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(57) ABSTRACT 

A game and messenger client-server system is provided 
including a plurality of game clients, a game server, a 
plurality of messenger clients, and a messenger server. The 
game server includes logic to operate a rnultiplayer game 
using inputs from and outputs to an active game set of game 
clients, Wherein garne clients other than those in the active 
game set can join an active game by supplying the game 
server With a reference to the active garne. Additionally, 
logic is included for coupling a game client to a messenger 
client to alloW the game client to send the messenger client 
data used to initiate joining a game, Whereby a message sent 
by the messenger client includes the data used to initiate 
joining a game. Also, logic is included for initiating a join of 
a game at an invitee client, using data received in a message 
to the invitee. 

1O 

14 

/ 
GAME SERVER 

ACTIVE 
GAME 

ACTIVE 
GAME 

18 

/ 
MESSENGER SERVER 

B'uddy 
Lists 



Patent Application Publication Feb. 3, 2005 Sheet 1 0f 13 US 2005/0027382 A1 

/ 
1O 

14 
20(1) ‘ 

rJ /) / 
GAME CLIENT GAME SERVER 

l INV MSG 
ACTIvE ACTIvE I 

MESSENGER CLIENT GAME GAME 

/) 
22(1) 

18 

12(2) 22(2) / 

MESSENGER CLIENT MESSENGER SERVER 

. - 

Buddy 
Lists 

Fig. 1 



Patent Application Publication Feb. 3, 2005 Sheet 2 0f 13 US 2005/0027382 A1 

12(1) 

20(1) 

GAME CLIENT 

34 3O 

'"Vmim" Network Interface + > T° Game 
instructions Server 

36 32 

Client 018 Messaging 
Variables . Interface ’ 

O/S 
22(1) Message _/ 38 

MESSENGER CLlENT 

Fig. 2 



Patent Application Publication Feb. 3, 2005 Sheet 3 0f 13 

12(2) 

/ 
22(2) 

K’ 

US 2005/0027382 A1 

26 

‘34L’ From 

GAME CLIENT 

H40 /42 
BUDDY LIST MESSAGE LIST ‘ 

j 
INVOKER 

$96 
013 SYSTEM 
SERVICES 

i 
INVOKES lNVlTEE 
GAME CLIENT WITH 

CORRECT PARAMETERS 

Fig. 3 

> M nger 

Server 



Patent Application Publication Feb. 3, 2005 Sheet 4 0f 13 US 2005/0027382 A1 

lnviter Game Server Messenger lnvitee 
Sewer __ 

l l I 

I I | 
81 

| I | 
lnviter lnvokes A 
Game Client 

. | I l 

l s2 283 
' Game Server ' ' Game Client Starts . 

0r Joins A Game * Serves A“ Aot've 
Game 

I I l 

55 l 84 
l I l 

lnviter Creates Game Server 
Message For Provides 

lnvitee lncluding 4 I Connection Details ' I 
lnvocation Data To tnviter Client 

:6 | I 287 | 288 
lnviter Sends The lnvitee Messenger 

State Update I I Messenger | Client Receives 
Message L Server Routes > Message‘ 

lndicating "In 1' messefge T0 Including 
Game" State | ' lnv'tee ' Invocation Data 

+ 89 

t l l lnvitee Decides To 
7 Join Game 

I I ‘ l + sjo 
tnvitee invokes 

Game Client Using 
' 512 l l Invocation Data 

r S 1 
l 

Game Sewer I Game Client Jolns 
Accepts New Game Using 

‘ Player Invocation Data 
l ___-.___-_,L__ 

Fig. 4 





Patent Application Publication Feb. 3, 2005 Sheet 6 0f 13 US 2005/0027382 A1 

Tami-0f 6M Che/d‘ 

(Nike QM 

5 \0 L. T‘AVIMOQ @[5 Nssilana 
?‘l'STEM 

W5 émuorg arm? Fm. é, 

Dw-kn‘i 47146155 
HIM ZCNUIM (mmg 310i 
CHEM“ uypq,‘ A GM 

SQELtF-m. (CON 

b41015 GAME 

Quém' usmb. _ 

\NVuCFj-‘w W 
Him $1166 Me$6M€ 

PIC-7 @ 

5 1,03 



Patent Application Publication Feb. 3, 2005 Sheet 7 0f 13 US 2005/0027382 A1 

GE’) b?anJzheédork 
GE) priscilla1us 
@ [0m123494949 

Y Friends 
(>5) brian_the__dork 
@ priscilla1us 
2:1‘; tom123494949 [D umbChal] , 

l 
& 
\ 
1, 
1 
l 
i 
l 



Patent Application Publication Feb. 3, 2005 Sheet 8 0f 13 US 2005/0027382 A1 

,..... .,mw_--W- u” whim . 

- is.’ Yahoo! Messenger 

FIG/l0 



Patent Application Publication Feb. 3, 2005 Sheet 9 0f 13 US 2005/0027382 A1 

.7 ‘l " Y! Messenger Server 

Tom's Computer 

He he 

Q Debbie's Computer 

Fm. H7) 

Y! Web Server 

Y! Messenger Sewer 

Game Server 

‘ , 

£15‘ 5“ "g3" 

% e ' cg ome he 

Q? Tom's Computer Q Debbie's Computer ’ 

F163 HF 



Patent Application Publication Feb. 3, 2005 Sheet 10 0f 13 US 2005/0027382 A1 

. "9 

HQ’) MSW 9-1404“ 



Patent Application Publication Feb. 3, 2005 Sheet 11 0f 13 US 2005/0027382 A1 

1%- 13 ~ 



Patent Application Publication Feb. 3, 2005 Sheet 12 0f 13 US 2005/0027382 A1 

‘7 Fellow Gamers 

l__ m ‘I'M-0x424“. EYE” 

Friends 
I ma 5°?’ g 
‘' Yahoo! Help 
@ YahooHelper 

1516/ H 



Patent Application Publication Feb. 3, 2005 Sheet 13 0f 13 US 2005/0027382 A1 

33333:; E8955 . .v “as; H 30:23:: 
my YES. g ‘20139: T? w e: .22 E "REED 

we. 530x028.’ @ _ H 

W aioocm @ 

i . £28m @ 
is Q e2 @ 2313c @ 

29.50.. 53m Ew ,. HEIUSW. 



US 2005/0027382 A1 

GAME SERVER FOR USE IN CONNECTION WITH 
A MESSENGER SERVER 

CROSS-REFERENCES TO RELATED 
APPLICATIONS 

[0001] The present application claims the bene?t of pri 
ority from US. Provisional Patent Application Ser. No. 
60/215,710, ?led on Jul. 3, 2000, Which is hereby incorpo 
rated by reference as if set forth in full in this document for 
all purposes. 

FIELD OF THE INVENTION 

[0002] The present invention relates to the use of a game 
server in connection With a messenger server in a multi-user 
netWorked computing environment. 

BACKGROUND OF THE INVENTION 

[0003] With the advent of the global inter-netWork of 
netWorks generally referred to as “the Internet,” communi 
cation betWeen users connected to the Internet has been 
facilitated by programs such as email and instant messaging. 
Instant messaging alloWs users connected to the Internet to 
communicate betWeen each other in real-time. Typically, a 
?rst user doWnloads an instant message program into their 
Internet connectable computing device that can invoke a 
WindoW that includes a section for typing messages and for 
shoWing a list of other online users designated as “buddies” 
or as “friends” by the ?rst user. Users can chat With any 
number of online buddies by selecting the desired users from 
their buddy list. A connection is then made betWeen the user 
and selected buddy. Once the connection is completed, the 
users can communicate by typing and sending messages. 
Unlike email, the instant messages are designed to appear on 
the other user’s instant message WindoW as soon as they are 
sent and While the recipient is online. Thus, an interactive 
chat can be held using the instant message system. 

[0004] Additionally, interactive games can be played 
through the Internet. For eXample, a card game, such as 
hearts, can be played betWeen users. A user Who desires to 
play in an interactive game can log on to a Web site to join 
a game. At the Web site, the user could decide to join a game 
With random players or can join a game With friends if the 
user has a reference to the game the friends are playing. 
HoWever, to join a friend’s game, the user must have 
reference to the speci?c game on the Web site, such as a 
directory or uniform resource locator (“URL”). The user 
might have received the reference to the friends’ game 
through email, or any other communications means, or 
alternatively, the user could have searched the site for games 
the user’s friends Were playing. Once locating the game, the 
Web site typically facilitates joining the user to the game by 
providing a link or URL for the user to select to join the 
game. Once joining the game, the players of the game Would 
then all vieW the same game and interact With the game 
through their respective broWsers or user interfaces. As each 
player interacts With the game, the results of the interactions 
appear on all players’ screens that are participating in the 
game. For eXample, if a player discards a card in the hearts 
game, all players Would see the card discarded. Thus, users 
in remote locations can play an interactive game of hearts. 

[0005] Using an instant messenger program, buddies can 
facilitate joining an interactive game betWeen themselves. A 
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teXt message can be sent to another online user through the 
instant messaging system asking the user if they Want to play 
the desired game. Once receiving the message, the user can 
decide to join the game With the requester. HoWever, to join 
the game, the user must have doWnloaded the game before 
hand. Thus, if the game that the requester Wants to play has 
not been doWnloaded, the user Would have to ?nd out Where 
the game is located and doWnload the game before proceed 
ing. Once doWnloaded, the user launches the game in the 
user’s computer. The game then ?nds connection informa 
tion for the game from the user’s instant messenger program 
and connects to the game. In conventional instant messaging 
con?gurations, the only communication sent betWeen the 
requester and user is a teXt message asking the user to play 
a game. No other information regarding the game is sent to 
the user. Thus, the user must affirmatively ?nd the game 
requested or doWnload the game and connect to the game the 
requester is playing. 

[0006] Additionally, the only users that can participate in 
the game are the users that Were invited by the user Who sent 
the original invitation. The invitation is sent out to the 
invited users and a game is launched With only the invited 
users as possible players. If there are other buddies Who 
Want to participate, the buddies must be af?rmatively invited 
by a player of the game. Also, the players of the game are 
transparent to other buddies on the players’ buddies lists. In 
other Words, other buddies do not knoW the players are 
participating in an interactive game. Rather, the buddies only 
know that the players are currently on-line. 

BRIEF SUMMARY OF THE INVENTION 

[0007] The present invention relates to a game and mes 
senger client-server system. In one embodiment of the 
present invention, end users connect game clients to a game 
server to alloW multiple users to interact in a game. End 
users can use messenger clients to notify other end users that 
the noti?er is currently in an online game and provide 
instructions for others to join a multiplayer game. In some 
embodiments, the messages sent to messenger clients of 
invitees contain suf?cient data to alloW an invitee to join a 
speci?c game that the inviter is playing 

[0008] In one embodiment of the present invention, a 
client-server system includes a plurality of game clients, a 
game server, a plurality of messenger clients, and a mes 
senger server. The game server includes logic to operate a 
multiplayer game using inputs from and outputs to an active 
game set of game clients of the plurality of game clients, 
Wherein game clients other than those in the active game set 
can join an active game by supplying the game server With 
a reference to the active game. The messenger server 
includes logic to forWard messages from a sender messenger 
client to a receiving messenger client. Additionally, logic is 
included for coupling a game client to a messenger client to 
alloW the game client to send the messenger client data used 
to initiate joining a game, Whereby a message sent by the 
messenger client includes the data used to initiate joining a 
game. Also, logic is included for initiating a join of a game 
at an invitee client, using data received in a message to the 
invitee. 

[0009] In another embodiment, a method of operating a 
multi-player game having a plurality of game clients and a 
plurality of messenger clients in communication With a 
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game server and a messenger server is provided. The method 
includes the steps of joining the game by sending a reference 
to the game to the game server; sending, from an inviter 
game client to an inviter messenger client, data used to 
initiate joining the game; sending a message including the 
data used to initiate joining the game to the messenger 
server; routing the message to an invitee messenger client; 
and using the data in the routed message to invoke a game 
client and join the game. 

[0010] In one embodiment, the present invention provides 
for a softWare development kit (SDK) including novel 
softWare and processes. An exemplary game according to 
the present invention supports a SDK in connection With a 
local messenger client When the game connects to or dis 
connects from a game server, Where such connects and 
disconnects use a small piece of code to effectuate multi 
player gaming. When connecting to a game server, the game 
creates a command line that another player could use to 
launch his/her copy of the game and connect to the same 
game server. This command line (along With a short game 
name and description of the particular server) is sent from 
the messenger client to everyone in a player’s friend list. The 
buddies’ messenger clients doWnload some additional game 
information and then shoWs an icon for the game next to the 
game player’s name. When a friend selects “Join game,” the 
messenger attempts to launch the game executable With the 
command line to join the same game server. If the users 
agree, the friends can remotely play a game together accord 
ing to the present invention. 

[0011] A further understanding of the nature and advan 
tages of the invention herein may be realiZed by reference of 
the remaining portions in the speci?cations and the attached 
draWings. 

BRIEF DESCRIPTION OF THE DRAWINGS 

[0012] FIG. 1 is a block diagram of a game-messenger 
client-server system according to one embodiment of the 
present invention; 

[0013] FIG. 2 is a block diagram shoWing the inviter 
client of FIG. 1 in more detail; 

[0014] FIG. 3 is a block diagram shoWing the invitee 
client of FIG. 1 in more detail; 

[0015] FIG. 4 is a ?oWchart illustrating actions of an 
inviter client, a game server, a messenger server and an 
invitee client, as part of a process of inviting an invitee into 
a game and having the invitee join the game; 

[0016] FIG. 5 is an illustration of an invocation message 
sent from an inviter game client to an inviter messenger 

client; 
[0017] FIG. 6 is a ?oWchart of a process used by a game 
client to send a message if a messenger client is available; 

[0018] FIG. 7 is a ?oWchart of a process used by an 
invitee messenger client to display messages from invitees 
and invoke games; 

[0019] FIG. 8 shoWs an example of a user’s messenger 
WindoW as displayed on an user interface; 

[0020] FIG. 9 shoWs an example of an invitee’s messen 
ger WindoW con?gured to receive a noti?cation or invitation 
to play a game; 
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[0021] FIG. 10 shoWs an exemplary invitee’s messenger 
WindoW as displayed on a user interface for participating in 
a game; 

[0022] FIGS. 11A-E are simpli?ed block diagrams of an 
exemplary game-messenger system; 

[0023] FIG. 12 shoWs another embodiment of the system 
according to the present invention; 

[0024] FIG. 13 illustrates yet another embodiment of the 
game-messenger client system, Wherein messages betWeen 
user clients are sent peer-to-peer; 

[0025] FIG. 14 illustrates a screen shot of an exemplary 
messenger WindoW for an invitee messenger client; and 

[0026] FIG. 15 illustrates a screen shot for an exemplary 
inviter having a game and messenger client according to one 
embodiment of the present invention. 

DETAILED DESCRIPTION OF SPECIFIC 
EMBODIMENTS OF THE INVENTION 

[0027] In one embodiment of a game-messenger system 
that is described beloW, each of a plurality of end users 
operates a game client and a messenger client. The game 
clients interface With a central game server and the messen 
ger clients interface With a central messenger server. Not 
Withstanding that description, it should be understood that 
the game client and messenger client can be merged into a 
single program or plug-ins to a single program, the central 
game server and the central messenger server can be oper 
ated as a uni?ed server, and the central game server and/or 
the central messenger server can be replaced With a distrib 
uted server, all Without necessarily departing from the scope 
of the invention. It should also be understood that the present 
invention is not limited to games, but that Where a multi 
player game (i.e., a game con?gured to alloW tWo or more 
players) is used as an example herein, another non-game 
multi-user application could be used instead. For example, 
instead of notifying other players of multiplayer game play, 
an inviter could invite other computer or computing device 
users to join in some other multi-user activity. 

[0028] In this description, the terms “inviter” and “invi 
tee” are used to distinguish end users betWeen those that are 
playing a game and notifying others and those that are 
noti?ed and given a notice of the playing. Often, the 
“invitee” Will not so much be making an invitation to 
invitees to join a game but Would be simply notifying 
buddies of the inviter that the inviter is playing an online 
game. Thus, instead of “inviter,”“invitee” and “invitation,” 
the terms “noti?er,”“notifyee” and “noti?cation,” respec 
tively, might be used instead. On the other hand, in some 
embodiments, an inviter is actively inviting invitees. One 
implementation of such an embodiment might include a list 
of invitees maintained for the inviter that is used to limit the 
noti?cation to only those users that the inviter speci?cally 
invites. 

[0029] FIG. 1 is a block diagram of an exemplary game 
messenger client-server system 10 according to one embodi 
ment of the present invention. In system 10, users connect 
for online game play by connecting user computers 12 to a 
game server 14 via a netWork 16. In a speci?c implemen 
tation, user computers 12 are Internet-connectable comput 
ers (desktop computers, laptop computers, palm-siZed com 
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puters, Wearable computers, set-top boxes, embedded TCP/ 
IP clients, Wireless phones With a user interface, and the 
like), game server 14 is an Internet-connected server respon 
sive to requests at a URL designated by the operator of the 
game server and netWork 16 is the global inter-netWork of 
netWorks generally referred to as the “Internet”. The typical 
computer 12 includes a broWser or other HTTP (Hyper Text 
Transport Protocol) client that is used to provide a user With 
HTTP access to the Internet and the collection of documents 
served by HTTP servers that is generally referred to as the 
“World Wide Web”, “WWW”, or simply “the Web”. A 
messenger server 18 is also provided, often over netWork 16, 
so that one or more user can send messages (typically 

“instant messages”) over netWork 16 to other users. 

[0030] An exemplary computer 12 includes a display and 
display screen (e.g., monitor, ?at panel LCD, etc.) for 
presenting to a user a graphical user interface (GUI). 

[0031] Computer 12 comprises standard computer com 
ponents (not shoWn) such as a disk drive, CDROM drive, 
display adapter, netWork card, random access memory 
(RAM), central processing unit (CPU), and other compo 
nents, subsystems and devices. User input devices such as 
mouse having buttons, keyboard, trackball, touch-screen, 
digitiZing tablet, etc. may be used to by a user to enter 
information into computer 12. 

[0032] Computer 12 includes also subsystems that are 
typically be found in a computing device such as computer 
12. Subsystems generally include an input/output (I/O) 
controller, a system memory (or random access memory 
“RAM”), a central processing unit (CPU), a display adapter, 
a communications port, a ?xed hard drive disk, a netWork 
interface adapter, Which in turn is coupled electrically to a 
netWork, and any other like subsystems. The use of a bus 
alloWs each of the subsystems to transfer data among 
subsystems and, most importantly, With the CPU, Where the 
CPU might be a Sparc, an Intel CPU, a PoWerPC, or the like. 
External devices can communicate With the CPU or other 
subsystems via the bus by interfacing With a subsystem on 
the bus. Thus, a monitor connects With the display adapter 
and relative pointing device (e.g., a mouse) connects 
through one of the communication ports. Some devices such 
as keyboard can communicate With the CPU by direct means 
Without using the main data bus as, for example, via an 
interrupt controller and associated registers. Accord to some 
embodiments described herein, a game client and a messen 
ger client operate to present a user With graphical informa 
tion on a user interface for playing a game as Well as 

notifying other friends of one’s action of playing a game. 

[0033] The netWork provides the communication means, 
such as physical interconnective links comprising copper 
Wire, ?ber optic cable, or the like, for transmitting and 
receiving signals. Wireless communication means, such as 
radio Waves or the like, are also understood to provide 
means to transfer information from a source to a destination. 

[0034] As is Well knoWn in the art of netWork communi 
cations, netWorks are con?gured to communicate electrical 
information, such as a computer data signal comprising data 
(e.g., binary data bits) superimposed upon a radio or any 
other carrier Wave. Aperson having ordinary skill in the are 
Would appreciate that a carrier Wave is electromagnetic 
energy propagated from a source by radiation, optical or 
conduction Waves and is suitable for embodying an infor 
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mation-bearing signal, such as a computer data signal. In 
one embodiment, a carrier Wave behaves, or is modulated, 
according to a netWork protocol, such as Ethernet, IEEE 
1394, TCP/IP, or any other communication protocol, so as to 
include computer data information. The carrier Wave can be, 
for example, a direct current, an alternating current, or a 
pulse chain. In modulation of the carrier Wave, it may be 
processed in such a Way that its amplitude, frequency, or 
some other property varies so as to embody data for transfer. 

[0035] In the ?gures, distinct instances of like objects are 
distinguished With parenthetical indices. For example, user 
computer 12 might refer to 12(1) or 12(2). In this example, 
12(1) refers to an inviter client operated by an inviter, Who 
invites a user operating invitee client 12(2) to join a game. 
In a typical system, there may be many inviters, many games 
and many invitees. Also, if alloWed by a game, an invitee 
might be an invitee in one instance and later be an inviter. 
As shoWn in FIG. 1, invitee client 12(2) is in a state prior 
to being invited and joining a game. 

[0036] Game server 14 can be a conventional game server 
or one specially designed for this application. Atypical game 
server maintains data, such as game state, user position, and 
user statistics, for active users participating in a game. While 
data storage for only tWo games are shoWn in FIG. 1, a game 
server often hosts many more simultaneous games. A game 
server might be referenced by a URL for the game server, 
With a speci?c port reference or URL string that speci?es a 
speci?c game in progress. The reference to the game being 
served to client 12(1) is knoWn to a game client 20(1) 
running on client 12(1), or can be obtained by game client 
20(1). As shoWn, a messenger client 22(1) is also running on 
client 12(1) and is capable of receiving an operating system 
(“O/S”) message from game client 20(1). 

[0037] As shoWn, messenger clients 22 are coupled to 
messenger server 18 for sending messages, such as instant 
messages, betWeen clients 12. Messenger server 18 is shoWn 
With tWo databases, a buddy list database and a user list 
database. Generally, the user list database maintains infor 
mation about a user, such as their connection address and 
their connection status (i.e., off-line or on-line). Buddy list 
database maintains a list, for each enrolled user, of other 
enrolled users that the user Wishes to notify When they are 
online, typically friends, family and other users With Which 
the user associated With the buddy list has chosen to alert 
When the user is online. Thus, if a user A Were to get online 
and if user B is on or is associated With user A’s buddy list, 
then user B Would be noti?ed When User A is online, 
affording user B a chance to send an instant message to user 
A When user B is online and noti?ed that user A is also 
online. It should be understood that the databases can be 
embodied in many different forms of data structures, such as 
relational tables maintained by a relational database man 
agement system or text ?les containing data in predeter 
mined formats. 

[0038] Referring noW to FIG. 2, additional details of a 
game client and a messaging client are there shoWn. Game 
client 20(1), in this case the inviter game client, is shoWn 
including a netWork interface 30, an O/S messaging inter 
face 32, invocation program code 34 and client variables 36. 
NetWork interface 30 connects game client 20(1) to netWork 
16, in turn connecting game client 20(1) to a game server. 
O/S messaging interface 32 alloWs game client 20(1) to send 
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messages to other processes running on client 12(1), such as 
a messenger client. Invocation program code 34 is informa 
tion usable by an invitee to invoke their oWn game client and 
connect to a game in Which game client 20(1) is currently 
playing. Client variables 36 include data (i.e., game data) 
such as an identi?er of the particular game being played and 
hoW to invoke the game client. 

[0039] This game data can be provided in an O/S message 
38 to messenger client 22(1). Where a multiplayer game is 
already Written, it can be simply retro?tted by the maker of 
the game to output O/S message 38 When a messenger client 
is running in a space reachable by O/S message 38, typically 
running on the same computer as the game client. For 
example, a small subroutine might be added to a game client 
such that upon initiation of the game client and connection 
to a game server the game client checks for the presence of 
a messenger client (or at least the ability of a messenger 
client to receive a message) and, if present, sends an O/S 
message containing invocation data (described in more 
detail beloW, With reference to FIG. 5). 

[0040] As shoWn in FIG. 3, a messenger client 22(2) 
running on an invitee client 12(2), is coupled to receive 
messages, such as state message 26 indicating that a par 
ticular buddy changed state (e.g., changed from online to 
offline or any other state relevant to the game-messenger 
application). Messenger client 22(2) is shoWn including a 
local copy of a buddy list 40, a message list 42 and invoker 
program code (an “invoker”)44. When messenger client 
22(2) receives a state message indicating that an inviter has 
joined a game, messenger client 22(2) changes the status of 
that inviter in buddy list 40 and may add a message to 
message list 42. The status message can be construed as an 
invitation, but it might just be construed as an indication or 
a notice to the buddies of the inviter that the inviter is 
playing a particular game, as Well as an indication of hoW to 
join the game. 

[0041] If the invitee opts to join the game, invoker 44 
handles sending an invocation command to operating system 
services 46. In one embodiment, game programs are invoked 
using command lines and registry entries and the invocation 
parameters are sufficient to join the game client to the correct 
game at the correct server. 

[0042] Since the game clients are preferably provided 
from a common source, the O/S message sent from the 
inviter game client to the inviter messenger client can easily 
be designed to contain enough information to invoke that 
game client on another machine, assuming that the invitee 
oWns and has installed the game client in a condition to be 
invoked on the invitee client. Also, if the game clients are 
provided from a common source, the messenger clients and 
servers do not have to necessarily understand the contents of 
the message or specially process the message, except for the 
optional display of a game-speci?c icon. Of course, a good 
security design for a messaging system Would require that 
the messages conform to some limits set by the system to 
control the uses of the messaging system. The messages 
might be constrained to conform to the formats shoWn for 
the returned ?le described in more detail beloW. 

[0043] Where invocation information varies from client to 
client, such as Where the invocation might depend on the 
installed directory location for the game client executables, 
that information can be stored in a registry or similar 
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construct and be referenced by the game client installation 
using a reference that is common, or at least knoWn, to other 
game clients. 

[0044] Referring noW to FIG. 4, a ?oWchart there shoWs 
one series of steps, labeled S1, S2, etc., in the order most 
likely to be carried out, for a method of invoking a game at 
an invitee client. In step S1, the inviter client invokes a game 
client. As explained elseWhere, the inviter might have been 
itself an invitee. At step S2, the inviter’s game client 
connects to a game server to join or start a game. In 

response, the game server serves up an active game (S3) and 
provides (S4) the inviter With enough information, such as 
IP address and port number, so the inviter can play the game. 

[0045] The inviter game client then checks for the avail 
ability of a messenger client and, if a messenger client is 
such that it can receive a message, the game client creates a 
message (S5) and sends the message to the messenger client. 
The messenger client then sends the message to the mes 
senger server (S6), Which then forWards the message to all 
the online users on the inviter’s buddy list (S7). In some 
variations, the message is only forWarded to select users 
from the buddy list. 

[0046] When the invitee receives the message (S8) and the 
invitee decides to join the game referenced in the message 
(S9), the invitee’s messenger client sends an invocation 
message to the operating system services of the invitee client 
With enough information to invoke the game client and point 
the game client to the game the inviter is playing (S10). 

[0047] The invitee thus joins a game (S11) and the game 
server serves that joined client as one of the players (S12). 

[0048] When a client ends a game or terminates a game 
client, the game client might also include code that executes 
just before the game client terminates. Such code might 
generate a message similar to an invocation message and 
cause the messenger client to send a message indicating the 
neW state (e.g., “out of game”) to the buddies, to inform all 
that one of the game players is no longer actively in the 
game. Such a message is also useful for providing some 
indication, or reversal of a prior indication, at the invitee 
messenger client that there is no longer a game in Which to 
be invited. One possible implementation is to change the 
icon presented by the invitee messenger client from the 
game icon next to the inviter’s name to a regular messenger 
icon next to the name of the inviter (noW just a messenger 
buddy). 
[0049] FIG. 5 shoWs one example of What invocation 
message 24 might look like. As shoWn there, folloWing a 
message header, the message includes a game identi?er, 
GameID, With a value of “ChaseandRace2000” indicating 
the game that is to be invoked (and, of course, the game from 
Which the message originated). The message also includes a 
game identi?er (Game#=176), an invoking command line 
(commandline=“+connect IP:19216801728001”), a 
server descriptor (ServerDesc=“The Game Server”, a reg 
istry entry for handling client-speci?c details (RegistryEn 
try=“ . . . /softWare/ChaseandRace/Location”), a fallback 

URL to be presented to the invitee that tries to join a game 
but does not have a game client “(FallbackURL=“ . . . 

/nogameinstalled.html”), a version number and a state value. 

[0050] FIG. 6 shoWs a ?oWchart illustrating an exemplary 
method of invoking an inviter’s game client according to the 
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present invention. FIG. 6 shows but one series of steps and/ 
or acts (of many alternative steps and/ or acts) in an order 
most likely to be carried out. For example, at S100 a user 
joins an online game. After joining the game, it is deter 
mined if a messenger client is present at the user’s end 
(S101). If so, an invocation message is sent through the O/S 
messaging system (S102). If a messenger client is not 
present, the process moves on to step S103, Where a game 
client is invoked for the user. Additionally, after sending the 
invocation message, a game client is invoked for the user 
(S103). The user can then play the online game (S104). 

[0051] FIG. 7 is an exemplary ?oWchart depicting a 
method used by an invitee messenger client to display 
messages from invitees and invoke games, according to one 
embodiment of the present invention. In S200, the user gets 
a state message from the messenger server. States of other 
inviter game clients or other game clients playing the game 
are displayed using a game speci?c icon (S201), Where such 
states include “available,”“invisible,”“unavailable,”“play 
ing a game,” etc. At S202, the process determines if the user 
has selected the game-speci?c icon. If not, the process 
moves back to S200, to retrieve a state message from the 
messenger server and update the states of other game clients. 
HoWever, if the game-speci?c icon is selected, a game client 
of the invitee is invoked using the invocation data from the 
state message (S203). 

[0052] Thus, the game client might send the Y! Messenger 
a state message such as that shoWn in FIG. 5, or a similar 
state message With more or feWer ?elds. The Y! Messenger 
client forWards this information to the user’s friends (i.e., 
those enrolled Y! Messenger users that are on the sender’s 
buddy list), and then each friend’s Y! Messenger client 
validates the game by looking up the game name With a 
Yahoo! Web server. This step is optional but preferred, since 
it Would serve to prevent someone from making up destruc 
tive games and having the destructive game unWittingly 
executed by recipients of the state message. 

[0053] In a speci?c embodiment, the game clients use 
Yahoo!’s Y! Messenger clients and servers to send state 
messages to alloW a potential player to vieW their friends’ 
state, i.e., Which game, if any, the friend is playing. The 
process is transparent to both the inviter and the invitee, if 
desired. For example, the invitee client could be con?gured 
to send out a state message any time the invitee joins an 
online, multiplayer game, thus being transparent to the 
inviter. The process can also be transparent for the invitee, 
as the invitee need not knoW the details of hoW to invoke a 
game client or hoW to ?nd and connect to the game server 
the invitee’s friend is currently engaged With. 

[0054] FIG. 8, for example, shoWs a buddy or friend list 
for “debbie95055,” Which is shoWn as a messenger WindoW 
in a graphical user interface. The friend’s list of deb 
bie95055 includes “brian_the_dork,”“priscillalus,” and 
“tom123494949” and represents users brian_the_dork and 
priscillalus as being offline (i.e., in of?ine state) With a 
“sleeping” face adjacent to their user identi?er (e.g., Yahoo! 
ID). User “tom123494949” is represented as being online 
(i.e., in online state) With a “smiley” face displayed adjacent 
to the user’s identi?er for tom123494949. The friend’s list 
shoWn in the exemplary instant messenger con?guration is 
implemented in a proprietary messenger service, such as 
Yahoo! Messenger. 
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[0055] In FIG. 9, debbie95055’s messenger WindoW is 
con?gured to shoW When one of debbie95055’s friends is 
engaged in a game With Y! Messenger running and con 
nected to the Internet, for example. Regarding FIG. 9, 
tom123494949 is shoWn to be a friend of debbie95055 and 
is associated With debbie95055’s buddy list. While 
tom123494949 is playing a game, such as “DumbChat,” 
tom123494949’s engagement in playing a game is shoWn, 
for example, in parentheses or in connection to a game 
related icon adjacent to the player’s identi?er. For example, 
as tom123494949 enters a game to play, the “available” 
smiley indicator next to tom123494949’s user identi?er of 
FIG. 8 sWitches to an activity name in Which tom123494949 
is interacting With as shoWn in FIG. 9. In this case, deb 
bie95055 might be considered an invitee and hence is 
noti?ed of another’s action of playing a game. 
Tom123494949 then might be considered to be the inviter 
that transparently noti?es tom123494949’s friends that he/ 
she is playing a game a that point in time. 

[0056] FIG. 10 shoWs an exemplary invitee’s messenger 
WindoW as displayed on a user interface, for example. When 
a Y! Messenger user such as debbie95055 notices an icon 

change and sees What game is being played by a friend, 
he/she Will be able to also easily join that friend. For 
example, as shoWn in FIG. 10, debbie95055 need only 
right-click on that friend’s identi?er, such as tom123494949. 
When right-clicking on the gamer’s ID “tom123494949,” 
user debbie95055 Will be presented other options, such as 
“Send a Message,”“Invite for conference,”“Invite for voice 
conference,” and “Send a ?le.” In one embodiment, there is 
also a another menu option for joining the friend’s game and 
getting more information about the game that the friend is 
playing. 

[0057] In this example, user Tom (associated With ID 
tom123494949) is playing a game called “DumbChat” on an 
Internet server, and he has Y! Messenger running on his 
machine. User Debbie (associated With ID debbie95055) 
sees on her Y! Messenger that Tom is playing DumbChat (by 
the change in icon and text surrounding his name) and she 
decides she Wants to surprise him by jumping into the game. 
She right-clicks on his name in her friends list, and chooses 
the menu option “Play DumbChat With tom123494949.” 

[0058] In another embodiment, prior to Y! Messenger 
displaying the game’s icon in a person’s friends list, Y! 
Messenger Will actually check a user’s computer to see if 
they have the correct game installed. If the game is installed, 
then the “Play <Game Name>With . . . ” and “More 

Information on . . . ” options are made available in the 

right-click menu. If a user does not have the correct game 
installed, the only game-related option available to present 
such a user is the “More Information on . . . ” selection in 

the right-click menu. 

[0059] Returning to the Tom and Debbie example, once 
Debbie chooses “Play DumbChat With Tom” from the 
right-click menu, Y! Messenger starts the DumbChat game 
executable With the correct command line arguments to 
connect her to the same game server Where Tom is playing. 

[0060] In yet another embodiment, a preference setting 
alloWs a user to choose Whether or not people on a friends 

list is able to see a game participant’s gaming status. For 
example, a user may 37 invisibly” (i.e., Without notifying the 
other friends on the list) play a game by indicating as such 
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by checking or un-checking a box (in a privacy category, for 
example). Such an action Will determine Whether people on 
your friends list Will be able to see your gaming status. If a 
message or other Y! Messenger-spaWned event occurs While 
a user is playing a game, Y! Messenger Will not take the 
focus aWay from a player’s game. That is, a game player 
need not shut doWn a messaging client before playing 
games. The messages that come in While a user is playing a 
game Will be Waiting on the desktop for the player. 

[0061] In a speci?c embodiment, a game manufacturer 
Would include a small subroutine or section of code that 
sends a message to the Y! Messenger WindoW, if the game 
exists on a client machine, With the game manufacturer 
including in the message any information needed to invoke 
the game client at another location and connect to the same 
game and game server as the game client sending the 
message. Accordingly, an entity such as Yahoo! generates a 
SDK under the trademark name of GameProWlerTM and 
distributes the SDK to third party game developers to 
include the developer’s neW game server, for example, for 
use With the entity’s Web server (e.g., Yahoo! Web server)). 
GameProWler includes various embodiments of the method 
and system of the present invention, as described herein. 

[0062] The Yahoo! Web server (or the message itself, 
preferably validated) provides several pieces of information 
about the game, including a registry key Which points to the 
an executable to launch to invoke the game, a URL to launch 
if the game isn’t installed (fallback message), and the icon 
to display on the friends’ Y! Messenger clients next to the 
name of the game player (inviter). The friends can then 
select the user and join their game, Which Will launch the 
executable pointed to by the registry key, With the command 
line parameters as sent by the original game. If the game is 
not installed, Y! Messenger launches the game-speci?c URL 
in the default Web broWser. 

[0063] In a speci?c embodiment of a user client having a 
WindoWing environment and a WindoW messaging system, 
the game program grabs a handle for the Y! Messenger, and 
then sends a registered WindoW message With a string 
encoding the game data, such as: 

HWND hWnd = the Window handle to Y! Messenger 
UINT Wm = RegisterWindoWMessage(“Yahoo! Messenger Game 
System”); 
ATOM a = GlobalAddAtom(“1\tChaseandRace3\t1\tO\t +connect 

192.168.0.17:28001\tCrusher.dm CTF rOOlZ”); 
PostMessage(hWnd,Wm,a,O); 

[0064] If the ATOM value needs to be longer than is 
alloWed by the WindoW messaging system, the game client 
can be programmed to output the game invoking data to a 
?le and pass the ?le name to Y! Messenger. 

[0065] FIG. 11A depicts a simpli?ed game-messenger 
client according to the present invention. Further to the Tom 
and Debbie example, GameProWler according to the present 
invention includes information sent by a game client to Y! 
Messenger. The communication betWeen the game client 
and the Y! Messenger client is performed by the folloWing 
exemplary tiny bit of code provided by Yahoo! in the 
GameProWler SDK: 
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ATOM atom; 
HWND ymiWnd = FindWindoW(“YahooBuddyMain",NULL); 
if (ymiWnd != NULL) 

UINT Wm = RegisterWindoWMessage(“Yahoo! Messenger Gaming 
System”); 
atom = GlobalAddAtom(s); 
PostMessage(ymiWnd,Wm,atom,O); 

[0066] This code fragment is design to ?nd the Y! 
Messenger client WindoW, if it is running. It then 
registers a string in the global WindoWs string table 
and sends the atom for that string in a registered 
message to Y! Messenger. Y! Messenger looks up 
the atom With the system, and gets a copy of the 
original string. The actual string that is sent to Y! 
Messenger is built from a helper function (not 
shoWn). It includes a short game name, the command 
line to launch to the same game server, a description 
of the particular game server, and some ?ags. A 
helper function takes those parameters and builds 
them into one string. 

[0067] Exemplary GameProWler code is contained in ?les, 
such as ymessage.c and ymessage.h. A game developer then 
may compile and link ymessage.c into a game and include 
ymessageh. Thecomplied ?les include, for example, proto 
types for at least tWo functions that are needed to call from 
a game developer’s game: YahooMessengerConnect( ) and 
YahooMessengerDisconnect( ), for example. 

[0068] When a game connects to a game server call 
YahooMessengerConnect( ), at least four of folloWing 
parameters are employed according to a speci?c embodi 
ment, as similarly depicted in FIG. 5. First, a game param 
eter is used to identify the game With a short name of the 
game containing loWercase letters and numbers. This name 
must be unique among all games that support GameProWler. 
Second, a command line is used to launch another copy of 
the game to the same game server. Third, a description of the 
particular game server that a player-client is connected to. 
And, fourth, one or more ?ages include game type ?ags, 
such as YMESSAGE_DO_NOT_DISTURB for all standard 
games. On the other hand, When the game disconnects from 
a game server (including if the user quits the game entirely) 
call YahooMessagerDisconnect( ) is activated With the short 
game name. This call is also used to resolve a user’s state if 
the game quits Without calling YahooMessengerDisconnect. 

[0069] When the Y! Messenger client receives a message 
from a game, it either throWs it aWay, or forWards a state 
message to an arbitrary subset or all of the buddies listed as 
buddies of the inviter, based on user settings as shoWn in 
FIG. 11B. The message from the game to the inviter 
messenger client is discarded if the user has disabled the 
system by setting an option. This is useful to give the user 
an option of not notifying buddies of the game play. The 
buddy list is stored on the client and the server. Each of the 
friends’ Y! Messenger clients must then verify the legiti 
macy of the data, to ensure that it Will only launch legitimate 
games. This veri?cation is done through, for example, a 
secondary lookup to a Yahoo! Web server of FIG. 11C based 
on the short game name. 












