
US 20060030407A1 

(19) United States 
(12) Patent Application Publication (10) Pub. N0.: US 2006/0030407 A1 

Thayer (43) Pub. Date: Feb. 9, 2006 

(54) MULTIPLE PLAYER REAL-TIME ON-LINE (57) ABSTRACT 
SPORTS COMPETITION SYSTEM 

(76) Inventor; Dixon Thayer, Unionv?le, PA (Us) A system for providing on-line sport competition in real 
time. A server computer executes game playing software 

Correspondence Address: Which is connected via a network to a plurality of player 
CONNOLLY BOVE LODGE & HUTZ LLP client computers. HardWare accessories at the player’s locat 
SUITE 800 ing permit the entry of real-time playing data such as driving 
1990 M STREET NW conditions in a race game, Which are used by the game 
WASHINGTON’ DC 200366425 (Us) playing softWare executed on the server. The game playing 

(21) AppL NO‘: 10/892,129 softWare determines at predetermined intervals the relative 
performance of players playing a game, based on competi 

(22) Filed, JuL 16 2004 tion skill, Which forms the basis for determining Winners, 
' ’ and participants in future competitions. The performance 

Publication Classi?cation information is sent to the client computers of players 
engaged in the game. The overall rank of each player is 

(51) Int. Cl. calculated after each competition to group players having 
A63F 9/24 (2006.01) similar skill levels and serves as entry criteria in future 

(52) US. Cl. .............................................................. .. 463/42 competitions. 

METHOD 
for operating K‘ 100 

an On-line Gaming System 

i 
REGISTERING 
with the On-line 

Gaming System with at (K102 
least one of a competitor, 
recruiter and distributor 

membership 

V 
AGREEING 

to requirements of at least ,-_ 103 
one type of 4 

league membership 
at a predetermined level 

i 

PERFORMING 
‘ the requirements of at leastr 104 
' one type of league 

membership 

l 
RANKING 

the performance of a #165 
member against other 

members at the 
predetermined level 



Patent Application Publication Feb. 9, 2006 Sheet 1 0f 12 

METHOD 
for operating 

an On-line Gaming System 
f‘100 

REGISTERING 
with the On-line 

Gaming System with at 
least one of a competitor, 
recruiter and distributor 

membership 

(\102 

l 
AGREEING 

to requirements of at least 
one type of 

league membership 
at a predetermined level 

P‘ 103 

l 
—> 

PERFORMING 
the requirements of at least 

one type of league 
membership 

(-104 

l 
RAN KlNG 

the performance of a 
member against other 

members at the 
predetermined level 

(‘105 

ADVANClNG 
to a next 

. redetermined 

level? 

FIG. 1 

106 

US 2006/0030407 A1 



Patent Application Publication Feb. 9, 2006 Sheet 2 0f 12 US 2006/0030407 A1 

r210 
COMPETITOR 

League 
Membership 

+ F211 
AGREEING 

to COMPETITOR 
membership requirements at 

a predetermined level 

F212 
PURCHASING 

at least a minimum level of 
hardware/software for a 
COMPETITOR at the 
predetermined level 

V F213 
TRAINING 

to compete at a level of skill 
with the 

hardware/software 

Y _/~ 214 
COMPETING 

for 
purses/prizes 

V F 215 
RANKING 

a COMPETITOR against 
other COMPETITORS at the 

predetermined level 

ADVANClNG 
to a next 

predetermined 

NO YES 



Patent Application Publication Feb. 9, 2006 Sheet 3 0f 12 

f“ 220 
RECRUITER 

League 
- Membership 

+ f~221 
AGREEING 

to RECRUITER 

a predetermined level 
membership requirements at 

V 
REGISTERING 

at least a minimum number 
of new members for a 
RECRUITER at the 
predetermined level 

V 
COLLECTING 

membership fees for the 
number of recruits registered 

7 
CONTRIBUTING 

a percentage of the 
membership fees for 

purses/prizes 

f" 224 

V 
RECEIVING 

a percentage of the 
membership fees for 

RECRUITER commisions 

ADVANCING 
to a next 

predetermined 
level? 

FIG. 2B 

US 2006/0030407 A1 



Patent Application Publication Feb. 9, 2006 Sheet 4 0f 12 US 2006/0030407 A1 

f“ 230 
DISTRIBUTOR 

League 
Membership 

i p231 
AGREEING 

to DISTRIBUTOR 
membership requirements at 

a predetermined level 

Y (\232 
PURCHASING 

at least a minimum number of 
-—> hardware/software packages 

for a DISTRIBUTOR at the 
predetermined level 

v 233 

COLLECTING 
sale fees for the number of 
hardware/software packages 

' f" 234 
CONTRIBUTING 

a percentage of the sale fees 
for 

purses/prizes 

' f‘ 235 
RECEIVING 

a percentage of the sale fees 
for 

DISTRIBUTOR commissions 

ADVANCING 
to a next 

predetermined 
level? 

FIG. 2C 



Patent Application Publication Feb. 9, 2006 Sheet 5 0f 12 US 2006/0030407 A1 

HOSTING 
On-line Sports Competitions 

301 '\ with 
Competition Rankings 

Ladders 

J, 
ENTERING 

303 "\ Competing Players 
according to 

Overall Ranking 

i 
305\ STARTING 

On-Line Sports Competitions 
on at least one level of the 

Competition Ranking Ladder 

307x PREDETERMINIG 
a Real-Time Interval 

between updates of the 
Competition Ranking Ladder 

309 REPORTING 
\ Updates of the 

Competition Ranking Ladder 
at least to each 

Player 

L 
311 \ REPORTING 

Final Results of the 
Current On-Line Competition 

to each Player 
in Real-Time 

FIG. 3 A 



Patent Application Publication Feb. 9, 2006 Sheet 6 0f 12 US 2006/0030407 A1 

321 REGISTERING 
\ as a member of an 

on-line spons competition 
organization 

COMPETING 331 
l at the ?rst level of K 

competition with the ?rst 
323 |NSTALL|NG level registered entry 
\ at least one of hardware & 

software approved by the ‘ 
organization 

333 QUALIFYING 
for a second level of [ 

competition by 
accumulating credits 

325 \ REGISTERING 
an Entry for an on-line 

sports competion 
COMPETING [335 

at a second level of 
competition with the second 

level registered entry 

327\ TRAINING l 
on the registered entry via 

hardwarglcsczftsigare web QUALIFYING (337 
for a third level of 
competition by 

accumulating credits 

329 $ \ QUALIFYING 
for a ?rst level of competion COM pET|NG 339 

by completing training at the third level of ( 
competition the third level 

registered entry 

l 
341 QUALIFYING /' 

for grand prizes by 
accumulating credits 

FIG. 3B 



Patent Application Publication Feb. 9, 2006 Sheet 7 0f 12 US 2006/0030407 A1 

404 

403 "\ CLIENT 401 ’\ SERVER 
COMPUTER COMPUTER 

COMPUTER 
NETWORK 

407 /\ CLIENT 411 /\ CLIENT 
COMPUTER COMPUTER 

409 /T\ CLIENT 

COMPUTER \ 
INT. INT. 

413 @ HARDWARE 417 /\ HARDWARE 
ACCESSORIES ACCESSORIES 

D111 
415 /\ HARDWARE 

ACCESSORIES 

FIG. 4 



Patent Application Publication Feb. 9, 2006 Sheet 8 0f 12 US 2006/0030407 A1 

504 

503 /\ CLIENT 502 ’\ MuIIi-pIayer 501 /T\ SERVER 
COMPUTER Facmy COMPUTER 

505 ’\ V 

COMPUTER 
NETWORK 

N.I. NL 

507 ’\ CLIENT 511 /\ CLIENT 
COMPUTER COMPUTER 

NJ. I \ 
509 /\ CLIENT 

COMPUTER 

INT. INT. 

513 '*\ HARDWARE 517 /\ HARDWARE 
ACCESSORIES ACCESSORIES 

INT. 

51s /\ HARDWARE 
ACCESSORIES 

FIG. 5 



Patent Application Publication Feb. 9, 2006 Sheet 9 0f 12 US 2006/0030407 A1 



Patent Application Publication Feb. 9, 2006 Sheet 10 0f 12 US 2006/0030407 A1 

72o FIGJT 
/ 

4w 



Patent Application Publication Feb. 9, 2006 Sheet 11 0f 12 

f 820 

US 2006/0030407 A1 

' 801 

HOST SERVER 

DISPLAY ‘ VIDEO 
I/O ‘ 

A 2 g & B01 

B31 

830 

—‘> AID K 

O —4 I 
5 O rn g C 
m m m x —l 

I" a m 0 
m z :I: 

Q o 
_| 
O 
21 

EmUOZ 

Fig. 8 



Patent Application Publication Feb. 9, 2006 Sheet 12 0f 12 US 2006/0030407 A1 

/— 1 075 950 x 
Begin Race Validate Players 

f 1076 951 \ 
Display Icon Begin Race 

1077 952 

r \ Display Position START 

l V 953 

Measure: x 
acceleration 101s 
steering / 
braking 
clutch ll 
gear 954 \ 

ll 

Receive Player Data 

Recalculate Position 

/' 1079 l 
Post [acc, steering...] 95s \ 

Send New Positions 

l 
f 1080 

Receive Position 

Winner 

V 
K 1on2 

Display Position 958 X 
Race Over 

1083 

F l 
Race Over 950 x 

Compute Rankings 

l 1084 

W i 
New Rankings 961 \ 

Award 

Fig. 10 F ig. 9 



US 2006/0030407 A1 

MULTIPLE PLAYER REAL-TIME ON-LINE 
SPORTS COMPETITION SYSTEM 

FIELD OF THE INVENTION 

[0001] The present invention is generally related to Inter 
net commerce business methods and on-line gaming sys 
tems. Speci?cally, the present invention is directed to oper 
ating a real-time, on-line sports competition With multiple 
remotely located players and monetary priZes, Where the 
personal stamina, dexterity and skill of a player determine 
their performance in the competition. 

BACKGROUND OF THE INVENTION 

[0002] Background art Internet commerce business meth 
ods may use the monetary incentive of muli-level marketing 
to promote Word-of-mouth marketing. Multi-level market 
ing is a method of sales promotion in Which a commission 
is paid not only to the seller responsible for making the sale 
but also to several levels of sellers that Were responsible for 
distributing knoWledge of the product to the seller making 
the current sale. US. Pat. No. 6,691,093 (Shell) is an 
eXample of background art that uses multi-level marketing 
in a server system for vending electronically transferable 
products through a communication netWork. HoWever, Shell 
does not disclose business method or system for qualifying 
for sanctioned game competitions. In addition, Shell does 
not disclose the application of multi-level-marketing tech 
niques for raising purses from licensing, training, selling and 
distributing hardWare and/ors softWare in an on-line gaming 
system 

[0003] Background art on-line computer game systems 
typically provide the capability for a player to compete 
against a host computer over a direct connection or a 

computer netWork. In addition, multiple player schemes 
using a con?guration that includes a host computer and 
remote players on a computer netWork are also available. 

[0004] EXamples of background art that include the capa 
bilities discussed above include US. Patent Application 
Publication No. US 20002/0055379 (Saidakovsky et al.) and 
US. Pat. No. 6,174,237 (Stephenson). Saidakovsky et al. 
discloses a method for providing a tournament system over 
a netWork Where players Win aWards based on the player’s 
skill in an electronic game that is played against a host 
computer. The effect of chance has been minimiZed in the 
application disclosed by Saidakovsky et al. Stephenson 
discloses a method for a game of skill tournament that has 
a qualifying round and a playoff round Where a player or 
players compete against a host computer. In both Saidak 
ovsky et al. and Stephenson, players Who achieve a high 
level of performance against the host computer are 
reWarded. HoWever, neither Saidakovsky et al. nor Stephen 
son discloses an on-line competition With head-to-head 
competition betWeen the players. 

[0005] In addition, background art on-line contests are 
often based on single game competitive sessions. For 
eXample, in a trivia game, players ansWer a series of 
questions and receive a score based on the number of correct 
responses at the end of the game. The competition is 
typically betWeen a player and a host computer, though 
multiple players may also be competing With the host system 
at one time. In these background art approaches, the Winner 
is the player With the highest score at the end of the single 
game competition. 
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[0006] Another eXample of background art in this area is 
US. Patent Application Publication US2002/0018982 (Con 
roy). Conroy discloses a system for computer dynamometer 
testing that runs an auto racing simulation. Conroy is another 
eXample of a competition betWeen a player and a host 
computer in the form of the auto racing simulation as 
opposed to head-to-head competition. Though, through the 
use of an actual vehicle and dynamometer, Conroy discloses 
a very exciting and realistic competition environment, the 
cost of such a system to the typical on-line player Would be 
prohibitive. 

[0007] Further, other background art on-line competition 
systems typically emphasiZe alloWing as many players to 
access a competition With a host computer as possible. 
HoWever, these background art methods for conducting 
on-line competitions often dilute the level of skill of the 
players involved and Would reduce the attraction to partici 
pate in such competitions by both players and observers. 

[0008] For example, US. Pat. No. 5,779,549 (Walker et 
al.) discloses a method for a distributed tournament system 
providing an open invitation to players Who achieve a 
pre-established performance level of player vs. host com 
puter competitions. The approach of using a pre-established 
threshold, as disclosed in Walker et al., is similar to handi 
capping in golf. Handicapping helps to equaliZe players of 
different skill levels involved in a single competition. 

[0009] HoWever, Walker et al. does not disclose a head 
to-head competition that establishes a threshold for the skill 
level of the players that is determined in multiple competi 
tive and training sessions that involve the actual players. In 
addition, Walker et al. discloses a system that provides an 
on-line competition to prospective players “on demand.” 
This is in contrast to an “invitation only” system that Would 
only include players With a demonstrated level of skill. 

[0010] Another background art example, US. Patent 
Application Publication Number 2002/0115488 (Berry et 
al), discloses a ranking based on-line competition system. 
Though the system disclosed by Berry et al. can be based on 
multiple competitive events, such as a sports season, Berry 
et al discloses an “on demand” approach for giving players 
access to the competition. This, as discussed above, is in 
contrast to a more selective “invitation only” system that 
Would require players to demonstrate a level of skill before 
gaining access to on-line competitions. 

[0011] Yet another eXample of a background art on-line 
sports competitions by Walker (US. Pat. No. 6,224,486) 
discloses other aspects of state-of-the art on-line tournament 
competition systems. 

[0012] HoWever, neither of the patents to Walker et al. or 
the patent to Berry et al. discussed above discloses providing 
real-time play and response to remotely located players. 
Such real-time or at least near real-time response from an 
on-line competition system of player status and current 
ranking during the on-line competition provides the partici 
pants and observers With a more realistic physical experi 
ence and the actual eXcitement of real World sports compe 
titions. 

[0013] Further, in contrast to the background art in on-line 
competitions discussed above, real-World professional 
sports demonstrate the desirability of multiple competitive 
sessions and multiple levels of competition. For eXample, 
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professional basketball consists of a regular season followed 
by post-season play. The regular season is used to develop 
the skills (i.e., team cohesiveness, Winning record) needed to 
advance to the post season. A certain number of teams 
qualify for post-season play based on their regular season 
records Which is an indication of the skill level of the teams. 
Teams With good records/high skill levels then play each 
other, often in a “best-of-something” format, to advance to 
an even higher level of competition (e.g., division champion, 
conference champion, World/national champion). 

[0014] As another example in professional auto racing, 
drivers train and qualify for a berth in a race at each level of 
competition (e.g., local circuit, regional circuit, national 
circuit). Top racers at each level of competition develop 
Winning records in competition With each other and the more 
successful racers are invited to race at even higher levels of 
competition as a result. As the level of competition 
increases, so does the siZe of the purses for Which the drivers 
are competing. 

[0015] As discussed above, advancement to a next round 
of play or next level of competition depends on a team’s or 
an individual’s performance in a previous round or level of 
the competition. The increasing skill level required to 
advance in such competitive environments adds a great deal 
of excitement to the games for the players as Well as 
observers of these contests. In addition to the excitement of 
competition, the possibility of greater reWards When larger 
priZes are offered at higher levels of competition is also an 
attractive aspect of this competitive environment. 

[0016] Despite the bene?ts discussed above, participation 
in real World professional sports generally includes several 
draWbacks due to the expense, time and sometimes personal 
risk, that both participants and observers must invest to 
physically participate, or observe the competition. Partici 
pants typically must also adhere to a set schedule during the 
competition, a potentially dif?cult proposition in today’s 
busy World. To ensure that the rules of the tournament are 
upheld, most competitions require proctors, arbiters, refer 
ees, insurance and the like. Retaining such people and 
coverage can add signi?cant costs to competitions. HoW 
ever, conducting on-line sports competitions that include the 
bene?ts of real World professional sports offer an attractive 
alternative solution. 

[0017] From the above discussion, there is a need in the art 
of on-line competitions to include methods, apparatus and 
systems that emphasiZes direct competition betWeen players 
based on: (1) different levels of skill; and (2) the develop 
ment and progression of the level of skill of the players by 
encouraging players to compete at higher levels for larger 
priZes and aWards. Therefore, What is needed in the art of 
on-line sports competitions is a system, apparatus, and 
method for conducting on-line competitions that provides 
the tension and excitement and reWards of real World sports 
competitions to both participants and observers. 

SUMMARY OF INVENTION 

[0018] The present invention is a method, system and 
apparatus for operating on-line gaming system and conduct 
ing on-line sports competitions. In particular, the present 
invention includes methods, systems and apparatus that 
emphasiZe direct competition betWeen players based on: (1) 
different levels of skill; and (2) the development and pro 
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gression of the level of skill of the players by encouraging 
players to compete at higher levels for larger priZes and 
aWards. The on-line gaming system of the present invention 
is analogous to a major sports league. 

[0019] In placing an emphasis on developing and increas 
ing the level of skill of the players, the present invention Will 
increase the requirements and the criteria to participate in 
on-line sports competitions to a professional level. Such an 
emphasis on high levels of skill and professionalism may 
further emphasiZe registration and unioniZation of players of 
on-line games. Further, as a result of the increased profes 
sionalism in on-line sports competitions, advancement to 
higher levels of skill may be made on an “invitation only” 
basis. Such advancement Will designate a more limited set of 
participants in on-line competitions. In addition, increased 
professionalism in on-line competition Would be a attract 
fans and observers Who Willing to pay to see players Who 
have obtained such a high level of skill. 

[0020] The present invention increases the tension due to 
the chance of elimination and the excitement due to increas 
ing monetary reWards in on-line competitions to the level 
found in real-World competitive sports environments, for 
both the participants and observers. Players having similar 
levels of skill may compete head-to-head at the same level 
of competition Which heightens the excitement of the event 
for both participants and observers. 

[0021] One aspect of the present invention is a method for 
operating an on-line gaming system, comprising: registering 
With the on-line gaming system With at least one of a 
competitor membership, recruiter membership and distribu 
tor membership; agreeing to requirements of at least one 
type of membership at a predetermined level; performing the 
requirements of the at least one type of membership; and 
ranking the performance of the member against other mem 
bers With a same type of membership at the predetermined 
level; and advancing the member to a next level of mem 
bership When the ranked performance exceeds a member 
ship threshold. 

[0022] Another aspect of the present invention is a method 
for participating in an on-line sports competition on a 
computer netWork, comprising: registering as a member of 
an on-line sports competition organiZation; installing at least 
one of softWare and hardWare approved by the organiZation; 
registering an entry for the on-line sports competition in 
accordance With at least one of the softWare and hardWare; 
training on the registered entry for an on-line sports com 
petition in order to qualify for a ?rst level of competition; 
qualifying the registered entry for the ?rst level of compe 
tition by accumulating credits from training With the regis 
tered entry; competing at the ?rst level of competition With 
the ?rst level quali?ed and registered entry; qualifying for a 
second level of competition by accumulating credits from 
racing at the ?rst level of competition; competing at the 
second level of competition With the second level quali?ed 
and registered entry; qualifying for a third level of compe 
tition by accumulating credits from racing at the second 
level of competition; and competing at the third level of 
competition With the third level quali?ed and registered 
entry; and qualifying for grand priZes by accumulating 
credits from racing at the third level of competition, Wherein 
the ?rst, second and third levels of competition require 
progressively higher levels of skill, the schedule for the ?rst, 
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second and third levels of competition are pre-established, 
and the credits for the ?rst, second and third levels of 
competition progressively increase in value. The speci?c 
number of levels may vary by speci?c sports venue and total 
registered competitors in a particular league. 

[0023] In another aspect of the present invention, a 
method for conducting on-line sports competitions in real 
time hosts a plurality of on-line sports competitions, Wherein 
each of the on-line sports competitions represent a level of 
competition. A plurality of similarly ranked players com 
petes With one another at similar levels of the competition 
rankings. On-line sports competition on at least one of the 
different levels of the competition rankings is started, and a 
real-time update interval for reporting the players’ perfor 
mance during the current on-line sports competitions is 
determined. Updates of the player’s competition perfor 
mance for the event are reported to the plurality of players 
competing With one another during the predetermined real 
time interval, and the ?nal results of the current on-line 
sports competitions are used to update the competition 
rankings for each of the players. 

[0024] Yet another aspect of the present invention is a 
system for conducting on-line sports competitions in real 
time comprising at least one server computer communicat 
ing over a netWork interface With a computer netWork, 
con?gured to host a plurality of players of on-line sports 
competitions, and con?gured to update the rank of the 
players during play in a predetermined real-time interval. 

[0025] In the system for conducting on-line sports com 
petitions, a computer subsystem communicates over a net 
Work interface With the computer netWork, and a memory of 
the computer subsystem is con?gured to store data and 
programs for access by an application program running on 
the server computer conducting on-line sports competitions. 
Data on the rankings of players during game play, and data 
on overall rankings of each of the plurality of players over 
a series of competitions, are stored in the memory. In this 
Way, each competition serves to rank the skill of each player. 
Subsequent competitions form a hierarchy leading up to a 
championship competition Where only the highest ranked 
players are invited to participate. 

[0026] In the system for conducting on-line sports com 
petitions, a player gains access to on-line sports competi 
tions in real-time using a client computer communicating 
over a netWork interface With the computer netWork. The 
client computer is con?gured to interface to current on-line 
sports competitions and be updated With player performance 
data in a predetermined, substantially real-time interval. In 
this Way, each player experiences play action on a substan 
tially real-time basis. 

BRIEF DESCRIPTION OF DRAWINGS 

[0027] Several embodiments of the invention Will noW be 
further described in the folloWing more detailed description 
of the speci?cation When read With reference to the accom 
panying draWings in Which: 

[0028] FIG. 1 shoWs a non-limiting ?oW diagram of the 
method for operating an on-line gaming system of the 
present invention. 

[0029] FIG. 2A shoWs a non-limiting ?oW diagram of the 
method for holding a competitor membership in the on-line 
gaming system of the present invention. 

Feb. 9, 2006 

[0030] FIG. 2B shoWs a non-limiting ?oW diagram of the 
method for holding a recruiting membership in the on-line 
gaming system of the present invention. 

[0031] FIG. 2C shoWs a non-limiting ?oW diagram of the 
method for holding a distributor membership in the on-line 
gaming system of the present invention. 

[0032] FIG. 3A shoWs a non-limiting ?oW diagram of a 
method for participating in on-line sports competitions in 
real-time. 

[0033] FIG. 3B shoWs another non-limiting ?oW diagram 
of a method for conducting on-line sports competitions in 
real-time. 

[0034] FIG. 4 shoWs a non-limiting block diagram of a 
system and apparatus for conducting on-line sports compe 
titions in real-time. 

[0035] FIG. 5 shoWs a non-limiting block diagram of an 
apparatus for conducting on-line sports competitions in 
real-time. 

[0036] FIG. 6 is an exemplary illustration of the acces 
sories located at the player’s location for participating in a 
race game. 

[0037] FIG. 7 is an exemplary illustration of an arcade 
model of the accessories of FIG. 6. 

[0038] FIG. 8 is a non-limiting block diagram illustrating 
the conversion of each of the analog input signals generated 
by a player into digital data for transmission to the server 
hosting a competition. 

[0039] FIG. 9 is a non-limiting ?oW diagram illustrating 
the server execution sequence for a multi-party game. 

[0040] FIG. 10 in a non-limiting ?oW diagram shoWing 
hoW the application softWare executed by the player’s 
computer to compete in an on-line game. 

DETAILED DESCRIPTION OF PREFERRED 
EMBODIMENTS 

[0041] FIG. 1 shoWs a How chart of the method for 
operating an on-line gaming system of the present invention 
100. Step 102 of FIG. 1 is registering With the on-line 
gaming system With at least one of a competitor member 
ship, recruiter membership and distributor membership. In 
step 103, the requirements of at least one type of member 
ship at a predetermined level are agreed to by the member. 
Performing the requirements of the at least one type of 
membership occurs in step 104 of FIG. 1. Step 105 involves 
ranking the performance of the member against other mem 
bers and a pre-established criteria With a same type of 
membership at the predetermined level. In step 106, the 
member is advanced to a next level of membership When the 
ranked performance exceeds a membership threshold. 

[0042] FIG. 2A shoWs a How chart of the method for 
holding a competitor membership in the on-line gaming 
system of the present invention 210. Step 211 of FIG. 2A is 
agreeing to a predetermined level of competitor membership 
requirements. In step 212 at least a minimum level of at least 
one of hardWare and softWare to meet the predetermined 
level of competitor membership is purchased. Training to 
compete on the at least one of hardWare and softWare occurs 
in step 213 of FIG. 2A. Step 214 is competing for at least 
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one of purses and prizes. In step 215, ranking of the 
competitor against other competitors and a pre-established 
criteria at the predetermined level occurs. Preferably, the 
ranking is determined in accordance With an amount of at 
least one of performance score, ranking, purses and priZes 
Won by the competitor. In step 216 of FIG. 2A, the com 
petitor advances to a neXt predetermined level When the 
ranking of the competitor is above a competitor threshold 
value. If the ranking is not above the competitor threshold, 
the competitor continues at the current predetermined level 
of membership and returns to training to increase their skill 
level, as in step 213. 

[0043] FIG. 2B shoWs a How chart of the method for 
holding a recruiting membership in the on-line gaming 
system of the present invention 220. Step 221 is agreeing to 
a predetermined level of recruiter membership requirements. 
In step 222, at least a minimum number of neW members are 
registered to meet the predetermined level of recruiter 
membership. Collecting membership fees from the neW 
members recruited occurs in step 223. Step 224 is contrib 
uting a percentage of the membership fees for at least one of 
purses and priZes. In step 225, a percentage of the member 
ship fees are received as a recruiter commission. Preferably, 
the recruiter commission is based on a ranking against other 
recruiters at the predetermined level. As a non-limiting 
eXample, the ranking may be determined in accordance With 
the amount of contributions to at least one of a number of 
registered recruits in the recruiter’s netWork, revenues, total 
registrants, purses and priZes by the recruiter. Advancing to 
a neXt predetermined level recruiter membership When the 
ranking of the recruiter is above a recruiter threshold value 
occurs in step 226. If the ranking is not above the recruiter 
threshold, the recruiter returns to registering at least a 
minimum number of neW members as required by the 
current predetermined level of membership, as shoWn in 
step 222. 

[0044] FIG. 2C shoWs a How chart of the method for 
holding a distributor membership in the on-line gaming 
system of the present invention 230. Step 231 of FIG. 2C is 
agreeing to a predetermined level of distributor membership 
requirements. In Step 232, a minimum number of at least 
one of hardWare and softWare packages at the predetermined 
level of distributor membership is purchased. Collecting 
fees from sales of the at least one of hardWare and softWare 
packages occurs in step 233. Step 234 is contributing a 
percentage of the sale fees for at least one of purses and 
priZes. In step 235, a percentage of the sale fees are received 
as a distributor commission. Preferably, the distributor com 
mission is based on a ranking against other distributors at the 
predetermined level. As a non-limiting example, the ranking 
may be determined in accordance With the amount of 
contributions to at least one of sales contributions, netWork 
sales contributions, number of netWork distributors in the 
distributor’s netWork, purses and priZes of the competitors, 
the distributor and the distributor’s netWork. Advancing to a 
neXt predetermined level of distributor membership When 
the ranking of the distributor is above a distributor threshold 
value occurs in step 236. If the ranking is not above the 
distributor threshold, the distributor returns to purchasing at 
least a minimum number hardWare/softWare packages as 
required by the current predetermined level of membership, 
as shoWn in step 232. 
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[0045] FIG. 4 shoWs a non-limiting block diagram of one 
embodiment of a system and apparatus for conducting 
on-line sports competitions in real-time. In particular, FIG. 
4 includes at least one server computer 401 that communi 
cates over an interface (e.g., a netWork interface (N. With 
a computer netWork 405. Non-limiting examples of server 
computers 401 include a Web server and any general purpose 
computing facility capable of supporting a large number of 
users. Non-limiting eXamples of computer netWorks 405 
include the Internet and Local Area NetWorks. 

[0046] The apparatus for conducting on-line sports com 
petitions in real-time comprises the server computer 401 that 
communicates over an interface (e.g., a netWork interface 
(N. With the computer netWork 405. The server computer 
401 includes application programs for hosting a plurality of 
on-line sports competitions, Where a plurality of players 
simultaneously competes in a competition. Each of the 
on-line sports competitions represents a competition ranking 
based on a player’s level of skill and previous ranking. 

[0047] The server computer 401 is con?gured to eXecute 
computer game applications for a plurality of players of 
on-line sports competitions, and to update the plurality of 
players on a substantially real-time basis With their relative 
position in the on-going competition. At the conclusion of 
the competition, each players ranking is re-computed based 
on his most recent performance. The competition rankings 
provide an indication of the relative skills/ranking of the 
plurality of players and are used so that competitors at 
similar skill levels can compete against one another. Pro 
viding this information in real-time, such as during a race car 
driving competition, gives the players a realistic feeling for 
the progress of the competition as Well as their current 
position in the event. 

[0048] FIG. 3A shoWs a non-limiting ?oW diagram of a 
method for conducting on-line sports competitions in real 
time. In FIG. 3A, initial step 301 is the hosting of a plurality 
of on-line sports competitions, Wherein each of the on-line 
sports competitions has a competition ranking representing 
a level of skill of the players. The competition ranking 
includes predetermined criteria for participating in a level of 
competition. In order to participate, each competitor must 
meet the criteria for a level of the competition rankings. Step 
303 of FIG. 3A identi?es a plurality of players having the 
ranking to compete With one another at one of the compe 
tition rankings. Only a limited number of competitors are 
alloWed in any current on-line competition. In step 305, the 
step of starting current on-line sports competitions on at 
least one of the different levels of the competition is carried 
out When there are a suf?cient number of available players 
for at least one level of the competition. 

[0049] Step 307 of FIG. 3A predetermines a real-time 
interval betWeen updates of each player’s performance in a 
current on-line sports competition. This predetermined real 
time interval Will be determined at least by considering the 
number of players, and the computer netWork loading that 
may affect the response time of the server computers 401, 
501 and client computers 407, 409, 411, 507, 509, 511. 

[0050] In step 309, the How diagram shoWs reporting 
updates of the player’s performance to each of the plurality 
of players competing in a current on-line sports competition 
Within the real-time interval. Further, step 311 of FIG. 3A 
indicates the reporting of the ?nal results of the current 
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on-line sports competition, and updating the rankings of the 
plurality of players competing With one another at the 
conclusion of the current on-line sports competition. 

[0051] The overall rankings of each of the plurality of 
players in the current on-line sports competition are revised 
based on the ?nal results of the current on-line competition 
rankings. 

[0052] The method of FIG. 3A further comprises deter 
mining monetary priZes for the plurality of players based on 
the ?nal results of the current on-line sports competition. 
Monetary priZes may be in the form of a credit toWard the 
entry fee for future on-line sports competitions. The step of 
determining the monetary priZes Will at least be based on the 
updated player rankings. 

[0053] The method of FIG. 3A may include voice com 
munication among the plurality of players during the current 
on-line sports competition. Non-limiting examples of com 
municating by voice include Voice Over Internet Protocol, 
Instant Messaging, telephonic party-line communication 
and any other current voice interface system. The real-time 
nature of these communications betWeen competitors further 
establishes the realistic feeling of the on-line competition. 

[0054] Step 307 of FIG. 3A predetermines a real-time 
interval betWeen updates of each player’s performance in a 
current on-line sports competition. This predetermined real 
time interval Will be determined at least by considering the 
number of players, and the computer network loading that 
may affect the response time of the server computers 401, 
501 and client computers 407, 409, 411, 507, 509, 511. 

[0055] In step 309, the How diagram shoWs reporting 
updates of the player’s performance to each of the plurality 
of players competing in a current on-line sports competition 
Within the real-time interval. Further, step 311 of FIG. 3A 
indicates the reporting of the ?nal results of the current 
on-line sports competition, and updating the rankings of the 
plurality of players competing With one another at the 
conclusion of the current on-line sports competition. 

[0056] FIG. 3B shoWs a non-limiting ?oW diagram of a 
method for conducting on-line sports competitions in real 
time. In FIG. 3B, initial step 321 is the registration of a 
player as a member of an on-line sports organiZation. In 
order to participate, each competitor must meet membership 
criteria Which may include but is not limited to union 
membership. If the registration of step 321 is successful, the 
registrant Will install at least one of hardWare and softWare 
that has been approved by the on-line sports competition 
organiZation at a convenient location such as the registrants, 
home or computer, in step 323 of FIG. 3B. Non-limiting 
eXamples of hardWare and softWare are shoWn in the speci 
?cation and are further discussed beloW. 

[0057] In step 325 of FIG. 3B, after installation of the 
selected hardWare/softWare the registrant designs and/or 
registers an entry for an on-line competition. If the registrant 
successfully registers an entry for on-line competition, the 
registrant may begin a training phase to develop a level of 
skill in accordance With a ?rst level of competition in step 
327. The training in step 327 of FIG. 3B may include, but 
is not limited to, head-to-head competition With other reg 
istrants, and/or using softWare simulations on a host com 
puter or the client’s computer. In step 329, after completing 
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a suf?cient amount of training, the registrant may leave the 
training phase and qualify for a ?rst level of competition. 

[0058] The registrant begins the competition phase by 
competing for credits in step 331 of FIG. 3B. If the 
registrant is able to accumulate a suf?cient number of credits 
While competing With players at the ?rst level of competi 
tion, the registrant quali?es for a second level of competition 
in step 333 of FIG. 3B. After qualifying for the second level 
of competition, the registrant can compete for credits at the 
second level of competition as shoWn in step 335 of FIG. 
3B. If the registrant is able to accumulate a suf?cient number 
of credits While competing at the second level of competi 
tion, the registrant quali?es for a third level of competition 
in step 337 of FIG. 3B. After qualifying for the third level 
of competition, the registrant can compete for credits at the 
third level of competition as shoWn in step 339 of FIG. 3B. 
If the registrant is able to accumulate a suf?cient number of 
credits While competing at the third level of competition, the 
registrant quali?es for grand priZe aWards, as shoWn in step 
341 of FIG. 3B. 

[0059] The foregoing invention, described in terms of 
providing multiple players for a real-time, on-line video 
game, permits a variety of different game formats to be 
played. The system is particularly adaptable to a race game, 
Wherein at each client computer; a player has an apparatus 
for encoding real-time driving commands in a race compe 
tition. 

[0060] FIG. 4 also shoWs a computer subsystem 403 With 
a memory 404 communicating over an interface (e.g., an N. 
I.) With the computer netWork 405. The memory 404 stores 
data and programs for access by the server computer 401 
that are conducting on-line sports competitions. In addition, 
the memory 404 also stores the competition rankings of the 
plurality of players. This alloWs easy identi?cation of play 
ers Who should compete at the same level of the competition. 
Moreover, the memory 404 stores data representing an 
overall ranking of each of the plurality of players over a 
successive number of competitions. Non-limiting examples 
of the memory 404 Would be electronic databases, hard disk 
drives and large mass storage devices. 

[0061] FIG. 4 also shoWs client computers 407, 409, 411 
that communicate over an interface (e.g., an N. I.) With the 
computer netWork 405. The client computers 407, 409, 411 
interface the players to the current on-line sports competi 
tions eXecuted on server computer 401. These client com 
puters receive updates of the player’s performance from 
server computer 401 via computer subsystem 403 in a 
substantially real time basis for each of the plurality of 
players so that a player is constantly aWare of his position in 
the current competition. A real-time interval betWeen 
updates of the player’s performance in current on-line sports 
competitions is predetermined for each of the plurality of 
players competing at the same level of competition. This 
predetermined real-time interval is a function of the number 
of players and the eXpected computer netWork 405 loading/ 
traffic conditions. The predetermined real-time interval is set 
to guarantee that the players receive information at a rate to 
provide a realistic feeling of an on-going competition. 

[0062] In addition, FIG. 4 shoWs hardWare accessories 
413, 415, 417 that are connected to the client computers 407, 
409, 411. The hardWare accessories 413, 415, 417 commu 
nicate With the client computers through an interface (INT) 
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and allow the players to compete against one another by 
providing real-time, player generated inputs to a current 
on-line sports competition. The hardWare accessories 413, 
415, 417 transmit and receive commands, as Well as audio 
and video content to the client computers 407, 409, 411. The 
hardWare accessories 414, 415, 417 provide the plurality of 
players With a realistic competition environment With the 
current on-line sports competitions. 

[0063] FIG. 5 shoWs a non-limiting block diagram of 
another apparatus for conducting on-line sports competi 
tions in real-time. In particular, FIG. 5 shoWs client com 
puters 507, 509, 511 that communicate over an interface 
(e.g., an N. I.) With a computer netWork 505. Moreover, the 
computer netWork 505 is connected to a multi-player facility 
502 that includes application programs eXecuted on a server 
to provide commands to the on-line sports competitions. The 
client computers 507, 509, 511 interface to current on-line 
sports competitions and update a player’s position in the 
competition in a real-time interval. 

[0064] In addition, FIG. 5 shoWs hardWare accessories 
513, 515, 517 that are connected to the client computers 507, 
509, 511. The hardWare accessories 515, 515, 517 commu 
nicate With the client computers through an interface (INT) 
and alloW the players to compete against one another by 
providing real-time, player generated inputs to a current 
on-line sports competition. The hardWare accessories 513, 
515, 517 transmit and receive commands, as Well as audio 
and video content to the client computers 507, 509, 511. The 
hardWare accessories 515, 515, 517 provide the plurality of 
players With a realistic competition environment With the 
current on-line sports competitions. 

[0065] As discussed above, a real-time interval betWeen 
updates of the player’s relative position in the on going 
competition is predetermined for each of the plurality of 
players so that players can fully experience the competition. 

[0066] Further, the apparatus of FIG. 5 permits a plurality 
of players to compete With one another according to an 
overall ranking of each of the players. Players enter a 
competition by electronically paying a fee for registration 
using e-commerce techniques. The apparatus of FIG. 5 
further includes means for receiving an entry fee for each of 
the plurality of players before the start of the current on-line 
sports competition. An internet based means for registering 
players and paying an entry fee using credit/debit cards are 
part of each client computer application program. Once 
payment has been made, the server computer 501 authoriZes 
the client computer 507, 509, 511 to access game playing 
softWare being eXecuted by the multiplayer server facility 
502. 

[0067] After players have registered, and the participants 
in at least one level of competition have been determined 
according to their overall rank, on-line sports competition on 
at least one of the different levels of the competition begins. 
All competitors are preferably noti?ed simultaneously to 
ensure fairness of the competition. Non-limiting eXamples 
of starting a competition may include an audio (e.g., a 
starting gun shot or horn) or visual symbol (e.g., Waving a 
starting ?ag) displayed by the players client computer on 
command of the multiplayer server facility 502. 

[0068] The multiplayer server facility 502 predetermines a 
real-time interval betWeen updates of the player position in 
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the current on-line sports competition for each of the play 
ers. Players are selected to be at the same competition 
ranking as determined from past on-line sports competitions. 
The apparatus of FIG. 2 provides updates of the player 
position in the competition to the player. 

[0069] The apparatus of FIG. 5 also reports updates of the 
player’s positions to each of the other players competing 
With one another in current on-line sports competitions 
Within the real-time interval determined by the server facil 
ity computer 502 through the computer netWork 505 and 
client computers 507, 509, 511. These results may also be 
conveyed to other identi?ed interested parties. Reporting of 
this information may be by e-mail, in the form of digitiZed 
audio and video information. The above eXamples for 
reporting also apply to reporting the ?nal results of the 
current on-line competition, and the resulting neW rankings 
for each of the plurality of players at the conclusion of the 
current on-line sports competitions updated With the results 
of the most recent competition. 

[0070] The hardWare accessories 513, 515, 517 of the 
apparatus of FIG. 5 for a racing competition may include at 
least one of a joystick, steering Wheel, clutch-brake-gas 
pedal assembly, gear shifters, racing seat, upgraded video 
screen, driver racing tub, and race car body as explained 
beloW. Additional hardWare accessories may include a tread 
mill, bicycle, motorcycle, boat, ?ight cockpit and the equip 
ment associated With each. The hardWare accessories 513, 
515, 517 of FIG. 5 may be connected to the client computer 
by a parallel port, serial bus, USB bus or any other conven 
tional computer interface. 

[0071] The apparatus of FIG. 5 further determines mon 
etary priZes for each of the plurality of players based on the 
?nal results of the current on-line sports competitions. The 
process for determining these priZes may be included in the 
multiplayer server facility 502; client computers 507, 509, 
511; or another facility attached to the computer netWork 
505 programmed for this purpose. The determination of 
monetary priZes Will at least be based on the updated 
competition rankings of the players. Monetary priZes may 
also be in the form of a credit toWard the entry fee for future 
on-line sports competitions. 
[0072] The apparatus of FIG. 5 may provide communi 
cation by voice among players during the current on-line 
sports competition. Non-limiting eXamples of the means for 
communicating include Voice Over Internet Protocol, 
Instant Messaging, telephonic party-line communication 
and any other current voice interface system. The real-time 
nature of communications betWeen competitors further 
establishes the realistic feeling of the on-line competition. 

[0073] FIG. 6 illustrates the basics of the hardWare acces 
sories 413, 415, 417 used at the client computer for engaging 
in a race game. A racing station 615 includes a seat 616 
positioned With respect to various driving controls. The 
steering Wheel 621, gear shift 623, accelerator 624, brake 
625, and clutch 626 are (as are common in arcade games) 
connected to the various transducers Which encode the 
position of the control into an electrical signal. Adisplay 620 
generates from the client computer 607 (not shoWn) a visual 
indication of the individual’s position in a race based on data 
received from the host server. A microphone (not shoWn) 
may optionally be included to permit players to send audio 
conversation to the server, Where it is redirected to other 
players. 
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[0074] The basic racing station module 615 can be 
enhanced similar to an arcade racing game as shoWn in FIG. 
7 to more closely simulate the conditions of driving a racing 
vehicle. HoWever, Whether such embellishments as an exte 
rior covering 727 are used or not is not critical to the 
invention. 

[0075] FIG. 8 shoWs a block diagram of the hardWare 
accessories 413, 415, 417 connected to a client computer 
807 for transmitting and receiving commands to the host 
server computer 801 Which conducts the racing competition. 
An analog/digital interface 830 receives each of the analog 
voltages representing the position of the clutch, brake, 
steering Wheel, accelerator, and gear shift. The client com 
puter 807, through an I/O port, samples each of the incoming 
analog voltages, digitiZes and prepares a frame of data for 
transmission via modem 833 to the host server computer 
801. Data received from the host server computer 801 is 
decoded, transmitted to the user on the computer display 820 
or to other feedback/stimulus systems in order to make the 
experience as virtually lifelike as possible. 

[0076] The multi-player racing game is provided by the 
host server 801 Which executes speci?c game playing soft 
Ware shoWn more particularly in FIG. 9. Referring noW to 
FIG. 9, play begins When a sufficient number of players 
have been validated in step 950. The validation step includes 
determining Whether or not the player has paid the required 
fee to enter the game, usually by using e-commerce payment 
techniques. Further, the user’s status regarding a particular 
level of competition is veri?ed. This level of competition 
may be the result of previous competitions engaged in by the 
player in qualifying heats Which Were conducted by the host 
server computer 801. 

[0077] When the host server computer 801 has validated 
that a suf?cient number of players are on-line and available 
for beginning a competition, the race beings in step 951. A 
start command 952 is sent to all of the players via e-mail, 
and is decoded by each of the client computer processors of 
an authoriZed player. During play, commands are received 
from each of the players representing various control data 
generated by the racing station module 615 of FIG. 6 and 
715 of FIG. 7. Each of the received data frames from the 
players is used to recalculate a racer’s position in step 954 
by the host server conducting the racing game for each 
participant. The neW positions are sent as data in step 956 to 
each player Where it can be displayed on display 820. The 
display under control of the client computer 807 may 
position a plurality of displayed vehicles in accordance With 
the information received. 

[0078] Decision block 957 determines When a given 
player has Won based on his position in the race and the 
elapsed time of the race. Once a Winner has been deter 
mined, a race over command is sent in step 958 to all 
players. NeW rankings of the various players are then 
computed, based on their performance as determined by the 
softWare executing the game on host server 801. PriZes are 
aWarded based on the neW rankings and notices of the 
reWard are sent in step 961 to each of the players. 

[0079] Application softWare Which is resident on the client 
computer 807 is executed and interacts With the host server 
801 during play. FIG. 10 illustrates the How diagram for the 
method for engaging in a race With multiple players’ resi 
dent on a client computer 807. The softWare begins execu 
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tion in step 1075, When a begin race command is received 
from host server 801. An icon is displayed in step 1076 to 
indicate the start of the race to the player. Initial position data 
for each player is forWarded by the host server 801 and may 
be displayed in step 1077 on the display 820 of the client 
computer 807 as a race vehicle on a race track. 

[0080] The player operates the controls of the racing 
station module 615, 715 based on the display information 
vieWed by him on display 820. The display may illustrate a 
race track pro?le Which changes over time. Various controls 
generate steering information, braking information, clutch 
position, gear shift position, as Well as acceleration infor 
mation. This information is placed in a frame in step 1079 
With a header Which identi?es a particular player and is 
posted as a message to the host server 801. Player position 
updates are received from the host server in step 1080 and 
displayed on display 820 in step 1082. When the host server 
computer 801 has declared a Winner, a race over command 
is sent and received in step 1083 on the user’s display 820. 
NeW rankings of each player based on his relative perfor 
mance in the race game are then received from the host 
server computer 801 and displayed and stored in the client 
computer 807. 

[0081] Thus, multiple users are able to race against each 
other in real time, and relative rankings are adjusted based 
on the race outcome. Further, the system permits further 
races to be played among neWly ranked players culminating 
in a championship race among the highest ranked players. 
PriZe aWards may be forWarded via the internet in the form 
of credits to a given player for future playing time or as cash 
to the Winning player’s bank account. 

[0082] The advantages of real-time play are realiZed With 
the invention, and so that multiple players can play against 
each other and obtain the effects of real-time racing expe 
riences. 

[0083] The foregoing description illustrates and describes 
the present invention. Additionally, the disclosure shoWs and 
describes only the preferred embodiments of the invention, 
but, as mentioned above, it is to be understood that the 
invention is capable of use in various other combinations, 
modi?cations, and environments and is capable of changes 
or modi?cations Within the scope of the inventive concept as 
expressed herein, commensurate With the above teachings 
and/or the skill or knoWledge of the relevant art. The 
embodiments described hereinabove are further intended to 
explain best modes knoWn of practicing the invention and to 
enable others skilled in the art to utiliZe the invention in 
such, or other, embodiments and With the various modi? 
cations required by the particular applications or uses of the 
invention. Accordingly, the description is not intended to 
limit the invention to the form or application disclosed 
herein. Also, it is intended that the appended claims be 
construed to include alternative embodiments. 

What is claimed is: 
1. A method for operating an on-line gaming system, 

comprising: 
registering With the on-line gaming system With at least 

one of a competitor membership, recruiter membership 
and distributor membership; 

agreeing to requirements of at least one type of member 
ship at a predetermined level; 








