back to the game host containing 
the results of the veri?cation. The payment gateWay includes 
a payment processing module. The payment processing 
module validates credit information received by the game 
hosts and checks the information against a negative credit 
database. The results of the check are forWarded back to the 
game host for proper processing. 

[0042] The overall function of the present invention Will 
noW be explained. The process is illustrated in the process 
steps illustrated in FIG. 7. The player initiates a session 
through the use of a game client. The game client commu 
nicates With a master server (701) and receives a list of game 
hosts that are currently available (702), sorted by bandWidth 
and netWork latency, alloWing the player to choose a game 
host that is closest to his location (703). Alternatively, the 
game host closest to the player’s location can be selected 
automatically. In addition, in alternate embodiments, the 
game client may communicate With game hosts Without 
interacting With the master server. Such may be the case 
Where a player has set up preferences or is resuming 
previous play. 

[0043] The players can interact With the various game 
hosts to peruse the games listed With those game hosts and 
select a game to play (704). When a game is selected, credit 
information is sent to a payment gateWay via the game host 
controlling the game (705). The system operates With exist 
ing authoriZing ?nancial institutions and credit card pro 
cessing services over a secure netWork. 

[0044] Once the credit information has been veri?ed and 
approved (706), the game host Will begin the game (708) and 
begin to send game play data, Which could include one 
dimensional, tWo-dimensional or three-dimensional data. 
One-dimensional data may be used to provide audio only 
games for the visually impaired. TWo-dimensional or three 
dimensional data is provided to specify vieWed objects to the 
client so that the client can render a visual scene for the 

player (709). Alternately, With suf?cient bandWidth, the 
game host can provide rendered game data to the player that 
Would not require processing by the client other than display. 
Thus, the game host Would be interacting directly With 
player Within only facilitation by the game client. Data 
regarding the users actions in the game are detected, such as 
movements made in the game is polled from the mouse and 
keyboard of the game client, and that data is sent to the game 
host. The data representing action of the user in the game is 
processed by the game host, and in the case for visual games, 
the data is translated into actions to be applied to the visual 
objects (710). If the credit information is not veri?ed or 
approved, then this denial is reported back to the client (707) 
and the playing of the game is not alloWed. 

[0045] Upon completion of the game, information is sent 
from the game host to the payment gateWay to update the 
account balances of the clients and statistical information on 
the game is sent to the statistics monitor (711). On a 
predetermined interval, summary accounting reports may be 
generated by the statistics monitor and emailed to appropri 
ate interested parties. 
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[0046] In the same Way that money is entered into an 
arcade game console in exchange for game credits or lives, 
the system allows an individual to set up a ?nancial account 
and purchase game credits for online, interactive games. In 
this play-for-pay portion of the present invention, the cost of 
a game can be amortiZed over time by the user paying a 
small predetermined amount for each play of the game. This 
alloWs for shareWare game authors to receive a bene?t for 
their labors Without having to request a price for a game 
upfront. It also alloWs users to play a game, on a pro rata 
basis, and decide While playing if they believe that the game 
is Worth the “costs” involved. 

[0047] While a portion of the present invention is directed 
to having a game client select a game from a game host and 
having data sent from the game host to the game client, the 
present invention is also directed to online play When the 
user has previously purchased the game. In the latter case, 
the data sent from the game host is different and the game 
host monitors the users actions and coordinates the interac 
tions betWeen multiple users. 

[0048] Another portion of the present invention is also 
directed to a play-for-pay aspect of the invention. In such a 
portion, the skilled abilities of users can alloW the users to 
earn credits based on their meritorious play. For instance, a 
player can set up an account and begin to play. If that player 
defeats another player, he/she Will gain an appropriate 
amount in their account. This amount can be proportional to 
the amount required for play by the losing player. Similarly, 
team play is also possible With players forming teams and 
competing against other teams. For eXample, if tWo players 
are playing against another team of tWo players, then the 
Winning team Would take all from the losing team, ie the 
accounts of the Winning team players Would be increased. 

[0049] This aspect can also be implemented during tour 
nament play, Where the user plays a game against many 
users. Such play is analogous to golf tournaments that are 
played in the United States and around the World. Thus, 
users could play in a single tournament With purse that 
Would be aWarded to the Winner of the tournament. The 
tournaments can also be played in heats occurring in many 
games, With the Winning players advancing. In such a case, 
the top players at the end of the tournament could be 
aWarded increases in their accounts based on Where they 
?nished in that tournament. Such tournaments also alloW the 
players the options of playing in various levels, ie if a 
player Wins a novice tournament, the player could then play 
in tournaments With players having greater skill. This can be 
accomplished in conjunction With player rankings, as dis 
cussed beloW. 

[0050] Instead of competing in a tournament for a priZe or 
a trophy, the system alloWs game players all over the World 
to compete With each other and Watch their real time 
?nancial accounts ?uctuate based on their abilities. Tourna 
ments may be facilitated by a single or a plurality of game 
hosts and the tournaments may be by “invitation-only”, and 
may be based on the abilities of the users. 

[0051] In addition, the use of the statistics monitor aids in 
implementing additional aspects of the present invention. 
The statistics of each user are maintained based on the 
number of Wins, loses and the different aspects of the games. 
Such statistics may be used to determine rankings for 
players WorldWide based on their skilled play. Those rank 
ings can also be employed in handicapping individual play 
ers in the above described tournament play. 
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[0052] Another aspect of the present invention is directed 
to a providing a spectator mode for the above pay-for-play 
and play-for-pay embodiments. With respect to the above 
eXample of a golf tournament, users in the spectator mode of 
the present invention Would be analogous to the spectators 
in the gallery on the course vieWing the tournament play. 
Such a spectator mode has several aspects that are described 
beloW. 

[0053] In one such aspect, a user that practices the present 
invention in spectator mode Would be like a ghost partici 
pant. Such a user Would engage in the steps illustrated in 
FIG. 7, eXcept that the user Would not be engaging in game 
play. Instead, the spectator user Would be vieWing or moni 
toring the game through that user’s game client. Depending 
on the particular setup of the game that the spectator user 
Wishes to vieW, they may or may not be a need to verify 
payment, ie a particular game may be “free” for the 
spectator user to vieW. Additionally, the data sent betWeen 
the spectator user and the game host Would be different than 
that for the pay-for-play or play-for-pay aspects of the 
present invention discussed above. The eXchanged data in 
the spectator mode Would involve a vieW presented to the 
user and data related to the user’s choice of What particular 
vieW that is chosen. Such vieWs could be from the perspec 
tive of a player, a sideline spectator’s vieW or a vieW of the 
scene from above, etc. 

[0054] In another aspect of the spectator mode of the 
present invention, spectator users Would be able to interact 
With each other. Thus, spectator users Would be able to 
comment on the action in the game. Also, as discussed 
above, a spectator may or may not be required to make 
remunerations to vieW the game, depending on hoW that 
game is setup. Similarly, users in spectator mode can receive 
a reWard based on their status as spectators. Such a reWard 
can be similar to a “door priZe” offered as incentives to users 
or can be based on selections made by the spectator users 
and the performances of the players in that particular game. 

[0055] In some embodiments of the spectator mode, the 
spectator user may appear to other game players as an 
additional player, as a “ghosted” player or representation, or 
may not be visible by game players. Similarly, spectator 
users may or may not be visible to each other, and system 
alloWs for such perspectives to toggled on and off, depend 
ing on user’s preferences. From the spectator user’s per 
spective, the “action” in the game Would be almost realtime 
and can alloW the spectator user to feel a part of the action. 
Such a perspective can be achieved through presentation of 
rendering data to the spectator user or through video stream 
ing of presentation data, the latter alloWing a greater audi 
ence to vieW the proceedings of the game. 

[0056] In a spectator mode, active monitoring can also be 
accomplished by facilitators of the system. Such monitoring 
can constitute refereeing or judging in the games or moni 
toring of appropriate behaviors by users in the games. Such 
a monitoring ability may be important for games Where 
certain language or actions are forbidden and monitoring 
may be necessary to ensure compliance. 

[0057] Preferably, the system operates through a netWork 
of servers at co-locations handing all transactions. Subse 
quent pay-for-play and/or play-for-pay games can easily be 
integrated into the existing transaction infrastructure. Alter 
natively, a single server can be utiliZed to handle all trans 
actions. 
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[0058] In a most preferred embodiment, invention Will be 
linked via a global computer network such as the internet or 
WorldWide Web, but other embodiments including LANs, 
WANs and Intranets, ful?ll the spirit and scope of the 
present invention. Both game clients and game hosts Will 
typically comprise any device that connects to the system 
via the internet or other IP transport methods and includes, 
but is not limited to, such devices as televisions, computers, 
hand-held devices, cellular phones, land based telephones, 
Wireless electronic devices and any device Which uses a 
transport medium. Non-limiting eXamples of a transport 
medium applicable for use in the present invention comprise 
any backbone or link such as an ATM link, FDDI link, 
satellite link, cable, cellular, tWisted pair, ?ber optic, broad 
cast Wireless netWork, the internet, the WorldWide Web, local 
area netWork (LAN), Wide area netWork (WAN), or any 
other kind of intranet environment such a standard Ethernet 
link. In such alternative cases, the constituent parts Will 
communicate With the system using protocols appropriate to 
the netWork to Which that client is attached. All such 
embodiments and equivalents thereof are intended to be 
Within the scope of the present invention. 

[0059] Although the embodiments of the present invention 
have been described in detail, it Will be understood that the 
present invention is not limited to the above-described 
embodiments, and various modi?cations in design may be 
made Without departing from the spirit and scope of the 
invention de?ned in claims. 

What is claimed is: 
1. Amethod for online multiple player game payment and 

play, comprising the steps of: 

receiving a request from at least one game client for a 
listing of available games resident on a game host; 

sending a list of available games to said at least one game 
client; 

receiving a game selection, specifying a game, from said 
at least one game client; 

sending credit information to a payment gateWay; 

aWaiting approval of the credit information from said 
payment gateWay; 

beginning the game, on receipt of said approval, and 
sending data to said at least one game client so that 
representations of the game are rendered to a user; 

receiving user data from said at least one game client to 
register actions by said user in the game; and 

sending information to said payment gateWay upon 
completion of the game to update an account balance 
for said user. 

2. Amethod for online multiple player game payment and 
play according to claim 1, Wherein the method further 
comprises: 

sending statistical information on said game, upon 
completion of said game, to a statistics monitor to 
update a statistics database. 

3. Amethod for online multiple player game payment and 
play according to claim 2, Wherein said step of sending 
statistical information on said game further comprises updat 
ing a ranking for said user. 

4. Amethod for online multiple player game payment and 
play according to claim 3, Wherein said at least one game 
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client comprises multiple game clients, each game client 
having a selected user, based on said ranking for each of said 
selected users, and the method further comprises: 

coordinating user data received from said multiple game 
clients to manage interactions of said selected users, 
and sending data to said multiple game clients that 
represents said interactions to be rendered to said 
selected users. 

5. Amethod for online multiple player game payment and 
play according to claim 1, Wherein said data sent to said at 
least one game client is three-dimensional data about vieWed 
objects in the game to render a visual scene to the user. 

6. Amethod for online multiple player game payment and 
play according to claim 1, Wherein said at least one game 
client comprises multiple game clients and the method 
further comprises: 

coordinating user data received from said multiple game 
clients to manage interactions of multiple users of said 
multiple game clients, and sending data to said multiple 
game clients that represents said interactions to be 
rendered to the multiple users. 

7. Amethod for online multiple player game payment and 
play according to claim 6, Wherein the coordinating of user 
data received from said multiple game clients is performed 
by a three-dimensional physics engine that manages inter 
action of representations of the multiple users With each 
other and three dimensional elements of the game. 

8. Amethod for online multiple player game payment and 
play according to claim 6, Wherein the method further 
comprises 

increasing the account balance for a particular user of said 
multiple users, upon completion of the game, When said 
particular user Wins the game; 

Wherein an amount of said increase in the account balance 
of said particular user is related to a total number of 
said multiple users. 

9. Amethod for online multiple player game payment and 
play according to claim 1, Wherein before the step of 
receiving a game selection, the method further comprises a 
step of requesting and receiving credit information from said 
at least one game client. 

10. A method for online multiple player game payment 
and play according to claim 1, Wherein before the step of 
receiving a game selection, the method further comprises: 

determining Whether predetermined account information 
exists for said at least one game client or said user; and 

accessing said predetermined account information for 
said at least one game client or said user. 

11. A method for online multiple player game payment 
and play according to claim 1, Wherein the account balance 
for said user is increased in value, upon completion of the 
game, When said user Wins the game. 

12. A method for online multiple player game payment 
and play according to claim 1, Wherein said user is a 
spectator user and said step of receiving user data from said 
at least one game client to register actions by said user in the 
game comprises receiving spectator user data related to a 
desired vieW of the game selected by the spectator user. 

13. A method for online multiple player game payment 
and play comprising the steps of: 

selecting a game to play from a game host, Wherein said 
game host sends credit information to a payment gate 
Way; 
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receiving data to render the game When the credit infor 
mation is veri?ed and approved; and 

sending user data to said game host to register actions of 
a user in the game; and 

sending information indicating or acknowledging a 
completion of the game, Wherein update information is 
subsequently sent to said payment gateWay to update an 
account balance for the user. 

14. A method for online multiple player game payment 
and play according to claim 13, Wherein the received data to 
render the game is three-dimensional data representing 
vieWed objects in the game to render a visual scene to the 
user. 

15. A method for online multiple player game payment 
and play according to claim 13, Wherein the received data to 
render the game includes representations of other users, 
corresponding to multiple users, interacting With said game 
host playing the game. 

16. A method for online multiple player game payment 
and play according to claim 15, Wherein said step of sending 
information indicating or acknowledging a completion of 
the game includes sending statistical information on said 
game to a statistics monitor and assigning said user a 
ranking. 

17. A method for online multiple player game payment 
and play according to claim 15, Wherein the method further 
comprises 

increasing the account balance for a particular user of said 
multiple users, upon completion of the game, When said 
particular user Wins the game; 

Wherein an amount of said increase in the account 
balance of said particular user is related to a total 
number of said multiple users. 

18. A method for online multiple player game payment 
and play according to claim 15, Wherein the method further 
comprises 

increasing the account balance for a particular user of said 
multiple users, upon completion of the game, When said 
particular user Wins the game; 

Wherein an amount of said increase in the account 
balance of said particular user is a ?xed amount. 

19. A method for online multiple player game payment 
and play according to claim 13, further comprising the steps 
of: 

sending a request to a master server for a list of available 

game hosts; 

receiving the list of available game hosts from said master 
server; and 

selecting said game host from the list of available game 
hosts. 

20. A method for online multiple player game payment 
and play according to claim 13, Wherein before the step of 
selecting a game from a game host, the method further 
comprises a step of sending said credit information to said 
game host upon a request from said game host for said credit 
information. 

21. A method for online multiple player game payment 
and play according to claim 13, Wherein predetermined 
account information exists for said user and access to said 
predetermined account information by said game host is 
permitted. 
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22. A method for online multiple player game payment 
and play according to claim 13, Wherein the account balance 
for said user is increased in value, upon completion of the 
game, When said user Wins the game. 

23. A method for online multiple player game payment 
and play according to claim 13, Wherein said user is a 
spectator user and said step of sending user data to said game 
host to register actions by said user in the game comprises 
sending spectator user data related to a desired vieW of the 
game selected by the spectator user. 

24. A method for online multiple player game payment 
and play according to claim 15, Wherein said user is a 
spectator user and said multiple users are spectator users and 
Whereby the spectator users interact With the game host to 
vieW the game and interact With each other. 

25. A method for online multiple player game payment 
and play according to claim 24, Wherein said update infor 
mation is based on interactions betWeen the spectator users. 

26. A method for online multiple player game payment 
and play according to claim 25, Wherein the account balance 
for said spectator user is changed in value, upon completion 
of the game, based upon the spectator user’s interaction With 
others of said spectator users. 

27. A method for online multiple player game payment 
and play, comprising the steps of: 

aWaiting a request from at least one game client for a 
listing of available game hosts; 

receiving said request from said at least one game client; 

sending a list of available game hosts to said at least one 
game client; 

aWaiting completion of a game by a user at said at least 
one game client; 

receiving payment information, With respect to said user, 
upon said completion of said game; 

sending statistical information on said game played by 
said user, upon said completion of said game, to a 
statistical monitor to update a statistics database. 

28. A method for online multiple player game payment 
and play according to claim 27, Wherein said step of sending 
statistical information on said game further comprises updat 
ing a ranking for said user. 

29. A method for online multiple player game payment 
and play according to claim 28, Wherein said step of 
aWaiting a request from at least one game client comprises 
aWaiting a plurality of requests from a plurality of game 
clients; a plurality of users, at said plurality of game clients, 
play said game; and said step of sending statistical infor 
mation comprises sending statistical information on said 
game related to results of said plurality of game clients in 
said game. 

30. A method for online multiple player game payment 
and play according to claim 29, Wherein said plurality of 
users are selected based on said ranking for each of said 
plurality of users. 

31. A method for online multiple player game payment 
and play according to claim 29, further comprising: 

increasing an account balance for a particular user of said 
multiple users, upon completion of the game, When said 
particular user Wins the game; Wherein an amount of 
said increase in the account balance of said particular 
user is related to a total number of said multiple users. 

32. A method for online multiple player game payment 
and play according to claim 27, Wherein said step of 
receiving payment information includes updating an account 
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balance for said user using said payment information; and 
Wherein said account balance is increased in value, upon 
completion of the game, When said user Wins the game. 

33. An online multiple player game payment system, 
comprising: 

at least one game client; 

one or more game hosts, With each game host having a 
selection of games that are playable in conjunction With 
said at least game client; 

a master server, supplying a listing of said game hosts 
upon receipt of a request from said at least game client; 

a payment gateWay, for verifying and approving user 
credit information sent from said at least one game 
client, said one or more game hosts, or said master 
server upon selection of one of said games; and 

a statistics monitor, for receiving data regarding an out 
come of said game from one or more game hosts and 
recording said data in a database. 

34. An online multiple player game payment system 
according to claim 33 Wherein said statistics monitor assigns 
a ranking for a user, playing said game at said at least one 
game client, based on the outcome of said game. 
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35. An online multiple player game payment system 
according to claim 34 Wherein said at least one game client 
comprises multiple game clients each having a particular 
user of multiple users, said one or more game hosts is 
con?gured such that said multiple game clients play said 
game and each of said multiple users is selected based on 
said ranking for each of said multiple users. 

36. An online multiple player game payment system 
according to claim 33 Wherein said at least one game client 
comprises multiple game clients each having a particular 
user of multiple users, said one or more game hosts is 

con?gured such that said multiple game clients play said 
game and each of said multiple users is selected based on a 
ranking for each of said multiple users. 

37. An online multiple player game payment system 
according to claim 33 Wherein said selection of games that 
are playable in conjunction With said at least game client are 
also playable in a spectator mode such that actions by a user 
at said at least one game client have no in?uence on the 

game. 


