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(57) ABSTRACT 

A system and method are proposed in which valuable 
interactive or non-interactive primary content, made up of 
streaming audio, video, or binary executable program data 
such as a game program, or a combination of such data for 
which value is expected to be paid, is maintained in a 
contents database and accessed from a server station over a 

network, wherein the primary content is downloaded into a 
client-side networked game console or computer. Auxiliary 
content, such as advertisements which are targeted or cus 
tomiZed to a particular customer based the identifying 
information, are triggered for playback in the client game 
console or computer. Controls are provided with the game 
console for enabling the customer to decide whether or not 
to view the auxiliary content, and information concerning 
which types of auxiliary content, along with times and 
durations during which auxiliary content was viewed, are 
recorded and uploaded to the server. 

ESTABLISH COMMUNICATION 
WITH NETWORKED GAME 

CONSOLE 

RECEIVE USER ID FROM 
NETWORKED GAME CONSOLE 

RETRI EVE USER INFO FROM 
CUSTOMER DATABASE 

I 
RECEIVE USER’ 8 REQUEST 

FOR DOWNLOADABLE PRIMARY 
CONTENT 

FIND REQUESTED CONTENT 
FROM CONTENTS DATABASE 

ATTACH RETRIEVED USER 
INFO WITH REQUESTED 
CONTENT FOR DOWNLOAD 

I 
SEND USER INFO AND 
REQUESTED CONTENT TO 

GAME CONSOLE 

RECEIVES ‘RECORD OF 
PLAYED AUXILIARY CONTENT 

FROM GAME CONSOLE 

STORES RECEIVED RECORDS 
TO CUSTOMER DATABASE 

211 

241 

251 

261 

281 



Patent Application Publication Jun. 15, 2006 Sheet 1 0f 6 US 2006/0129688 A1 

v 20 30 “10 f ‘i E j 40 

/ nnnnnnu \ 111:1. 



Patent Application Publication Jun. 15, 2006 Sheet 2 0f 6 US 2006/0129688 A1 

FIG.2 

ESTABLISH COMMUNICATION 201 
WI TH NETWORKED GAME 

CONSOLE 
I 

RECEIVE USER ID FROM 2“ 
NETWORKED GAME CONSOLE 

I 
221 

RETRI EVE USER INFO FROM 
CUSTOMER DATABASE 

I 
RECEIVE USER’ 8 REQUEST 231 

FOR DOWNLOADABLE PRIMARY 
CONTENT 

FIND REQUESTED CONTENT 
FROM CONTENTS DATABASE 

L | 

ATTACH RETRIEVED USER 251 
INFO WITH REQUESTED 
CONTENT FOR DOWNLOAD 

- I 

SEND USER INFO AND 261 
REQUESTED coNTENT To 

GAME CONSOLE 

241 

RECEIVES ‘RECORD OF 271 
PLAYED AUXILIARY CONTENT 

FROM GAME CONSOLE 

STORES RECEIVED RECORDS 
TO CUSTOMER DATABASE 

281 



Patent Application Publication Jun. 15, 2006 Sheet 3 0f 6 US 2006/0129688 A1 

FIG.3 

ESTABLISH COMMUNICATION 301 
WITH DOWNLOAD MANAGEMENT 

SERVER 

‘SEND USER ID TO DOWNLOAD 
MANAGEMENT SERVER 

311 

SEND USER’ S REQUEST FOR 321 
DOWNLOADABLE PRIMARY 

CONTENT 

RECEIVE REQUESTED 331 
CONTENT WITH ATTACHED 

USER INFORMATION 
I 

FIND AUXILIARY coNTENT 341 
STORED‘ IN STORAGE MEDIA 
DETERMINED BY USER INFO 

I 

RECORD HISTORY OF PLAYED 
BACK AUXILIARY CONTENT 

SEND RECORD OF PLAYED 351 
AUXILIARY CONTENT TO 
DOWNLOAD MANAGEMENT 

SERVER 

351 



Patent Application Publication Jun. 15, 2006 Sheet 4 0f 6 US 2006/0129688 A1 

cow 

E5 . E5 . . . E3 . $85 z 2% “52E N 18 mmgé fzoo ? m? a? m? a? m? 

@302 52. £8 E3 9 5E: EH28 .52 
3\ .5 a? R? a; 

w .w _ u_ 



Patent Application Publication Jun. 15, 2006 Sheet 5 0f 6 US 2006/0129688 A1 

BOOT SEQUENCE 501 F I G. 5 
INITIALIZATION 

I 

CHECK CD-ROM/DVD DATA 
CONTENT TYPE 

505 

509 DOES 
DATA CONTENT 

REQUIRE NETWORK 
CONNECTION ? 

517 513 
ESTABLISH CONNECTION NON-NETWORK PROCESSING 

FIRST TIME USER ? 

529 525 
DOWNLOAD PRIMARY CONTENT PROMPT FOR INITIAL USER 

& USER INFORMATION DATA 

_ I 

COMPARE USER DATA WITH 533 
TRIGGER DATA 

537 
IS 

AUXILIARY CONTENT 
ENABLED '? 

EXTRACT & LOAD 545 541 
APPLICABLE AUX'L'ARY EXECUTE PROINMLAYRY CONTENT 

CONTENT 

I 
553 549 

EXECUTE PRIMARY CONTENT MAKE/UPDATE PLAYBACK 
WITH AUXILIARY CONTENT RECORD 



Patent Application Publication Jun. 15, 2006 Sheet 6 0f 6 US 2006/0129688 A1 

00? cows 

mmw: 

ow 

cm: 

“of 

of A 

h 5528 

w 25% 
N . 5223238 

82m or 
w 125% 

~ 0p 



US 2006/0129688 A1 

METHOD AND SYSTEM FOR ENABLING 
PRESENATION OF AUXILIARY CONTENT 

CLAIM OF PRIORITY 

[0001] This application is a Continuation Application 
under 35 USC § 120 and claims priority from US. appli 
cation Ser. No. 09/452,811 entitled “METHOD AND SYS 
TEM FOR ENABLING OPTIONAL CUSTOMER ELEC 
TION OF AUXILIARY CONTENT PROVIDED ON 
DETACHABLE LOCAL STORAGE MEDIA DURING 
ACCESS OF PRIMARY CONTENT OVERANETWORK 
AND FOR COLLECTING DATA CONCERNING 
VIEWED AUXILIARY CONTENT”, and ?led on Dec. 2, 
1999, and is herein incorporated by reference. 

CROSS-REFERENCE TO RELATED 
APPLICATIONS 

[0002] This application is related to US. application Ser. 
No. 09/771,751 entitled “METHOD AND SYSTEM FOR 
PROVIDING AUXILIARY CONTENT LOCATED ON 
LOCAL STORAGE DURING DOWNLOAD/ACCESS OF 
PRIMARY CONTENT OVER A NETWORK”, and ?led on 
Jan. 29, 2001, and is herein incorporated by reference. 

BACKGROUND 

[0003] 1. Field of the Invention 

[0004] The present invention relates to systems for engag 
ing in interactive entertainment or for accessing non-inter 
active entertainment using a networked game console con 
nected to a content provider over a bi-directional network, 
and more speci?cally to maintenance and accessing of 
customer and content databases Which support such systems, 
for enabling playback of both valuable primary content 
along With auxiliary content such as targeted advertise 
ments. 

[0005] 2. Description of the Related Art 

[0006] In recent years, improvements in the ability for 
members of the public to access valuable media and enter 
tainment content by connection to relatively loW cost high 
speed bi-directional netWorks has raised interest in adver 
tisers seeking to exploit such systems for promotion of 
goods and services. 

[0007] One trend has been to offer certain services, such as 
netWork access, or access to specialiZed media content, 
e-mail accounts, e-fax accounts, and so forth, over a netWork 
connection, for free to customers Who are Willing to sign up 
and provide detailed personal identifying information to be 
maintained in a server database. In return for providing such 
customer information, the service provider provides desired 
access to services, for example an e-mail account, to the 
customer for free or at reduced cost, With the provision that 
the customer must then vieW attached advertisements, Which 
may be targeted to the customer based on his or her 
identifying information, broWsing activity, etc. Such adver 
tisements can be attached to customer e-mail or appear in 
pop-up WindoWs or frames Which are generated upon 
accessing the server netWork. By such systems, the costs 
necessary for maintaining the netWork services or paying for 
netWork content can be paid for by advertising revenues, 
Whereas the customer gains access to desired services by 
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release of certain personal information and being forced to 
vieW targeted commercial advertisements. 

[0008] HoWever, despite their popularity as an advertising 
medium, such systems suffer from the draWback that cus 
tomers, in general, do not like being forced to vieW com 
mercials. In addition, many customers are reluctant to give 
up personal information, particularly to advertisers, in 
exchange for free netWork services or free access to content 
over a netWork. A need exists for customers to exercise 
choice in Whether and When they Wish to vieW auxiliary 
content. At the same time, ?exibility needs to be provided to 
advertisers in terms of the manner in Which such auxiliary 
content is delivered to customers, so that advertisements can 
be presented in a non-offending Way more likely to appeal 
to customer interest. Therefore, more ?exible systems have 
been sought in Which advertisements can be provided to 
customers Who retain the option of vieWing such advertise 
ments or not, With the access fees for netWork and content 
services being adjusted based on Whether a customer 
chooses to vieW the commercials or not. 

[0009] Interactive television or video systems o?‘ering 
pay-per-vieW or video-on-demand services, and in Which in 
Which valuable content, such as movies in digital MPEG 
format are doWnloadable for customer vieWing, along With 
optional advertisements, are knoWn from Blahut et al., US. 
Pat. No. 5,532,735 and Neel et al., US. Pat. No. 5,838,314. 
According to these methods, separate databases are estab 
lished on the server side, the ?rst containing desired valuable 
media content such as movies, a second database made up 
of commercial content, and a third database made up of 
customer identifying information. Should the customer elect 
not to vieW the commercial content, a full fee is assessed, 
Whereas if the customer accepts and vieWs the auxiliary 
content, accessing of the valuable content at a reduced cost 
or for free is made possible, in Which case the revenues for 
the valuable content are paid for by advertisers. Although 
these systems do offer the customer the option of disabling 
advertisements, With fees to the customer for vieWing con 
tent being adjusted accordingly, nevertheless such systems 
require a high investment to advertisers since the advertisers 
must be responsible for set up and maintenance of the server 
side advertisement database, either by themselves or through 
detailed coordination With the main content provider. 
Clearly, a more ?exible and loWer cost alternative to adver 
tisers therefore Would be desirable. 

[0010] Other methods by Which advertisers are able to get 
their messages across to vieWers have been disclosed by 
Jernigan et al., US. Pat. No. 5,233,423 and Rakavy et al., 
US. Pat. No. 5,913,040. 

[0011] According to Jemigan et al., embedded commer 
cials may be provided in a memory device installed in a 
television receiver, the commercials being displayed on a 
portion of the screen through use of a graphics generator 
When a control function on the television receiver is acti 
vated. Although local storage of advertisements on a pro 
grammable read-only memory (PROM) is disclosed, this 
system places a heavy burden on advertisers Who must 
establish access With the PROM device in some manner 
through a server netWork. 

[0012] According to Rakavy et al., advertisements may be 
provided over a computer netWork or on a local storage 
device such as a CD-ROM and displayed on a local com 
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puter. The advertisements displayed on the local computer 
can be selected based on pre-con?gured user preference 
information, such as Which types or categories of advertise 
ments a given user may choose to vieW. According to this 
system, hoWever, although statistics of Which advertise 
ments are vieWed are recorded, uploaded to an advertising 
server and provided to advertisers, there is no fee adjustment 
based on Whether the advertisements are vieWed or not, so 
there is no inducement for customers to vieW such adver 
tisements. Further, the main feature intended to be accessed 
by this system is simply the internet as a Whole, so there is 
no linkage or association betWeen predetermined primary 
content and auxiliary advertising content. There is no sug 
gestion that advertisements are provided on a local detach 
able storage medium Which acts as the means (or key) by 
Which customers gain access to predetermined content serv 
ers providing valuable media content such as movies, inter 
active games, programs, and so forth. 

SUMMARY 

[0013] A general object of the present invention is to 
provide a system and method Whereby advertisements are 
made available to customers via a detachable local storage 
medium, such as a DVD or CD-ROM disc, Which is 
intended to be inserted into a game console connected via a 
bi-directional network to a speci?ed content provider, 
Wherein the game console includes a control function for 
enabling the auxiliary content such as advertisements to be 
vieWed, at the option of the customer, While the customer 
accesses valuable media content from a primary content 
database maintained solely by the content provider. 

[0014] A further object of the invention is to provide a 
system and method as described above, Wherein vieWing of 
auxiliary data such as advertisements can be disabled by a 
control function of the game console at any time prior to 
doWnload or during playback of the primary media data. 

[0015] A further object of the invention is to provide a 
system and method as described above, Wherein a record is 
maintained of times and durations for Which a customer has 
elected to vieW auxiliary content along With vieWing of 
valuable media content, Wherein an auxiliary content vieW 
ing record is subsequently uploaded to the server station 
maintained by the content provider and can be used as a 
basis for assessing advertising fees to an advertiser, as Well 
as updating of the customer database. 

[0016] A further object of the invention is to provide a 
system and method as described above, Wherein a customer 
database is maintained in the server station, containing 
identifying information of users Who access the server 
station, Wherein such identifying information is capable of 
being doWnloaded into the game console in order to enable 
only auxiliary content Which is customiZed based on a user’s 
identi?cation pro?le to be loaded and vieWed. 

[0017] A further object of the invention is to provide key 
data, Which may include a media or customer identi?er and 
an authentication code, on the detachable local storage 
medium on the client side of the system, Whereby the key 
data is used to authenticate access to a speci?ed server 
station Which provides primary media content, and Whereby 
such primary media content cannot be accessed unless the 
local storage medium is inserted into the game console. 
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[0018] As a result of the above described objects of the 
invention, improvements over knoWn advertisement meth 
ods can be achieved. As an advertisement medium, by use of 
a local storage medium such as CD-ROM or DVD, there is 
no need as in the prior art for advertisers to expend costs for 
maintenance of a large scale advertisement database on the 
server side of the system. Therefore, advertisers are afforded 
great ?exibility in preparing their oWn advertising content 
on relatively loW cost packaged media, Where at the same 
time advertisers can associate their auxiliary content With 
speci?ed valuable media content doWnloadable from a main 
content provider. 

[0019] Furthermore, the cost and time associated With 
doWnloading of large volume auxiliary data are avoided. 
Because the cost of packaged media such as CD-ROM or 
DVD is relatively loW, advertisers have the advantage of 
being able to easily distribute such media as inserts in 
magaZines and the like. In addition, because of their ability 
to hold large scale data, such detachable packaged media 
have the ability to handle multi-colored animation or lengthy 
playing of auxiliary content Which is highly suitable for 
advertisements. 

[0020] A signi?cant advantage of the present invention is 
the ability for advertisers to associate their auxiliary content 
With speci?ed highly popular and valuable primary media 
content such as feature movies, interactive games, popular 
utility programs and the like, Which are doWnloaded from 
the main content server. That is, merely by contracting With 
and folloWing a prescribed format determined by the pri 
mary media content provider, advertisers are then able to 
easily manufacture their oWn advertisement containing CD 
ROM or DVD media discs Which are easily distributed to 
customers. Because of their association With popular and 
valuable primary media content, customers become highly 
motivated to use such CD-ROM or DVD media as a means 

for gaining access to the primary media content. 

[0021] The above and other objects, features and advan 
tages of the present invention Will become apparent from the 
folloWing description When taken in conjunction With the 
accompanying draWings in Which preferred embodiments of 
the present invention are shoWn by Way of illustrative 
example. 

BRIEF DESCRIPTION OF THE DRAWINGS 

[0022] FIG. 1 illustrates an overall system con?guration 
of a system for enabling display of primary media content, 
along With optional display of locally stored auxiliary media 
content, according to an embodiment of the present inven 
tion. 

[0023] FIG. 2 is a ?oWchart Which describes functions 
performed by the primary content server during communi 
cation With a netWorked game console. 

[0024] FIG. 3 is a ?oWchart Which describes functions 
performed by a netWorked game console during communi 
cation With the primary content server. 

[0025] FIG. 4 is a diagram of data contents contained on 
a detachable storage medium inserted in the game console. 

[0026] FIG. 5 is a process diagram describing the steps 
undertaken in the game console during access With the 
primary content server. 
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[0027] FIG. 6 is a diagram describing an exemplary 
business model implemented according to the teachings of 
the present invention. 

DETAILED DESCRIPTION 

[0028] FIG. 1 shows the con?guration of a system for 
enabling display of primary media content, along with 
optional display of auxiliary media content, according to an 
embodiment of the present invention. The term “primary 
media content” in the context of the speci?cation and claims 
shall be understood to refer to a collection of downloadable 
contents which may consist of any one of video linear 
streaming data, such as a motion picture in the MPEG2 
format, linear audio streaming data such as MP3 data, binary 
program data or any combination of such data. On the other 
hand, excluded from the de?nition of “primary media con 
tent” are services which are used solely to provide access to 
a network, for example browser software or protocol han 
dlers whose main function is only to establish a network 
connection. 

[0029] As shown in FIG. 1, the system con?guration is 
made up of a server side system comprising a download 
service management server 10, a customer database 20 and 
a contents database 30, which are interconnected by a local 
area network (LAN) 40. The “primary media content” as 
described in the preceding paragraph is stored in a contents 
database 30 which makes up part of the server side system. 
The customer database 20 stores a collection of data about 
individual customers who access the download service 
through a bidirectional network 50. The data for individual 
customers may consist of the customer’s name, home 
address, age, gender, occupation, income, hobbies and inter 
ests, information about family members, purchasing history, 
preference of gender in contents viewed, or any other 
descriptive information about a user which may be bene? 
cial to advertisers in targeting auxiliary media to customers. 
Further, such customer data is not static, but is updateable 
based on a user’s access history of the primary contents data, 
for example data concerning which primary contents are 
accessed and/ or how many times a given category (e. g. type 
of music, genre of movies, etc.) of primary contents are 
accessed may be recorded and used for updating the cus 
tomer data, thereby enabling advertisers to tailor their adver 
tisements more effectively to a given customer. 

[0030] The download service management server 10 is a 
server system which is set up to handle download requests 
from a user. Access to the server 10, which may comprise 
one of several servers, is facilitated through a typical device 
known as a router (not shown) on the LAN 40, which directs 
requests to the download management server 10. When the 
server 10 receives requests from a user, the server executes 
a download of requested primary media content from the 
contents database 30. Along with processing requests for 
downloading of primary media content, the server 10 also 
retrieves the requesting user’s customer data from the cus 
tomer database 20 and attaches it with the requested primary 
contents, which are then transmitted via the network by 
means of a known networking protocol standard, such as ftp 
(?le transfer protocol). 

[0031] The network 50 is normally a bi-directional digital 
communications network that connects the user’s terminal 
hardware with the download service management server 10 

Jun. 15, 2006 

provided on the server side of the system. With current 
technologies, a CATV bi-directional network, ISDN or 
xDSL high speed networks are examples of existing infra 
structures enabling the necessary network connections for 
implementing the present invention. 

[0032] The client side of the system con?guration com 
prises a modem or network adapter 60, a networked game 
console 70 which utiliZes a detachable storage medium 80 
therein, and a TV monitor or any other suitable display 
means 90 connected to the game console 70. 

[0033] More speci?cally, the modem/network adapter 60 
is a typical device used to connect the client’s terminal 
hardware, in this case the game console 70, for hook-up to 
the network 50. For example, for a CATV network, a known 
cable modem device may be used, whereas for an ISDN 
network, a device known as a terminal adapter is used. 

[0034] The detachable storage media 80 stores a collection 
of interactive or non-interactive auxiliary content, for 
example advertisements which may be made up of video 
images, animations, sounds, applets, etc. In the preferred 
embodiment, the detachable storage media 80 comprises a 
CD-ROM or DVD disc. Each item of auxiliary content 
includes appended “trigger data” which is appended as an 
access ?ag to the auxiliary content, as shall be discussed in 
further detail below. 

[0035] The networked game console 70 is a network 
connectable player of interactive digital contents. Such a 
game console 70, according to conventional methods, nor 
mally utiliZes the detachable storage media 80 as a contents 
distribution media in a non-networked environment. Stated 
otherwise, under ordinary use according to conventional 
known methods, the game console 70 is capable of playing 
back media contained on the detachable storage media 80, 
which normally is an interactive video game for example, 
even if the game console 70 is not is connected to the 
network. By contrast, according to the present invention, the 
storage media 80 is speci?cally intended to be used in a 
networked environment and to operate in consort with 
downloaded primary content retrieved through a network 
connection, in order to provide linked or associated user 
customiZed auxiliary content. 

[0036] The network game console 70 executes therein 
network access software which is to be loaded from the 
storage media 80 or other internal storage medium (not 
shown), or which may be downloaded from the network, 
into an internal operating RAM (also not shown), for per 
forming the following operations: 

[0037] l. Communicating with the download service man 
agement server 10; 

[0038] 2. Sending media or user identi?cation data to the 
server in order to retrieve downloadable primary content 
from the contents database 30 together with user information 
from the customer database 20; 

[0039] 3. Accessing auxiliary content stored in the storage 
media 80 on the basis of user information downloaded from 

the server; 

[0040] 4. Enabling the user to selectively override the 
playback of auxiliary content for viewing solely the primary 
content downloaded from the server; 
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[0041] 5. Recording a history of the auxiliary content 
items loaded and played back from the storage media 80 at 
the election of the user; and 

[0042] 6. Sending or uploading the record of vieWed 
auxiliary content items to the doWnload service management 
server 10. 

[0043] Under operation, the console 70 receives doWn 
loaded primary content together With attached user infor 
mation, Wherein the doWnloaded primary content may be 
stored locally on an internal storage media such as a hard 
disk drive HDD (not shoWn) or an externally attached 
re-Writable storage medium (not shoWn) Which attaches to 
the game console 70 through a port connection. The access 
softWare ?rst checks, in accordance With feature 4 above, 
Whether or not the user has elected to disable vieWing of 
auxiliary content or not. If the user has not disabled vieWing 
of auxiliary content, the console then accesses and loads one 
or more interactive or non-interactive contents Which match 

the doWnloaded user information and/or the doWnloaded 
primary content. More speci?cally, a comparison is made 
betWeen the user information and “trigger data” contained as 
a header With each piece of auxiliary content, and if data 
contained in the trigger data match With the user informa 
tion, the auxiliary content item is then loaded and queued for 
playback in the console 70. In addition, a given request for 
speci?ed primary content may also spaWn the loading and 
queuing of auxiliary content. A record of the auxiliary 
content items actually loaded and played on the console 70, 
along With the times and duration during Which auxiliary 
content Was played, or any other information obtained 
during playback of the auxiliary content, may be stored in a 
data storage area of the console 70, and is uploaded to the 
server at any suitable time, such as after a given piece of 
primary content has been played, after a given piece of 
auxiliary content has been vieWed or partially vieWed, or 
during a sign-olf process from the netWork connection. 

[0044] The vieWed contents record, particularly the times 
and duration for Which a given piece of auxiliary content 
Was vieWed, are used as a basis for assessing fees to 
advertisers Who have provided the auxiliary content. Further 
the vieWed contents record also enables customer informa 
tion stored in the customer database 20 to be updated to 
include neW information gained during vieWing or interac 
tion betWeen the customer and the auxiliary content. For 
example, in the case of an interactive piece of auxiliary 
content, various questions may be asked of the user, or other 
user behavior monitored, Which can then form part of the 
vieWed contents record and be used for updating information 
on the customer in the customer database 20. In the case of 
non-interactive content, information of Which advertise 
ments have been vieWed can be used to update customer 
information. 

[0045] FIG. 2 is a ?owchart Which describes sequential 
functions performed by the primary content server during 
communication With a netWorked game console. In addition, 
FIG. 3 shoWs a ?owchart Which describes functions per 
formed by the netWorked game console during communi 
cation With the primary content server. Because the func 
tions shoWn in FIGS. 2 and 3 occur in a mutually exchanged 
fashion, these functions shall be described together. 

[0046] In Step 201 on the server side, the doWnload 
service manager 10 receives a request to establish a com 

Jun. 15, 2006 

munication link from the netWork game console 70. Simi 
larly, in a Step 301 on the client or netWorked game console 
side, a request is sent to establish communication With the 
doWnload service management server 10. As a result of these 
coordinated actions, a netWork socket connection according 
to knoWn standards (e.g. IP/TCP) for bi-directional trans 
mission of data packets is established betWeen the manage 
ment server 10 and the netWorked game console 70. 

[0047] In Step 311, after the communication link has been 
established, a unique media ID indicating the media 80 
installed in the game console 70 is sent to the doWnload 
service management server 10. In the event of a ?rst time 
user, the media ID is associated With the user and is 
thereafter used as a user identi?er. In Step 211 on the server 
side, the management server 10 receives the media ID. 

[0048] After receiving the unique media ID, in Step 221 
on the server side, the management server 10 retrieves, via 
LAN 40, user information from the customer database 20. In 
the event that user information associated With the media ID 
(in the case of a neW user) does not exist in the customer 
database 20, the user may be prompted to supply basic 
information for establishing initial user information for the 
customer database 20. This process shall be described in 
greater detail in FIG. 5. 

[0049] At this point, in Step 321 on the game console side, 
a request is sent to the doWnload management server 10 to 
retrieve doWnloadable primary content from the contents 
database 30. When the server receives the user’s request for 
doWnloadable content in Step 231, the doWnload manage 
ment server 10, via LAN 40, ?nds and extracts the requested 
content from the contents database 30 in Step 241. At this 
point, in Step 251, the user information retrieved in Step 221 
is attached to the requested primary content extracted in Step 
241, and the user information together With the requested 
primary content are transmitted to the netWorked game 
console 70 in Step 261. 

[0050] On the client side, in Step 331 the game console 70 
receives the requested primary content along With the 
attached user information. In accordance With the user 
information, in Step 341 the game console 70 searches for 
and ?nds one or more auxiliary content items 415 (see FIG. 
4) stored on the detachable storage media 80 Which corre 
spond With the user information. More speci?cally, a com 
parison is made betWeen various data contained in the user 
information, Which may also include information of the 
currently requested primary content, and trigger data 419 
appended With each of the auxiliary contents 415, and for 
those items for Which a match is found, the auxiliary 
contents 415 are extracted. As shall be explained in more 
detail in relation to FIG. 5, the user is given the option of 
overriding playback of the auxiliary content, hoWever, 
assuming playback is authorized, the auxiliary content items 
415 are loaded and executed for playback along With the 
primary content. 

[0051] In Step 351, a record is stored in an internal 
memory (not shoWn) of the game console 70 of all the 
auxiliary content items Which have actually been vieWed by 
the customer. Such a record may comprise an identi?er of 
the auxiliary content items Which Were vieWed, and the 
duration for Which an auxiliary content item Was vieWed if 
it Was not played in its entirety. 

[0052] In Step 361, the game console 70 sends the record 
established in Step 351 to the doWnload management server 
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10, Which in turn receives the playback record in Step 271. 
The transmittal of this record may be sent in any of various 
Ways, for example as a comprehensive record at the end of 
user activity Which is uploaded to the server during a 
sign-off procedure, or intermittently as each auxiliary con 
tent item is vieWed. As discussed above, the playback 
record, Which is stored in the customer database 20 in Step 
281, provides valuable feedback information to auxiliary 
content providers, such as advertisers, as to Whether the 
auxiliary content Was effective for a given target audience, 
and may also be used as a basis for assessing fees to the 
auxiliary content providers. 

[0053] FIG. 4 is a diagram of data contents 400 contained 
on a detachable storage media 80 inserted in the game 
console 70. As shoWn schematically therein, the storage 
media 80 stores data comprising auxiliary content (AUX. 
CONTENT) 403 to be vieWed by the user of the game 
console, Wherein the auxiliary content 403 is made up of a 
plurality of content items 415 (Content 1, Content 2, . . . 
Content N) each With an appended set of trigger data 419. 
The storage media 80 further holds a unique MEDIA ID 
section 407, Which serves for identifying the detachable 
storage media itself (such as an alphanumeric CD-ROM/ 
DVD serial number) and Which also establishes a user 
identi?er for the user Who utilizes the storage media 80 in 
the game console 70, and an authentication code (AUTH. 
CODE) 409 Which is used for authenticating access to the 
doWnload service manager 10. It is conceivable that the 
MEDIA ID and the authentication code could be the same, 
although preferably the functions of server access and 
media/customer identi?cation are facilitated by separate 
codes. Alternatively, the MEDIA ID section 407 may com 
prise a softWare program Which generates a unique user 
identi?er in association With a prompt for user input of initial 
user data, such as the name, address, etc. of the user. It shall 
be understood that once the MEDIA ID 407 becomes 
associated With user information, the MEDIA ID 407 serves 
as a user identi?er, so these terms may be used interchange 
ably hereinafter. 

[0054] The USER ID 407 and AUTH. CODE 409 also 
serve jointly as an enabling key through Which access to 
given primary content is authorized by the content server 10. 
More speci?cally, When the MEDIA ID 407 is uploaded to 
the server 10, on the basis of the MEDIA ID 407, the server 
10 can determine Which primary contents, from among 
multiple contents in the content database 30, are authorized 
for access to the user on the basis of the user identi?er. 
Should such a media identi?er not be present, or be deemed 
to be incorrect or outdated, access to the content server 10 
is suspended. Thus, the correct storage media 80 must be 
present in the game console, and a correct and non-outdated 
media identi?er must be determined, in order for access to 
the server 10 to be authorized. Another possibility is that the 
authorization code 409 provides access to a given server 
dedicated for doWnloading of speci?ed primary content 
from among multiple contents in the contents database 30. 

[0055] The storage media 80 additionally contains a NET 
ACCESS indicator 411 that the storage media 80 is intended 
for interaction With a server in a netWorked environment. 
The NET ACCESS indicator 411 may itself comprise net 
Work access softWare Which enables the necessary netWork 
connection, or may simply comprise a ?ag indicating that 
netWork softWare residing in the game console 70 should be 
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loaded and executed. In the latter case, the netWork softWare 
residing in the game console 70 may comprise a small 
program for establishing a minimal netWork connection to 
enable more versatile netWork softWare to be doWnloaded 
from the server and executed in the game console 70. 

[0056] FIG. 5 is a process diagram describing steps under 
taken in the netWorked game console 70 prior to and during 
a netWork connection With the primary content server 10. 

[0057] In Step 501 When the game console is turned on, a 
standard boot sequence is initiated through an internal BIOS 
for enabling essential communications betWeen peripheral 
devices and the like, Whereby the system is initialized for 
operation by the user. 

[0058] When a detachable media 80 such as a CD-ROM or 
DVD disc is inserted in the game console 70, in Step 505 the 
system scans the media 80 to determine Whether the data 
content thereon is intended for operation in a netWorked 
environment. This is done by checking Whether a NET 
ACCESS indicator 411, as described above, is present on the 
media 80 or not. 

[0059] Next, in Step 509, if is it determined that the 
detachable media 80 does not contain a NET ACCESS 
indicator 411, i.e. that the media is a program intended for 
operation With the game console alone and not requiring a 
netWork connection, then in Step 513 the game console is 
operated in a normal non-netWorked mode. HoWever, if the 
NET ACCESS indicator 411 is present, then a bi-directional 
netWork connection is established in Step 517 as Was 
discussed above in relation to FIG. 2 and FIG. 3. In this 
case, the authorization code 409 on the detachable media 80 
is used to enable the netWork connection. 

[0060] In Step 521, it is determined in cooperation With 
the content server 10 Whether or not the customer is a ?rst 
time user or not. More speci?cally, upon receipt of the 
MEDIA ID 407, the content server 10 can determine 
Whether this is the ?rst time that the MEDIA ID 407 has been 
used to access the system 10, and if so, Will issue a command 
to the game console 70 to prompt the user for initial user data 
as shoWn in Step 525. At this time, the server 10 may also 
establish and store a time/date log ?le for association With 
the MEDIA ID 407 Which permits access to the server 10 
With use of the detachable media 80 for a limited time period 
only. 
[0061] In step 529, the primary content requested by the 
customer is doWnloaded into the netWorked game console 
70 from the content server 10. As Was described in relation 
to FIGS. 2 and 3, the desired primary content has attached 
thereto the user information Which is associated With the 
user ID from the customer database 20. As for determining 
Which primary content is authorized and hence doWnload 
able to a given user, prior to step 529, the user may be 
presented With a menu option Which displays only those 
primary content items, from among all items contained in 
the content database 30, that are authorized to the user for 
doWnloading and vieWing, thereby facilitating selection by 
the user. While menu options may be provided as a function 
of a menu routine executed from the detachable storage 
media 80, on the server side the doWnload management 
server 10 is capable of controlling Which primary content is 
doWnloadable based on the MEDIA ID. In other Words, the 
user cannot request primary content items Which are not 
authorized for the MEDIA ID 407. 
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[0062] The routine proceeds next to step 533 for compar 
ing the downloaded customer information With the trigger 
data 419 (see FIG. 4) for each of the auxiliary content items, 
to determine Which auxiliary content items shall be loaded 
and queued for playback. 

[0063] In step 537, the system checks to see Whether the 
user has elected to permit playback of auxiliary content 
contained on the detachable storage media 80. The ability to 
optionally choose or disable playback of auxiliary content 
can be provided by means of a control button on the game 
console, and such ability is generally made constantly avail 
able to the user at any time before or during playback of the 
requested primary content. 

[0064] If playback of auxiliary content is disabled, in Step 
541 the primary content only is executed by the game 
console 70 for vieWing by the user. However, assuming the 
customer permits playback of auxiliary content, the routine 
proceeds to step 545 Wherein the applicable auxiliary con 
tent items 415 determined in Step 533 are loaded and queued 
for playback. 

[0065] Upon loading of an auxiliary content item, in Step 
549 the game console 70 makes a record in an internal 
storage area (not shoWn) that a given auxiliary content item 
has been readied for vieWing by the customer, and upon 
execution of the auxiliary content, an on-board timer (also 
not shoWn) may be initiated to keep track of the time during 
Which the auxiliary content items are played back. By means 
of a control loop back to Step 537, as shoWn in FIG. 5, the 
system continuously poles Whether the user has enabled or 
disabled the auxiliary content. Assuming the user does not 
disable the auxiliary content during playback, it may be 
assumed that the auxiliary content item Was vieWed or 
interacted With in its entirety. HoWever, should the user 
disable the auxiliary content during playback of a given 
auxiliary content item, the time at Which the disablement 
occurred and the auxiliary content item being played back at 
that time are recorded. The playback record is also important 
in the event the user disables and then re-enables the 
auxiliary content, in Which case the record provides an 
indication of Which auxiliary content item Was being vieWed 
at the time of disablement, and thus alloWs the auxiliary 
content to be reinitiated at the content item Where it last left 
off, in Which case the playback record is updated. 

[0066] Then roughly simultaneously With Step 549, the 
auxiliary content is executed for playback along With the 
requested primary content in Step 553. It shall be understood 
that various modes for execution of auxiliary and primary 
content can be contemplated Within the knoWledge of per 
sons skilled in the art. For example, the auxiliary content can 
be played back before the running of the primary content, so 
that the user is not permitted to vieW the primary content 
until after the auxiliary content has been vieWed, or other 
Wise run its course, for example by interaction With the user 
in the case of interactive content. Alternatively, the auxiliary 
content can be presented alongside With the primary content, 
for example in a WindoW, inset, banner or frame, While the 
primary content is also being executed. Interaction betWeen 
primary and auxiliary content is also possible. For example, 
in the case Where the primary content is an interactive game, 
the appearance of a character, scene or other data item in the 
primary content can be used to trigger actions in the auxil 
iary content. 
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[0067] FIG. 6 is a diagram describing an exemplary 
business model implemented according to the teachings of 
the present invention. The basic business model supposes 
tWo conditions. First, that the doWnloadable primary content 
110 from the contents database 30 comprises a popular 
interactive game, movie, music or any other digital content 
Worth paying for. Secondly, the content items stored on the 
detachable storage media 80 are typically advertisements 
from various auxiliary content providers 100 Who are typi 
cally commercial companies or the like. In this case, if the 
user 120 elects to vieW the auxiliary content provided on the 
detachable storage media 80 along With the primary content 
110, the fee 13011 for the doWnloadable primary content 110 
can be paid to the doWnload service operator 10 by the 
auxiliary content provider 100. 

[0068] Alternatively (as indicated by the dashed line in 
FIG. 6), if the user 120 decides to skip the auxiliary content, 
as described in Step 537 of FIG. 5, a fee 10319 to the 
doWnload service operator 10 for the primary content 110 
Will be charged to the user. Thus, the user 120 does not have 
to pay a fee to the doWnload service operator 10 as long as 
the user 120 vieWs the customiZed auxiliary content (trig 
gered by the user’s personal information) contained on the 
storage media 80. 

[0069] Based on the playback record Which is created in 
Step 549 of FIG. 5 and uploaded to the doWnload service 
provider 10, the doWnload service operator 10 can collect 
fees both from the user 120 and/or auxiliary content pro 
viders 100 based on the amount of secondary content vieWed 
by the user 120. 

[0070] It is signi?cant not only that the auxiliary content 
is provided through a detachable storage media 80, but also 
that the system enables a pairing or linkage betWeen the 
auxiliary content on the storage media 80 and speci?ed 
doWnloadable primary content 110, and Wherein, by means 
of key data on the storage media, the storage media 80 
provides the avenue of access to the primary content 110. In 
this manner, auxiliary content providers, typically advertis 
ers, are able to direct the detachable media 80 to customers 
Whose motivation Will be to access valuable and popular 
primary media content, Whereas the primary content pro 
vider, through the key, can additionally control access to 
primary content based on a speci?ed time period during 
Which the storage media 80 can be used. 

[0071] Further, in addition to being motivated to use the 
detachable media 80 to access popular primary media con 
tent, customers may feel less reluctant to offer personal 
identifying information if the impression is that the infor 
mation is being collected by, and maintained under the 
control of, a Well knoWn primary content provider, as 
opposed to lesser knoWn advertisers. 

[0072] The system can also enable a tWo-tiered method of 
advertising, Wherein the doWnload server operator 10 can 
require forced vieWing of advertisements sent directly along 
With the primary content, Whereas advertisements from 
auxiliary content providers 80 are provided on an optional 
basis to the user 120, thereby increasing the versatility of the 
system as an advertising method. 

[0073] It shall be understood that various modi?cations 
Will be apparent and can be readily made by persons skilled 
in the art Without departing from the scope and spirit of the 
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present invention. Accordingly, the following claims shall 
not be limited by the descriptions or illustrations set forth 
herein, but shall be construed to cover With reasonable 
breadth all features Which may be envisaged as equivalents 
by those skilled in the art. 

What is claimed is: 
1. A system for providing access to primary media content 

in digital form, comprising: 

a server netWork comprising a server; 

a client computer connectable to said server; and 

a storage media of said client computer, said storage 
media having a plurality of auxiliary media content 
items and a plurality of trigger data items logically 
associated, respectively, With each of said auxiliary 
media content items; 

Wherein access is made through the client computer to 
speci?ed content in a primary content database, and in 
response to the access, information is doWnloaded into 
said client computer to trigger execution of speci?ed 
auxiliary media content items based on comparison of 
said information With said trigger data items. 

2. A system according to claim 1, Wherein said speci?ed 
content comprises a portion of an overall set of primary 
contents stored at said server. 

3. A system according to claim 1, Wherein said speci?ed 
content comprises a portion of an overall set of primary 
contents stored in said server, and an authentication code 
authenticates access to the server Which is responsible for 
providing access to said speci?ed content. 

4. A system according to claim 1, Wherein said client 
computer further comprises a local ?xed storage device 
disposed internally or externally of said client computer, 
Wherein said speci?ed content is doWnloaded onto said ?xed 
storage device. 

5. A method for delivery of primary media content in 
digital form, comprising the steps of: 

establishing a communications link betWeen a netWorked 
console and a server, said netWorked console having a 
local storage media and having a detachable storage 
media detachably installed therein; 

transmitting a request for primary media content to said 
server, in order to retrieve said primary media content; 

doWnloading into said local storage media of said net 
Worked console from said server said primary media 
content; and 

presenting selected auxiliary media content stored on said 
detachable storage media at the netWorked console, the 
presenting of the selected auxiliary media content being 
based on information obtained from the server. 

6. A method for delivery of primary media content in 
digital form as recited in claim 5, further comprising: 

selectively overriding playback of said auxiliary media 
content, for enabling vieWing of solely the primary 
media content doWnloaded from said server. 

7. A method for delivery of primary media content in 
digital form as recited in claim 5, further comprising: 

Jun. 15, 2006 

storing a record of the auxiliary media content vieWed 
using said netWorked console; and 

uploading said record to said server. 
8. A method for delivery of primary media content in 

digital form as recited in claim 5, further comprising: 

receiving an authentication code from said server, 
Wherein said authentication code serves to limit access 
to speci?ed content only from among said primary 
media content. 

9. A method for delivery of primary media content in 
digital form as recited in claim 5, Wherein said presenting of 
said selected auxiliary media content further comprises 
comparing said information obtained from said server With 
trigger data logically associated With one or more auxiliary 
media content items making up the auxiliary media content. 

10. A method for delivery of primary media content in 
digital form as recited in claim 5, Wherein said doWnloading 
into said local storage media of said netWorked console from 
said server said primary media content comprises storing 
said primary media content on a local ?xed storage device 
disposed internally or externally of said netWorked console. 

11. A method for accessing primary media content from a 
content provider, comprising: 

establishing a communications link betWeen a computer 
and a server, said computer having a local storage 
media: 

communicating a request for speci?ed primary media 
content to said server, in order to retrieve said primary 
media content; 

doWnloading into said local storage media of said com 
puter from said server said speci?ed primary media 
content; and 

presenting selected auxiliary media content stored on said 
local storage media at a display associated With the 
computer, the selected auxiliary media content being 
identi?ed in response to the request for the speci?ed 
primary media content, and Wherein the selected aux 
iliary media content is capable of being presented 
interactively With the presentation of the speci?ed 
primary media content. 

12. A method for accessing primary media content from 
a content provider as recited in claim 11, Wherein said 
presenting of the selected auxiliary media content includes 
presenting the selected auxiliary media content alongside the 
speci?ed primary media content. 

13. A method for accessing primary media content from 
a content provider as recited in claim 11, Wherein the 
selected auxiliary media content is presented in one of a 
WindoW, an inset, a banner, or a frame. 

14. A method for accessing primary media content from 
a content provider as recited in claim 11, Wherein the 
speci?ed primary media content is in the form of an inter 
active program and execution in the interactive program can 
trigger presentation of different ones of the selected auxil 
iary media content. 


