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(57) ABSTRACT 

A scoring method and system for determining points in a 
game. Goal-based points are determined as a function of a 
player achieving a goal set by the player that is not pre 
de?ned by the game and are used to determine the player’s 
status in the game, such as Whether the player advances to 
a neXt level. Subjective style points are awarded if the player 
performs feats of style that are not necessary tasks of the 
game, depend upon the type of game, and may include 
sliding, spinning, jumping, blocking an opponent, passing 
an opponent, and avoiding obstacles. Objective skill points 
may be combined With subjective style points and goal 
based points. Alternatively, one of these three types of points 
may be modi?ed as a function of one or both of the other tWo 
types of points. 
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KUDOS SCORING SYSTEM WITH 
SELF-DETERMINED GOALS 

RELATED APPLICATIONS 

[0001] This application is a continuation of prior co 
pending application Ser. No. 10/347,675, ?led on Jan. 17, 
2003, Which itself is a divisional of a prior application, ?led 
as application Ser. No. 09/877,700 on Jun. 8, 2001 and 
subsequently issued as US. Pat. No. 6,604,008 on Aug. 5, 
2003, the bene?t of the ?ling dates of Which is hereby 
clairned under 35 U.S.C. § 120. 

FIELD OF THE INVENTION 

[0002] This invention generally relates to point scoring for 
games, and more particularly, to a point scoring method and 
system that enables a player to obtain points during a game 
in relation to a performance goal set by the player, and in 
relation to the player’s style of play as Well as the player’s 
skill in accomplishing tasks during play of the game. 

BACKGROUND OF THE INVENTION 

[0003] Many garnes enable a player to obtain points for 
successfully completing certain de?ned tasks of the game. 
For example, points may be aWarded to a player for corn 
pleting a task in a game in less time than any other player, 
or in less than a prede?ned target tirne. Alternatively, points 
are often aWarded to a player Who destroys one or more 

opponents. Such games reWard a player based on the play 
er’s objective skill in playing the game, but do not include 
any provision for aWarding points based upon the style 
applied by the player in completing a task of the game. 
Completion of objective tasks is the only measure of success 
in the game. 

[0004] HoWever, the style or ?air With Which a player 
performs a task in a game that only norrnally reWards 
successful completion of the task is often What makes a 
game more interesting for a player and observers. For 
example, professional athletes are often revered not just for 
their ability to perform the objective tasks of a game, but 
also for the ?nesse With Which they perform the tasks. A 
basketball player is often considered exceptional if the 
player can remain in the air for a long time before slarn 
dunking the ball through the net. HoWever, basketball does 
not aWard any points for the style of play, but only aWards 
the same tWo points for any baskets that have been success 
fully made. 

[0005] An example of an electronic skill-based game is 
RIDGE RACER® by Narnco, Ltd. RIDGE RACER sirnu 
lates autornobile racing and runs on a PLAYSTATIONTM 

game console, produced by Sony Computer Entertainment, 
Inc. In this game, the player races an automobile on a track 
against ?ve opponents. At each level of the game, the player 
must Win the race in order to progress to a more dif?cult 
level. In addition, at each level of the game, the player must 
reach each of a number of “split lines” Within a prede?ned 
time limit. The same limit is set, regardless of the player’s 
skill and ?nesse. If the player fails to reach the ?rst split line 
Within the prede?ned time limit, the player must race again 
at the same level. An unskilled player may have to repeat the 
same race numerous times before achieving all of the split 
line times and Winning the race to progress to the next level. 
This type of game can thus be very frustrating to neW 
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players. Conversely, a skilled player may Win the race easily, 
perforrning arnaZing overtakes of opponent cars, doing aWe 
some power slides, perforrning cool “tWo Wheel” turns 
around a sharp bend, and avoiding all collisions. For this 
skilled player, the loWer levels may be boring. Despite the 
additional skill, the reWard is the same; the skilled player 
simply is alloWed to progress to the next level. 

[0006] Some games attempt to address this problem by 
enabling a player to choose a setting of novice, intermediate, 
or expert before beginning play of the game. HoWever, even 
With these additional re?nernents, the underlying garne 
remains the same. Speci?cally, the player must beat the 
opponents and/or prede?ned time limits to progress to the 
next level. There are no additional reWards for a player 
performing a task better than the skill setting (i.e., novice, 
interrnediate, expert) chosen by the player. There are also no 
additional reWards for a player perforrning stylish feats that 
are not required tasks of the game. 

[0007] Conversely, in some games the Winner is the player 
Who best perforrns feats of style. Such garnes generally 
aWard a subjective score for graceful performance of tasks 
that have varying degrees of dif?culty. Typically, a subjec 
tive score for each task is multiplied by the degree of 
dif?culty of the task. For example, an electronic skateboard 
ing game called TONY HAWK’S PRO SKATERTM, by 
Treyarch, Inc., requires a player to perform skateboarding 
tricks of varying dif?culty to obtain points. When enough 
points are obtained, the player is reWarded With another 
skateboard or is advanced to the next level. 

[0008] Another electronic game, called SSXTM, by Elec 
tronic Arts, Inc., cornbines some aspects of style With racing 
to cross the ?nish line ?rst. HoWever, in this game, style and 
racing still remain separate, in terms of advancing Within the 
game. The game is based on the sport of snoWboarding, and 
a player must Win at one level to advance to the next level. 
SSX players compete in tWo types of events. The ?rst type 
of event is a race. If a player Wins the ?nal round of a race, 
the player is aWarded a medal for the course, and is alloWed 
to proceed to another course. The other type of event is the 
“shoWoff round,” Where the player is aWarded a medal, and 
alloWed to proceed to another course, based on the player’s 
total score after a single run. In the shoWoff round, points are 
aWarded for snoWboard tricks, Which include jumps and 
grabs. 
[0009] These tWo events are somewhat similar to those in 
the OLYMPICTM snoWboarding cornpetition. According to 
the official Web site of the Salt Lake City 2002 Olympic 
Winter Games, athletes will compete in a “Giant Slalom” 
event, and the ?nal competitors will be determined by their 
qualifying times and by Wing in preliminary events. In 
addition, athletes will compete in a “Halfpipe” event that is 
based only on subjective judging of style and ability to do 
tricks. 

[0010] The OLYMPIC event of Freestyle Mogul Skiing 
cornbines aspects of time and form in a split-scoring system. 
In this sporting event, judges evaluate an athlete’s turns and 
jumps over rnoguls to aWard seventy-?ve percent (75%) of 
an athlete’s points for a run. The speed of the skier through 
the run determines the remaining tWenty-?ve percent (25%) 
of the athlete’s score. The athlete’s run time is compared to 
a predetermined pace-setter’s time to determine the number 
of points for the athlete’s speed. An athlete receives (or 
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loses) a predetermined number of points for each incremen 
tal percentage difference from the pace-setter’s time to 
complete the run. In short, the sport is primarily subjective, 
based on form, but includes a minor component of scoring 
based on objective time. Currently, there does not appear to 
be any electronic game that implements the split-scoring 
method of Olympic Freestyle Mogul Skiing. 

[0011] The electronic snoWboarding game, SSX, dis 
cussed above, includes a minor style aspect to the racing 
events, but a Winner is primarily determined based upon 
objective race event results. Besides the separate “shoWoff 
round,” a player can perform optional tricks during a race 
event, Which indirectly enhance the player’s speed. Every 
time a trick is landed successfully, an “adrenaline meter” 
?lls up With “boost.” Boost passively increases the player’s 
base speed, and boost may be eXpended for a burst of speed. 
HoWever, the game still requires a player to Win the race in 
order to advance to the neXt level. Aplayer cannot lose the 
race, yet still obtain enough trick points to advance to the 
neXt level. 

[0012] Further, even if a player performs better than the 
player expected of himself or herself, the player Will still not 
advance to the neXt level Without Winning the race. The 
game itself sets the targets and goals for a player. The races 
and the goals listed are prede?ned (e.g., compete against the 
other players and pass the ?nish line ?rst). Even though SSX 
includes some aspects of style in racing, the game is 
fundamentally the same as simple games, such as RIDGE 
RACER, because a player must Win the race to advance to 
the neXt level. Again, an unskilled player may be frustrated 
by having to repeat the same race numerous times before 
progressing to the neXt level. Conversely, a skilled player 
may be bored by having to go through the loWer levels 
Without direct reWard for great style. 

[0013] Some other games enable a player to Wager on the 
player’s performance. Wagers may be for money or for other 
reWards, such as another car to use in the game. For 
eXample, a simulated boXing game called READY 2 
RUMBLETM, by MidWay Home Entertainment, Inc., 
enables a player to Wager on beating an opponent in the ring. 
If successful, the player receives simulated money to spend 
on additional skills or other simulated reWards in the game. 
HoWever, there are no style aspects to the game, and the 
game does not enable a player to Wager on anything other 
than Winning a boXing match. 

[0014] It Would therefore be desirable to address the above 
problems by providing a combined scoring system for use in 
a game that enables a player to score and progress in the 
game via a common point system. It Would also be desirable 
to enable a player to bene?t from the player’s style of 
performance in games that don’t normally (or don’t prima 
rily) include points aWarded for a player’s style as part of the 
game. Moreover, it Would be desirable to provide a game 
scoring system that enables a player to set goals for a game 
that if successfully achieved, Will result in points being 
aWarded the player. Thus, a scoring system addressing these 
issues Would provide the folloWing tWo bene?ts individually 
or in combination: 

[0015] enable players to SET THEIR OWN GOALS 
in the game—e.g., set the parameters for completing 
a race or challenge in order to Win more points; 

and/or 
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[0016] enable players to advance based not only on 
their results in the race or challenge, but also based 
on hoW STYLISHLY they achieve those results, 
especially in games that do not normally (or not 
primarily) include a style aspect as part of the points 
aWarded in the game. 

SUMMARY OF THE INVENTION 

[0017] In one aspect of the present invention, a game 
scoring method and system provides for determining points 
as a function of a player’s performance in relation to 
achieving a goal set by the player. Instead of the game 
de?ning the performance goal, the player is able to set a 
goal, such as specifying a time Within Which the player Will 
complete a task, or indicating a number of opponents that the 
player Will beat, or specifying a handicap the player Will 
overcome, or identifying a relative position in Which the 
player Will ?nish a portion of the game. These goal-based 
points are preferably used to determine a player’s status in 
the game, such as determining Whether the player Will 
advance to a neXt level. A predetermined number of goal 
based points may be aWarded if the player meets the goal set 
by the player. Alternatively, the goal-based points aWarded 
Will be determined as a function of the amount by Which the 
player eXceeds the goal that Was set. In a further variation, 
the player may be enabled to gamble that the player Will 
achieve the goal, and may gamble a joker or Wildcard that 
magni?es the player’s points. 

[0018] In another aspect of the present invention, subjec 
tive style points are determined based on the player’s 
performance With relation to subjective criteria. Such crite 
ria include the technique exhibited by the player to accom 
plish a task of the game, or Whether the player performed 
feats of style that are not necessary to complete a task of the 
game. Style feats depend on the type of game or the activity 
being scored. For eXample, a racing game may include style 
feats such as sliding, spinning, jumping a vehicle into the air 
(or running on tWo Wheels), blocking an opponent, passing 
an opponent, and avoiding obstacles. A search-and-destroy 
game may include style feats such as somersaulting before 
destroying an opponent, tWirling a Weapon, and shooting 
backWard over the player’s shoulder to destroy an opponent 
instead of facing the opponent and shooting forWard. 

[0019] The invention may further determine and use 
objective skill points based on the player’s performance With 
relation to objective criteria, such as time, position, speed, or 
other physical parameters. Objective skill points may be 
combined With subjective style points and goal-based points. 
Alternatively, one of the types of points may be modi?ed as 
a function of one, or both, of the other tWo types of points. 
For eXample, objective skill points may be multiplied by a 
factor that is a function of the subjective style points. 

[0020] Another aspect of the present invention is directed 
to an electronic system that implements the above scoring 
method. Such a system may be an electronic game or an 
electronic scoring system utiliZed to score a non-electronic 
game. A further aspect of the present invention is directed to 
a machine readable medium on Which are stored machine 
instructions that generally cause a processing device to 
perform the method described above. 
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BRIEF DESCRIPTION OF THE DRAWING 
FIGURES 

[0021] The foregoing aspects and many of the attendant 
advantages of this invention Will become more readily 
appreciated as the same becomes better understood by 
reference to the following detailed description, When taken 
in conjunction With the accompanying draWings, Wherein: 

[0022] FIG. 1 is a schematic isometric vieW of a gaming 
system, Which is suitable for use in implementing the present 
invention; 

[0023] 
FIG. 1; 

[0024] FIG. 3 illustrates a netWork gaming system in 
Which the gaming system of FIG. 1 is connected via a 
netWork to other consoles and services; 

FIG. 2 is a block diagram of the gaming system of 

[0025] FIG. 4 is a How diagram of logic used to determine 
advancement and other reWards in an exemplary automobile 
racing game; 

[0026] FIG. 5 is a How diagram of logic used to determine 
stage points and a stage rating based on a player-de?ned 
goal, objective skill tasks, and subjective style feats, in the 
automobile racing game of FIG. 4; 

[0027] FIG. 6 is a How diagram of logic for enabling a 
player to gamble on the player’s oWn potential by setting a 
goal to be met in a stage of the game (e.g., in a single racing 
event), and gambling a joker multiplier; 

[0028] FIG. 7A is a diagram of a goal screen displayed to 
a player, enabling the player to select a target time to 
complete one lap of a race track; 

[0029] FIG. 7B is a diagram of a goal screen displayed to 
a player, enabling the player to select a target position in 
Which the player believes he or she Will ?nish a race against 
four other opponents; 

[0030] FIG. 8 is a diagram of a simulated automobile in 
a poWer slide and illustrating the parameters associated With 
the poWer slide; 

[0031] FIG. 9 is a How diagram of logic used to determine 
the number of slide points aWarded for a poWer slide; and 

[0032] FIG. 10 is a How diagram of logic used to apply 
one or more multipliers to event points aWarded for per 
forming tWo or more events at the same time, or for 
beginning one or more additional events Within a short time 
after completing a previous event. 

DESCRIPTION OF THE PREFERRED 
EMBODIMENT 

[0033] A preferred embodiment of the invention is 
described beloW With relation to an electronic gaming sys 
tem, and more speci?cally With relation to a simulated 
automobile racing game played on an electronic gaming 
system. Those skilled in the art Will recogniZe that the 
present invention may also be implemented in an arcade 
game, in a hand-held device that executes a game, in a 
personal computer, as an electronic scoring system applied 
to a non-electronic game or sport, and in other systems for 
applying points to an activity. 
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[0034] Gaming System 

[0035] FIG. 1 shoWs an exemplary electronic gaming 
system 100 that includes a game console 102 and support for 
up to four controllers, such as controllers 104a and 104b. 
Game console 102 is equipped With an internal hard disk 
drive (not shoWn) and a portable media drive 106 that 
supports various forms of portable storage media, as repre 
sented by an optical storage disk 108. Examples of suitable 
portable storage media include DVD disks, compact disk 
read only memory (CD-ROM), game disks, and so forth. 

[0036] On a front face of game console 102 are four slots 
110 for connection to and support of the controllers, 
although the number and arrangement of slots may be 
modi?ed. A poWer button 112 and an eject button 114 are 
also positioned on the front face of game console 102. PoWer 
button 112 controls application of electrical poWer to the 
game console, and eject button 114 alternately opens and 
closes a tray (not shoWn) of portable media drive 106 to 
enable insertion and extraction of storage disc 108. 

[0037] Game console 102 connects to a television or other 
display monitor (not shoWn) via audio/visual (A/V) interface 
cables 120. A poWer cable plug 122 provides electrical 
poWer to the game console When connected to an alternating 
current line source (not shoWn). Game console 102 may be 
further provided With a data connector 124 to transfer data 
over a netWork, such as the Internet, at conventional tele 
phone modem speeds or broadband speeds. 

[0038] Each controller 104a and 104b is coupled to game 
console 102 via a Wire (or alternatively through a Wireless) 
interface. In the illustrated implementation, the controllers 
are Universal Serial Bus (USB) compatible and are con 
nected to game console 102 via USB cables 130. Game 
console 102 may be equipped With any of a Wide variety of 
user interaction mechanisms. As illustrated in FIG. 1, each 
controller 104a and 104b is equipped With tWo thumbsticks 
132a and 132b, a D-pad 134, buttons 136, and tWo triggers 
138. These mechanisms are merely representative, and other 
knoWn gaming mechanisms may be substituted for or added 
to those shoWn in FIG. 1. 

[0039] A removable or portable memory unit (MU) 140 
may be inserted into controller 104 to provide additional and 
portable storage. Portable MUs enable users to store game 
parameters and port them for play on other consoles. In the 
described implementation, each controller is con?gured to 
accommodate tWo MUs, although more or feWer than tWo 
MUs may be employed instead. 

[0040] Gaming system 100 is capable of playing, for 
example, games, music, and videos. With different storage 
offerings, games and other data can be played from the hard 
disk drive or from optical storage disk 108 in drive 106, from 
an online source, or from MU 140. For example, gaming 
system 100 is capable of playing: 

[0041] Game titles stored on CD and DVD discs, on 
the hard disk drive, or doWnloaded from an online 
source; 

[0042] Digital music stored on a CD in portable 
media drive 106, in a ?le on the hard disk drive (e.g., 
WindoWs MediaTM Audio (WMA) format), or 
derived from online streaming sources; and 
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[0043] Digital AV stored on a DVD disc in portable 
media drive 106, or in a ?le on the hard disk drive 
(e.g., in an Active Streaming Format), or from online 
streaming sources. 

[0044] FIG. 2 shoWs functional components of gaming 
system 100 in greater detail. Game console 102 has a central 
processing unit (CPU) 200 and a memory controller 202 that 
facilitates processor access to various types of memory, 
including a ?ash read-only memory (ROM) 204, a random 
access memory (RAM) 206, a hard disk drive 208, and 
portable media drive 106. CPU 200 is equipped With a level 
1 cache 210 and a level 2 cache 212 to temporarily store data 
so as to reduce the number of memory access cycles, thereby 
improving processing speed and throughput. CPU 200, 
memory controller 202, and various memory devices are 
interconnected via one or more buses, including serial and 
parallel buses, a memory bus, a peripheral bus, and a 
processor or local bus using any of a variety of bus archi 
tectures. By Way of example, such architectures can include 
an Industry Standard Architecture (ISA) bus, a Micro Chan 
nel Architecture (MCA) bus, an Enhanced ISA (EISA) bus, 
a Video Electronics Standards Association (VESA) local 
bus, and a Peripheral Component Interconnects (PCI) bus. 

[0045] As one suitable implementation, CPU 200, 
memory controller 202, ROM 204, and RAM 206 are 
integrated onto a common module 214. In this implemen 
tation, ROM 204 is con?gured as a ?ash ROM that is 
connected to memory controller 202 via a PCI bus and a 
ROM bus (neither of Which are shoWn). RAM 206 is 
con?gured as multiple Double Data Rate Synchronous 
Dynamic RAM (DDR SDRAM) that are independently 
controlled by memory controller 202 via separate buses (not 
shoWn). Hard disk drive 208 and portable media drive 106 
are connected to the memory controller via the PCI bus and 
an AT Attachment (ATA) bus 216. 

[0046] A 3D graphics processing unit 220 and a video 
encoder 222 form a video processing pipeline for high-speed 
and high-resolution graphics processing. Data are carried 
from graphics processing unit 220 to video encoder 222 via 
a digital video bus (not shoWn). An audio processing unit 
224 and an audio encoder/decoder (codec) 226 form a 
corresponding audio processing pipeline for high ?delity 
and stereo processing. Audio data are carried betWeen audio 
processing unit 224 and audio codec 226 via a communi 
cation link (not shoWn). The video and audio processing 
pipelines output data to an A/V port 228 for transmission to 
the television or other display monitor. In the illustrated 
implementation, video and audio processing components 
220-228 are mounted on module 214. 

[0047] Also implemented by module 214 are a USB host 
controller 230 and a netWork interface 232. USB host 
controller 230 is coupled to CPU 200 and memory controller 
202 via a bus (e.g., the PCI bus), and serves as a host for 
peripheral controllers 104a-104d. NetWork interface 232 
provides access to a netWork (e.g., the Internet, home 
netWork, etc.) and may be any of a Wide variety of various 
Wire or Wireless interface components, including an Ethernet 
card, a modem, a Bluetooth module, a cable modem, and the 
like. 

[0048] Game console 102 has tWo dual controller support 
subassemblies 240a and 240b, With each subassembly sup 
porting tWo game controllers 104a-104d. A front panel 
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input/output (I/O) subassembly 242 supports the function 
ality of poWer button 112 and eject button 114, as Well as any 
light-emitting diodes (LEDs) or other indicators exposed on 
the outer surface of the game console. Subassemblies 240a, 
240b, and 242 are coupled to module 214 via one or more 
cable assemblies 244. 

[0049] Eight MUs 140a-140h are illustrated as being 
connectable to four controllers 104a-104d, i.e., tWo MUs for 
each controller. Each MU 140 offers additional storage on 
Which games, game parameters, and other data may be 
stored. When inserted into a controller, MU 140 can be 
accessed by memory controller 202. 

[0050] A system poWer supply module 250 provides 
poWer to the components of gaming system 100. A fan 252 
cools the circuitry Within game console 102. 

[0051] To implement the present invention, a softWare 
application 260 comprising machine instructions is stored on 
hard disk drive 208. Alternatively, the machine instructions 
are stored on other storage media (or doWnloaded over the 
netWork). When the game console is poWered on, various 
portions of softWare application 260 are loaded into RAM 
206 and/or caches 210, 212 and executed by CPU 200. 
SoftWare application 260 is described beloW in greater 
detail. 

[0052] Gaming system 100 may be operated as a standa 
lone system by simply connecting the system to a television 
or other display monitor. In this standalone mode, gaming 
system 100 enables one or more players to play games, 
Watch movies, or listen to music. HoWever, With conven 
tional modem or broadband connectivity to the Internet or 
other netWork made available through netWork interface 
232, gaming system 100 may be further operated as a 
component of a larger netWork gaming community. 

[0053] NetWork Gaming 

[0054] FIG. 3 shoWs an exemplary netWork gaming envi 
ronment 300 that interconnects multiple gaming systems 
100a, . . . 100n via a netWork 302. NetWork 302 represents 

any of a Wide variety of data communications netWorks and 
may include public portions (e.g., the Internet), as Well as 
private portions (e.g., a residential Local Area NetWork 

NetWork 302 may be implemented using any one or 
more of a Wide variety of conventional communications 
con?gurations including both Wired and Wireless types. Any 
of a Wide variety of communications protocols can be used 
to communicate data via netWork 302, including both public 
and proprietary protocols. Examples of such protocols 
include TCP/IP, IPX/SPX, NetBEUI, etc. 

[0055] In addition to gaming systems 100, one or more 
online services 304a, . . . 304m may be accessible via 

netWork 302 to provide various services for the participants, 
such as hosting online games, serving doWnloadable music 
or video ?les, hosting gaming competitions, serving stream 
ing A/V ?les, and the like. NetWork gaming environment 
300 may further employ a key distribution center 306 that 
plays a role in authenticating individual players and/or 
gaming systems 100 to one another as Well as to online 
services 304. Distribution center 306 distributes keys and 
service tickets to valid participants that may then be used to 
form games including multiple players or to purchase ser 
vices from online services 304. 
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[0056] Network gaming environment 300 introduces 
another memory source available to individual gaming sys 
tems 100, i.e., online storage. In addition to optical storage 
disk 108, hard disk drive 208, and MU(s) 140, gaming 
system 100a can also access data ?les available at remote 
storage locations via netWork 302, as exempli?ed by remote 
storage 308 at online service 304m. 

[0057] Exemplary Game—Auto Racing 

[0058] The logic shoWn in FIG. 4 is used to determine 
advancement of a player to a neW level and other reWards in 
an exemplary automobile racing game. At a step 400, the 
game is initialiZed and parameters are set up for beginning 
play of the game. For example, a player may obtain a car by 
selecting from a set of cars available to the player’s current 
level. Alternatively, the player may need to Win a car through 
a standard challenge race, or by other means. Additional 
setup steps may include selecting a city in Which to race, or 
another racing environment. The player may select from 
among additional game options, such as muting sound or 
disclosing cheats. 

[0059] When the game is setup, the player may go to a ?rst 
chapter of stages, or to a previously accessed chapter of 
stages. Preferably, the game includes multiple chapters, each 
chapter comprising multiple stages. To open or advance to 
another chapter, the player must successfully complete a 
number of stages Within one chapter. The player successfully 
completes a stage by achieving a player-adjustable goal in 
the stage. A stage is preferably a type of race that is played 
independent of other races (i.e., independent of other 
stages). Optionally, a stage may be a portion of a single race. 
Examples of various stages include: 

[0060] Hotlap—the player races against the clock for 
one or more laps of the race track to complete one of 
the laps Within a target time; 

[0061] Timed Run—the player races against the 
clock to complete a preset number of laps (e.g., three 
laps) of the race track Within a target; 

[0062] Speed Challenge—the player races against the 
clock (and optionally against opponents) to maintain 
an average speed during one or more laps of the race 

track; 

[0063] Pass Challenge—the player races against a 
number of opponents, and attempts to pass as many 
opponents as possible in one or more laps of the race 

track; 

[0064] One-on-one—the player races against one 
opponent for one or more laps of the race track, and 
attempts to beat the opponent, possibly after provid 
ing the opponent With a head start; and 

[0065] Street Race—the player races against tWo or 
more opponents for one or more laps of the race 

track, and attempts to beat at least one of the oppo 
nents, although not necessarily all of the opponents. 

[0066] At a step 402, the player selects a stage from 
among the number of stages in the current chapter. After 
selecting a stage, the player plays the stage (e.g., drives the 
race), and accrues stage points at a step 404. Accrual of stage 
points depends on a variety of reWard actions involving 
objective skill and subjective style. Points are aWarded for 
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successfully performing objective skill tasks and for suc 
cessfully performing subjective style feats. Objective skill 
tasks are undertakings that must be achieved by the player 
to complete a current stage. Examples include completing a 
run around a portion of the race track, ?nding shortcuts, or 
picking up fuel packs. Conversely, subjective style feats are 
optional actions, such as doing a poWer slide during the race. 
Further details regarding style feats are discussed beloW. 

[0067] If the player successfully completes a stage, the 
stages points are applied to a Kudos score. The Kudos score 
is a total number of points accrued in the game from all 
stages previously raced by the player, in all chapters previ 
ously accessed. As discussed in further detail beloW, the 
Kudos score may be used to determine the player’s advance 
ment in the game, and/or to provide the player With other 
reWards. 

[0068] Preferably, after completing a stage, the accrued 
stage points are used to determine a stage rating of the 
player’s performance in the stage. The stage rating may be 
a numerical value relative to some standard, such as a scale 
of one (1) to ten (10). Alternatively, the stage rating may be 
one of a number of discrete levels, such as gold, silver, or 
bronZe. The stage rating may also be Zero or blank, repre 
senting the player’s failure to achieve the player’s desired 
goal for the stage. 

[0069] The stage rating is determined and stored at a step 
406. Also, an overall chapter performance is determined, or 
revised, based on the most recent stage rating. The chapter 
performance is a function of the stage ratings obtained from 
the stages played so far in the chapter. Preferably, chapter 
performance determines Whether a player is permitted to 
access the next chapter. In this manner, chapter performance 
is indirectly based on points accrued for objective skill tasks 
and subjective stylish feats. The relationship is indirect, 
because chapter performance is based on stage ratings, 
Which are based on stage points, and stage points are based 
on both objective skill tasks and subjective stylish feats. 
Alternatively, the chapter performance may be based 
directly on the Kudos score. 

[0070] At a decision step 408, the current chapter perfor 
mance is compared against a chapter threshold level to 
determine Whether the player Will be permitted to access the 
next chapter. If the current chapter performance exceeds the 
chapter threshold level, the player is enabled to access the 
next chapter at a step 410. OtherWise, the total Kudos score 
is compared With a next reWard level, at a decision step 412. 
As indicated above, the total Kudos score may be used 
separately to obtain reWards instead of determining Whether 
a player can advance to a neW chapter. For example, at a step 
414, based upon the Kudos score, the player may be offered 
a higher-performance car, special components for the play 
er’s car, or other indirect reWards. Also as indicated above, 
the total Kudos score may optionally be used to directly 
reWard the player With earlier advancement to a neW chapter. 

[0071] At a decision step 416, the logic determines 
Whether the player has chosen to quit the game. If the player 
chooses to quit, the game simply ends. Alternatively, control 
returns to step 402, Where the player may select another 
stage to play, or may repeat the previous stage. 

[0072] FIG. 5 illustrates hoW stage points and a stage 
rating are determined, based on a player-set goal in the 
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automobile racing game. At a step 450, the stage is initially 
set up for play. For example, options that are speci?c to the 
stage can be chosen, such as the particular car used by the 
player, music that Will play during the stage, or other 
options. At a step 452, a player-adjustable goal is established 
and stored. Further detail on setting a goal is provided beloW 
With regard to FIG. 6. Once a goal is established, the 
selected stage is executed, at a step 454, and stage points are 
accrued during play of the stage. As indicated above, stage 
points are a function of tWo kinds of reWard actions. 
Objective reWard actions, (i.e., successfully performing 
objective skill tasks) result in objective points being added 
to the running total of stage points for the player. Subjective 
reWard actions (i.e., performing subjective style feats) result 
in subjective points being added to the running total of stage 
points for the player. 

[0073] When play is complete for the current stage, the 
logic determines, at a decision step 456, Whether the player 
set goal Was achieved. If the player did not achieve the goal, 
all points accrued for that stage are deleted at step 458. 
Optionally, the stage points accrued could simply be reduced 
as a consequence of the player not achieving the goal that 
Was set. Alternatively, the player may even lose points from 
the stage points previously accumulated. At this point in the 
logic, since the goal Was not achieved, no stage rating is 
determined for the stage. Instead, the game simply enables 
the player to repeat the stage at a step 460. Alternatively, the 
player may select a different stage to attempt. 

[0074] If the goal is achieved, hoWever, the stage points 
accrued are enhanced at a step 462. Preferably, the stage 
points are increased only if the player exceeded the goal. 
Also, preferably, the stage points are increased as a function 
of hoW difficult the goal Was, and as a function of the amount 
by Which the player beat the goal. In addition, the stage 
points may be further increased if the player gambles a joker, 
or Wild card, prior to playing the stage to further gamble on 
achieving the goal. At a decision step 464, the game deter 
mines Whether a joker Was gambled by the player. If a joker 
Was gambled, a joker multiplier is applied to the stage points 
at a step 466, to further increase the points obtained for the 
stage. If a joker Was not gambled, no additional points are 
obtained. Optionally, the stage points may be reduced if a 
joker Was gambled, but the player failed to achieve the goal 
set by the player. 

[0075] Based on the stage points, the game determines a 
stage rating at a step 468. As indicated above, the stage 
rating is preferably a function of a predetermined number of 
points expected for the stage. The predetermined number of 
points expected for the stage may represent an average 
number of points obtained, for example, by players partici 
pating in a usability study When the game Was being 
developed and prior to its public release. Alternatively, the 
predetermined number of points expected for the stage may 
represent an average number of points obtained by the 
player in previous attempts at completing the stage. Those 
skilled in the art Will recogniZe that a variety of methods 
may be used to establish a number of points expected for the 
stage. Also, as indicated above, multiple levels of predeter 
mined points may be employed, for example, to represent a 
gold level, a silver level, and a bronZe level. 

[0076] Once the stage rating is determined, the stage 
points are added to the player’s previous total Kudos score 
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for the game, at a step 470. The player is again enabled to 
repeat the stage, if desired, at a step 460. HoWever, if the 
player chooses to repeat the stage and does not perform as 
Well, the previous stage points are replaced by the stage 
points obtained during the second attempt. This step 
includes replacing the stage points With Zero points if the 
player-adjustable goal is not achieved during the second 
attempt, even if it Was achieved during the ?rst attempt. The 
player may try to gain more points by raising the goal to a 
more dif?cult level before the second attempt, but may fail 
to achieve the goal during the second attempt. If the player 
fails to achieve the goal set during the second attempt, the 
stage points for the ?rst attempt are replaced by Zero points. 
As a result, the player’s chapter performance and total 
Kudos score are reduced. Alternatively, a less successful 
second attempt could be ignored, and the previous stage 
points retained, Which Would result in the best score for the 
stage being retained for the player’s chapter performance 
and total Kudos score. 

[0077] FIG. 6 illustrates the logic for setting and gambling 
on a goal, Which the player believes Will be achieved. An 
unskilled player may set a loW-performance goal in a stage 
to ensure achieving the goal and advancing. Conversely, a 
highly skilled player can set a high-performance goal, 
increasing the potential to obtain more points for taking a 
bigger risk. Preferably, a player Will receive more points for 
setting a more dif?cult goal and just making it, than for 
setting an easy goal and surpassing it by a large amount. 
Thus, this scoring system reWards a player gambling With a 
greater risk of failure, on the player’s skill potential. The 
player-adjustable goal for each of the above stages is as 
folloWs: 

[0078] Hotlap—the time Within Which the player 
believes one lap, out of one or more laps of the race 
track, can be completed by the player; 

[0079] Timed Run—the time Within Which the player 
believes a preset number of laps (e.g., three laps) of 
the race track can be completed by the player; 

[0080] Speed Challenge—the average speed that the 
player believes can be maintained by the player 
during one or more laps of the race track; 

[0081] Pass Challenge—the number of opponents 
that the player believes can be passed by the player 
in one or more laps of the race track; 

[0082] One-on-one—the head start time that the 
player believes can be given to an opponent, While 
the player still is able to beat the opponent in one or 
more laps of the race track; and 

[0083] Street Race—the ?nishing position that the 
player expects to achieve in a race against tWo or 
more opponents for one or more laps of the race 
track. 

[0084] To the set the appropriate goal, the game logic ?rst 
determines and displays a goal curve, at a step 480. The goal 
curve depicts a relationship betWeen a target parameter, such 
as time, and a relative number of points that Will be aWarded 
if the goal is achieved for the stage. Further discussion of the 
goal curve is provided beloW in regard to FIGS. 7A and 7B. 

[0085] At a step 482 of FIG. 6, the game determines and 
displays a par goal that the player is expected to achieve. The 
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par goal is a default goal predetermined for the game, based 
on factors known prior to beginning the stage. For example, 
if the player is driving a high-performance car, the player 
Will be expected to achieve a more dif?cult goal than if the 
player Were driving a loW-performance car. Thus, for a 
high-performance car, the game Will determine and display 
a higher par goal than if the player Were driving a loWer 
performance car. Speci?cally, each car available in the game 
is assigned a car performance factor (CPF) that is a numeri 
cal value betWeen 1.0 (loWest-performance car) and 4.0 
(highest-performance car). The CPF of the player’s selected 
car is applied to an average goal for the stage in determining 
the par goal. Other factors may also be used to determine the 
par goal, including the player’s past performance, the race 
track conditions, and/or the number of opponents. 

[0086] The player may select a more dif?cult goal that 
deviates from the par goal, to suit the player’s preference 
and/or the player’s oWn perceived skill level. At a decision 
step 484, the game determines Whether the player modi?ed 
the goal via an input device. If so, the game logic adjusts the 
goal, at a step 486. Correspondingly, the game adjusts the 
display of the goal, at a step 488. Preferably, the player is 
limited in adjusting the goal to Within a minimum and a 
maximum value, so as to make the goal Worth achieving. 

[0087] As indicated above, the player may further gamble 
on the player’s performance in the stage by using a joker 
prior to beginning the stage. At a decision step 490, the game 
?rst determines Whether the player has a joker available. A 
joker may have been previously aWarded to the player for 
reaching a prede?ned level of total Kudos points, reaching 
a prede?ned level of stage points for a previous stage, or for 
reaching some other level of performance. If the player has 
a joker available, the game determines at a decision step 492, 
Whether the player has chosen to gamble the joker. If the 
player has elected to gamble the joker, the game sets a joker 
multiplier at a step 494. After the joker multiplier is set, or 
if the player did not elect to gamble the joker, or if the player 
does not have a joker available to gamble, the goal-setting 
portion is complete, and control returns to the stage, Which 
the player may then begin playing. 

[0088] To illustrate further detail of goal setting, FIG. 7A 
provides a diagram of a Hotlap goal screen 500 that is 
displayed to the player for gambling on a Hotlap stage. 
Hotlap goal screen 500 enables the player to select a target 
lap time 502 Within Which the player gambles that one lap 
of a racetrack Will be completed by the player, out of one or 
more laps around the race track. A time goal graph 504 
illustrates the relationship betWeen target lap time 502 and 
a relative number of Kudos points that the player Will be 
aWarded for achieving target lap time 502. If the player 
achieves the goal, the Kudos points Will be applied to the 
points obtained via objective skill tasks and subjective style 
feats during the Hotlap stage. Time goal graph 504 includes 
a horiZontal time axis 506, and a vertical Kudos points axis 
508. A time goal curve 510 de?nes the time-versus-points 
relationship. Preferably, the relationship de?nes a function 
that Will be applied to the points obtained during the Hotlap 
stage. Alternatively, the relationship may de?ne the number 
of Kudos points that Will be added to the points obtained 
during the Hotlap stage. 

[0089] Target line 512 tracks time goal curve 510 as a user 
adjusts target lap time 502 by selectively activating one of 
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dif?culty buttons 514. In this case, increasing the dif?culty 
reduces the time Within Which the player believes a best lap 
of the racetrack Will be completed by the player. Increasing 
the dif?culty, by reducing the time, increases the relative 
number of Kudos points the player Will be aWarded for the 
stage, if the player completes one of the laps Within the 
selected target time. Joker button 516 enables the player to 
selectively gamble the joker that the player Will complete 
one of the laps of the racetrack Within target time 512. 
Preferably, the number of laps in Which the player is given 
to achieve target lap time 502, is limited. Limiting the 
number of laps for a Hotlap stage provides more challenge 
to the player by providing more incentive for the player to 
obtain points for achieving a difficult target lap time, rather 
than building up a large number of points, based on stylish 
feats, over an unlimited number of sloWer laps. Race button 
518 is selected to enable the player to begin the race. 

[0090] FIG. 7B is a diagram of a Street Race goal screen 
520 displayed to the player for gambling on a Street Race 
stage. Street Race goal screen 520 enables the player to 
select a target position 522 in Which the player expects to 
?nish a street race against a number of opponents (e.g., four 
opponents). Aposition goal graph 524 illustrates the relative 
relationship betWeen target position 522 and a relative 
number of Kudos points that Will be aWarded for achieving 
the targeted position. Position goal graph 524 includes a 
horiZontal position axis 526 and a vertical Kudos points axis 
528. A position goal curve 530 de?nes the position-versus 
points relationship. Target line 532 tracks position goal 
curve 530 as the player adjusts target position 522 With 
dif?culty buttons 534. In this case, an increase in dif?culty 
corresponds to a higher ?nishing position (i.e., at or nearer 
to the Winning ?rst place position). Conversely, decreasing 
the dif?culty loWers the target ?nishing position. Preferably, 
the player is not alloWed to set a target position of last place, 
so as prevent the street race from being meaningless. 

[0091] Street Race goal screen 520 also includes a racers 
list 536. Racers list 536 identi?es the CPF of the car used by 
the player and each opponent, assisting the player to gage 
the target position that might be achievable. The difference 
in CPF betWeen the player’s car and each opponent’s car is 
also used to establish the relative number of points the player 
Will receive for each ?nishing position. For example, the 
CPF of the player’s car is one factor point above the CPF of 
the car of opponent 3. Thus, position goal curve 530 
indicates that the player Would not obtain very many points 
for ?nishing in 4th position, beating only opponent 3. Con 
versely, the player Would obtain quite a feW more points for 
?nishing in 3rd place, by beating opponent 3 and opponent 
2, Who has a car With a slightly higher CPF than the player. 
As position goal curve 530 illustrates, the relative number of 
points the player might obtain increases as a function of the 
difference in CPF betWeen the player’s car and each oppo 
nent’s car. Thus, it is signi?cant that if the player is using a 
car that has a loWer CPF than those of the opponents, the 
player may select a loWer ?nishing position than ?rst place, 
yet still be aWarded points for that stage of the game by 
achieving the selected goal. 

[0092] As discussed above, the player may also gamble a 
joker through joker button 538 to further bene?t from 
successfully achieving the target position. Once satis?ed 
With the selected goal, the player may press race button 540 
to begin the race. 
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[0093] Also as indicated above, a player may enhance the 
player’s stage points, regardless of the stage goal, by per 
forming feats of style. Style feats for the exemplary auto 
mobile racing game include, but are not limited to, the 
folloWing: 

[0094] PoWer slide—sliding the car in the proper 
direction of travel, While the primary axis of the car 
is at a substantial angle relative to the direction of 

travel; 
[0095] “J” turn—reversing the car’s direction by 180 

degrees in a spinning maneuver; 

[0096] Donut—spinning the car 360 degrees; 

[0097] TWo Wheeling—getting the car onto tWo 
Wheels, such as by driving the car up onto a curb to 
bounce tWo Wheels of one side of the car into the air; 

[0098] Catching air—jumping the car into the air, 
such as by driving over a large hill at a high rate of 
speed; 

[0099] Slalom—driving around cones on a coned 
section of the route, Without disrupting the cones; 

[0100] Block—cutting off an opponent Who is trying 
to pass; 

[0101] Passing—more points are obtained for pass 
ing an opponent at a much greater speed than the 
opponent is traveling (i.e., “bloWing by” an oppo 
nent); 

[0102] Clean split—completing a section of the track 
Without any errors in driving; 

[0103] Avoiding collisions With barriers; 

[0104] Avoiding collisions With other cars; and 

[0105] Making a good start to the race. 

[0106] As an example of a style feat, FIG. 8 illustrates a 
poWer slide. A car 552 is traveling on track 550 and moves 
from a ?rst location 554 to a second location 554‘ along a 
path 556. HoWever, axis 558 of car 552 de?nes an angle 560 
relative to path 556. Angle 556 is determined based on the 
relative position of the car betWeen tWo successive display 
frames. TWo successive display frames establish ?rst loca 
tion 554 and second location 554‘ and thus establish path 
556. Path 556 is measured in regard to axis 558 of the car 
to determine angle 560 during the slide. If angle 560 exceeds 
a predetermined threshold (e.g., 15°), and if other criteria are 
met (e.g., no collisions With objects or other cars occur), car 
552 is deemed to be successfully performing a poWer slide 
along path 556. 

[0107] FIG. 9 illustrates the logic used to determine the 
number of points aWarded for a poWer slide (i.e., slide 
points). The poWer slide is a style feat, because it is not a 
necessary act and is not required to complete an event (race) 
in the game. In fact, it may be a detrimental act, from an 
objective standpoint, because car 552 Will likely lose veloc 
ity as a result of the poWer slide. HoWever, the player is still 
reWarded With slide points for the poWer slide, because the 
poWer slide is considered a stylish feat. 

[0108] At a step 570, the game detects slide initiation. 
Slide initiation is based on a simulation of the actual physics 
that enable a car to slide. For example, the game includes a 
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mathematical simulation of friction betWeen the car’s tire 
and the track. To determine slide initiation, the game logic 
detects a tire friction level that is beloW a friction threshold. 
The game logic also detects that the car has exceeded a 
threshold angle betWeen the axis of the car and the path of 
travel. As further con?rmation that the car is poWer sliding, 
and not just spinning, successive frames of the car’s location 
are used to determine that the car’s travel distance along the 
path of travel is greater than a distance threshold. When the 
game logic determines that the car is sliding, the speed of the 
car at the point the car began sliding is stored. The game 
logic then begins computing slide points on a frame-by 
frame basis. 

[0109] Speci?cally, at a decision step 572, the game ?rst 
determines Whether the car Was involved in a collision 
during the frame. The car might collide With another car, a 
barrier, or other object. If the game determines that the car 
has collided With an object, the game sets the slide points to 
Zero at a step 574. Thus, no slide points are aWarded for the 
poWer slide if the car is involved in a collision, because the 
poWer slide is no longer considered stylish if the player did 
not maintain suf?cient control during the poWer slide to 
avoid a collision. It should be apparent that this determina 
tion is subjective, depending on the game design. For 
example, it may be considered even more stylish if a player 
can intentionally poWer slide into a moving target, such as 
an opponent. A collision may also result in simply reducing 
the slide points rather than eliminating them altogether. 

[0110] HoWever, in this example, if no collision is detected 
during a frame, the game logic computes points for the 
frame at a step 576 and adds those frame points to the total 
slide points accumulated thus far. The number of points 
computed for one frame of sliding is preferably a function of 
a number of parameters, including the angle of the car as it 
slides, the distance the car slides Within the frame, Whether 
the car is sliding in a straightaWay or curve, and/or other 
parameters. In addition, the number of points for a single 
frame may be further increased if one or more additional 
reWard actions occur during the frame. For example, if 
during the poWer slide frame, the player also passes an 
opponent, the points computed for the frame may be mul 
tiplied by a prede?ned constant. Thus, the points for the 
stylish feat of poWer sliding are further increased as a reWard 
for the more stylish feat of being able to pass an opponent 
While sliding. 

[0111] Once the points are computed for a frame and 
added to the total slide points, the game determines, at a 
decision step 578, Whether the slide has terminated during 
that frame. This determination is made in an inverse of the 
Way used to determine slide initiation. If the poWer slide has 
not terminated, control returns to decision step 572 to 
process the next frame. If, hoWever, the poWer slide has 
terminated, the game logic notes the car’s exit speed from 
the slide and determines, at a decision step 580, Whether the 
exit speed is greater than Zero. If the exit speed is greater 
than Zero, the game further increases the slide points, at a 
step 582. If, hoWever, the poWer slide Was terminated 
because the car came to a complete stop (Without colliding), 
the slide points are not further increased. An increase in slide 
points for a positive exit speed may be based on the 
difference betWeen the slide entry speed and the slide exit 
speed, or may be based only on the slide exit speed. 
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[0112] At a decision step 584, the game counts doWn a 
predetermined delay time (e.g., a predetermined number of 
frames), Within Which no other collision may occur. If a 
collision occurs after the poWer slide has terminated, but 
Within the predetermined delay time, all of the accumulated 
slide points are lost at step 574, in this embodiment. It is not 
considered stylish to perform a poWer slide, then immedi 
ately thereafter collide With another object. If, hoWever, no 
collision occurs Within the predetermined delay time, but the 
player initiates another reWard action Within the delay time, 
yet another multiplier may be applied to the slide points, at 
a step 586. For eXample, if a player performs a poWer slide, 
then quickly pops the car up onto tWo Wheels, the player is 
given additional points for combining the poWer slide With 
another stylish feat. The neW reWard action need not nec 
essarily be a stylish feat. For eXample, the slide points may 
be multiplied if the player accomplishes a skill task, such as 
crossing the ?nish line, Within the predetermined delay time 
after the poWer slide (or during a poWer slide frame). In any 
event, once the predetermined delay time has passed, and the 
total slide points are determined, the slide points are added 
to the points accumulated thus far for the stage, at a step 588. 

[0113] FIG. 10 is a How diagram of logic used to apply 
one or more multipliers to points accumulated for perform 
ing tWo or more reWard actions at the same time, or for 
beginning one or more additional reWard actions in the short 
predetermined delay time, as described above. This logic 
illustrates that multipliers may be nested at multiple levels to 
increase the points aWarded for skill tasks and style feats. 
Speci?cally, at a step 590, the game logic computes points 
given for a ?rst reWard action, such as the poWer slide 
discussed above. At a decision step 592, the game deter 
mines Whether a second reWard action Was carried out, such 
as passing an opponent, While poWer sliding. If a second 
reWard action is detected, the game computes separate points 
for the second reWard action at a step 594. At a decision step 
596, the game then determines Whether yet another reWard 
action Was implemented. If a third reWard action Was not 
carried out, the game applies a second reWard action mul 
tiplier to the ?rst reWard action points, at a step 598. For 
eXample, as discussed above, a multiplier is applied to the 
slide points for the poWer slide reWard action if the player 
also passes an opponent While sliding. 

[0114] If, hoWever, a third reWard action Was initiated, the 
game computes separate points for the third reWard action at 
a step 600. The process of nesting multipliers continues at a 
decision step 602, Where the game determines Whether a 
fourth reWard action Was initiated. Theoretically, this nesting 
can continue, limited only by the processing poWer of the 
game system, but in a practical sense, Will likely be limited 
to tWo or three levels. As can be seen by step 604, if no 
fourth reWard action Was initiated, the game applies a third 
reWard action multiplier to the second reWard action points 
(e.g., to the points for passing an opponent). In addition, the 
third reWard action multiplier is applied to the ?rst reWard 
action points (e.g., to the points for poWer sliding), at a step 
606. As before, the second reWard action multiplier is then 
applied to the ?rst reWard action points, at step 598. Thus, 
the points can be based not only on individual skill tasks and 
style feats, but also on combinations of skill tasks and style 
feats. 

[0115] Although the present invention has been described 
in connection With the preferred form of practicing it and 
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modi?cations thereto, those of ordinary skill in the art Will 
understand that many other modi?cations can be made to the 
invention Within the scope of the claims that folloW. For 
eXample, enabling a player to set a goal in the game may be 
applied to almost any aspect of a game. Alternatively, or in 
addition, enabling a player to obtain points for a style feat 
that is not a necessary task of the game may be applied to 
any game that does not already require the style feat. 
Accordingly, it is not intended that the scope of the invention 
in any Way be limited by the above description, but instead 
be determined entirely by reference to the claims that folloW. 

The invention in Which an eXclusive right is claimed is 
de?ned by the folloWing: 
1. A method of aWarding subjective style feat points to a 

player in a game played using an electronic device, com 
prising the steps of: 

(a) enabling a player to attempt to perform an action in the 
game in a stylish manner, Wherein an action performed 
in a stylish manner comprises a style feat; 

(b) detecting that a style feat has been initiated in a frame; 
and 

(c) analyZing parameters indicative of the stylish manner 
in Which the action is being performed by the player on 
a frame-by-frame basis, to determine a number of style 
feat points to be aWarded to the player, the style feat 
points accumulated by the player over a plurality of 
frames for a style feat being reduced if the player 
continues performing the action in a manner that is not 
vieWed as stylish in the game. 

2. A method of determining style feat points aWarded to 
a player Who is controlling a motion of a virtual entity that 
is moving in a game being played using an electronic device, 
comprising the steps of: 

(a) enabling the player to control the virtual entity While 
the virtual entity is moving in the game, to attempt to 
control the motion in a stylish manner; 

(b) detecting that the motion of the virtual entity in the 
stylish manner has been initiated in an initial frame; 

(c) analyZing the motion of the virtual entity over suc 
cessive frames after the initial frame, in a frame-by 
frame manner until the style feat has terminated, using 
physical laWs of motion, the motion of the virtual entity 
being analyZed to determine parameters associated 
With the motion that are indicative of a success of the 
player in controlling the motion in the stylish manner; 
and 

(d) aWarding style feat points to the player if the motion 
of the virtual entity being controlled by the player is 
determined to be stylish, based upon the parameters. 

3. The method of claim 2, Wherein if the step of analyZing 
determines that the motion of the virtual entity controlled by 
the player Was stylish in a frame, adding at least one frame 
point to a total style feat points thus far accumulated by the 
player, and if not, not aWarding any style feat points to the 
player for the frame. 

4. The method of claim 2, further comprising the step of 
determining Whether at least one additional reWard action 
has occurred in a frame, and if so, computing additional style 
feat points that are included With the total style feat points 
accumulated by the player. 






