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(57) ABSTRACT 

Methods are described for selling, loaning, renting, or oth 
erWise providing a retail product, such as an interactive 
product, that alloWs a consumer to participate in one or more 
venues. The retail product is capable of interfacing With 
interactive devices in the venues that are capable of produc 
ing sensory e?fects based on communication from and/or to 
the retail product. Furthermore, the retail product preferably 
has an independent or intrinsic value apart from the use of 
the product in the venues, and may include, for example, a 
toy Wand or like toy device, apparel, and/or jewelry. In 
certain examples, the retail methods include tracking the 
consumer’s use of the retail product in the venue(s). Such 
tracking information may be used to customize the experi 
ence of the user during a subsequent visit to the same venue 
or another venue. 
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RETAIL METHODS FOR PROVIDING AN 
INTERACTIVE PRODUCT TO A CONSUMER 

RELATED APPLICATIONS 

[0001] This application is a continuation-in-part of and 
claims priority bene?t under 35 U.S.C. § 120 from US. 
patent application Ser. No. 11/183,592, ?led Jul. 18, 2005, 
Which is a continuation of and claims bene?t of priority 
under 35 U.S.C. § 120 of US. patent application Ser. No. 
10/410,583, ?ledApr. 7, 2003, now US. Pat. No. 6,967,566, 
issued Nov. 22, 2005, Which claims priority under 35 U.S.C. 
§ 119(e) to US. Provisional Application No. 60/370,568, 
?led Apr. 5, 2002, each of Which is hereby incorporated 
herein by reference in its entirety and is to be considered a 
part of this speci?cation. 

BACKGROUND OF THE INVENTION 

[0002] 
[0003] Embodiments of the present invention relate to 
providing a retail product to a consumer and, in particular, 
to methods for providing a retail product for interfacing With 
interactive devices in one or more venues. 

[0004] 2. Description of The Related Art 

1. Field of The Invention 

[0005] Games, play structures and other similar entertain 
ment systems are Well knoWn for providing play and inter 
action among children and adults. A Wide variety of com 
mercially available play toys and games are also knoWn for 
providing valuable learning and entertainment opportunities 
for children, such as role playing, reading, memory stimu 
lation, tactile coordination and the like. 

[0006] HoWever, there is alWays a demand for more 
exciting and entertaining games and toys that increase the 
learning and entertainment opportunities for children and 
stimulate creativity and imagination. 

SUMMARY OF THE INVENTION 

[0007] The present invention provides a unique system 
and method of multi-media game play carried out utiliZing 
an interactive “Wand” and/ or other tracking/ actuation device 
to alloW play participants to electronically and “magically” 
interact With their surrounding play environment(s). The 
play environment may either be real or imaginary (i.e. 
computer/TV generated), and either local or remote, as 
desired. Optionally, multiple play participants, each pro 
vided With a suitable “Wand” and/or tracking device, may 
play and interact together, either Within or outside one or 
more play environments, to achieve desired goals or produce 
desired effects Within the play environment. 

[0008] In accordance With one embodiment the present 
invention provides an interactive play system and Wand toy 
for enabling a trained user to electronically send and receive 
information to and from other Wand toys and/or to and from 
various transceivers distributed throughout a play facility 
and/or connected to a master control system. The toy Wand 
or other seemingly magical object is con?gured to use a 
send/receive radio frequency communication (SRRF) pro 
tocol Which provides a basic foundation for a complex, 
interactive entertainment system to create a seemingly 
magic interactive play experience for play participants Who 
possess and learn to use the magical Wand toy. 
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[0009] In accordance With another embodiment the 
present invention provides an interactive play structure in 
the theme of a “magic” training center for Would-be Wizards 
in accordance With the popular characters and storylines of 
the childrens’ book series “Harry Potter” by J. K. RoWling. 
Within the play structure, play participants learn to use a 
“magic Wand” and/or other tracking/actuation device. The 
Wand alloWs play participants to electronically and “magi 
cally” interact With their surrounding play environment 
simply by pointing or using their Wands in a particular 
manner to achieve desired goals or produce desired effects 
Within the play environment. Various receivers or transceiv 
ers are distributed throughout the play structure to facilitate 
such interaction via Wireless communications. 

[0010] In accordance With another embodiment the 
present invention provides a Wand actuator device for actu 
ating interactive various play effects Within a radio fre 
quency identi?cation (RFID) compatible play environment. 
In certain embodiments, the Wand comprises an elongated 
holloW pipe or tube having a proximal end or handle portion 
and a distal end or transmitting portion. An internal cavity 
may be provided to receive one or more batteries to poWer 
optional lighting, laser or sound effects and/or to poWer 
long-range transmissions such as via an infrared light emit 
ting diode (LED) transmitter device or RF transmitter 
device. The distal end of the Wand is ?tted With an RFID 
transponder that is operable to provide relatively short-range 
radio frequency (RF) communications (for example, less 
than 60 centimeters) With one or more receivers or trans 
ceivers distributed throughout a play environment. The 
handle portion of the Wand is ?tted With optional combina 
tion Wheels having various symbols and/or images thereon 
Which may be rotated to produce a desired pattern of 
symbols required to operate the Wand or achieve one or more 
special effects. 

[0011] In accordance With another embodiment the 
present invention provides an RFID card or badge intended 
to be af?xed or adhered to the front of a shirt or blouse Worn 
by a play participant While visiting an RF equipped play 
facility. The badge comprises a paper, cardboard or plastic 
substrate having a front side and a back side. The front side 
may be imprinted With graphics, photos, or any other 
information desired. The front side may include any number 
of other designs or information pertinent to its application. 
The obverse side of the badge contains certain electronics 
comprising a radio frequency tag pre-programmed With a 
unique person identi?er number (U PIN). The UPIN may be 
used to identify and track individual play participants Within 
the play facility. Optionally, each tag may also include a 
unique group identi?er number (UGIN) Which may be used 
to match a de?ned group of individuals having a predeter 
mined relationship. 

[0012] In accordance With another embodiment the 
present invention provides an electronic treasure hunt game. 
Game participants receive a card, map and/or identi?cation 
badge con?gured With an RFID tag, bar-code or a magnetic 
“sWipe” strip or the like. The RFID tag or other identifying 
device is used to store certain information identifying each 
play participant and/ or describing certain poWers or abilities 
possessed by of an imaginary role-play character that the 
card represents. Players advance in the game by ?nding 
clues and solving various puZZles presented. Players may 
also gain (or lose) certain attributes, such as magic skills, 
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magic strength, ?ghting ability, various spell-casting abili 
ties, etc. All of this information is preferably stored on the 
RFID tag or card so that the character attributes may be 
easily and conveniently transported to other similarly 
equipped play facilities, computer games, video games, 
home game consoles, hand-held game units, and the like. In 
this manner, an imaginary role-play character is created and 
stored on a card that is able to seamlessly transcend from one 
play medium to the next. 

[0013] For purposes of summarizing the invention and the 
advantages achieved over the prior art, certain objects and 
advantages of the invention have been described herein 
above. Of course, it is to be understood that not necessarily 
all such objects or advantages may be achieved in accor 
dance With any particular embodiment of the invention. 
Thus, for example, those skilled in the art Will recogniZe that 
the invention may be embodied or carried out in a manner 
that achieves or optimiZes one advantage or group of advan 
tages as taught herein Without necessarily achieving other 
objects or advantages as may be taught or suggested herein. 

[0014] Certain embodiments of the invention include a 
method of providing a retail product to a consumer. The 
method comprises: (i) providing a ?rst interactive device in 
a ?rst venue, the ?rst interactive device being capable of 
producing a ?rst sensory response: (ii) providing a second 
interactive device in a second venue, the second interactive 
device being capable of producing a second sensory 
response, Wherein the second venue differs from the ?rst 
venue; (iii) providing to a consumer a retail product capable 
of interfacing in the ?rst venue With the ?rst interactive 
device to cause the ?rst sensory response and in the second 
venue With the second interactive device to cause the second 
sensory response, the retail product further comprising an 
intrinsic value that is independent of a use of the retail 
product by the consumer in the ?rst or second venues; and 
(iv) tracking the use of the retail product by the consumer in 
the ?rst or second venues. For example, the retail product 
may comprise at least one of a toy, apparel and a collector’s 
item, and/or the ?rst venue may comprise at least one of an 
entertainment or leisure facility, a restaurant, and a hotel. 

[0015] Certain embodiments of the invention also include 
another method for providing interactive entertainment. The 
method comprises : (i) providing a ?rst interactive device in 
a ?rst venue, the ?rst interactive device con?gured to 
produce a ?rst sensory response; (ii) providing a second 
interactive device in a second venue, the second interactive 
device con?gured to produce a second sensory response, 
Wherein the second venue differs from the ?rst venue; (iii) 
providing to a consumer a retail product con?gured to 
generate a ?rst Wireless signal to interface in the ?rst venue 
With the ?rst interactive device to cause the ?rst sensory 
response, the retail product being further con?gured to 
generate a second Wireless signal in the second venue With 
the second interactive device to cause the second sensory 
response; and (iv) tracking the use of the retail product by 
the consumer in the ?rst or second venues. In certain 

embodiments, the ?rst and/or second Wireless signal may 
comprise an RF signal, an infrared signal, a laser, combi 
nations of the same or the like. 

[0016] In certain embodiments, a method is disclosed for 
providing an interactive toy to a consumer for use in a 
variety of different environments. The method comprises: (i) 
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providing an interactive toy to a consumer, Wherein the 
interactive toy comprises a stand-alone value independent of 
a use of the interactive toy With other objects; (ii) providing 
a ?rst reader device in a ?rst entertainment facility, the ?rst 
reader device being capable of electrically interfacing With 
the interactive toy to produce a ?rst sensory response; (iii) 
providing a second reader device in a second facility, the 
second reader device being capable of electrically interfac 
ing With the interactive toy to produce a second sensory 
response, Wherein the second facility is distinct from the ?rst 
entertainment facility; and (iv) electronically tracking the 
use of the interactive toy in at least one of the ?rst enter 
tainment facility and the second facility. 

[0017] In certain embodiments, another method is dis 
closed for providing interactive entertainment. The method 
includes: (i) providing an interactive toy to a consumer; (ii) 
providing a ?rst reader device in a ?rst entertainment 
facility, the ?rst reader device con?gured to electrically 
interface With the interactive toy to produce a ?rst sensory 
response; (iii) providing a second reader device in a second 
facility, the second reader device con?gured to electrically 
interface With the interactive toy to produce a second 
sensory response, Wherein the second facility is distinct 
from the ?rst entertainment facility; and (iv) electronically 
tracking the use of the interactive toy in at least one of the 
?rst entertainment facility and the second facility. 

[0018] In certain embodiments, a method is disclosed for 
marketing a retail product to a consumer. The method 
includes: (i) providing at least one interactive device in a 
venue, the at least one interactive device con?gured to 
produce at least one e?fect; (ii) providing to a consumer a 
retail product capable of Wirelessly interfacing in the venue 
With the at least one interactive device to trigger the at least 
one effect, the retail product comprising an intrinsic value 
that is independent of a use of the retail product by the 
consumer in the venue; (iii) alloWing the consumer to use the 
retail product in the venue for a period of time; and (iv) 
offering for sale, after the period of time, the retail product 
to the consumer. 

[0019] In yet other embodiments of the invention, a 
method is disclosed for marketing a retail product to a 
consumer. The method comprises: (i) providing at least one 
interactive device in a venue, the at least one interactive 
device con?gured to produce at least one e?fect; (ii) provid 
ing to a consumer a retail product con?gured to generate a 
Wireless signal to interface in the venue With the at least one 
interactive device to trigger the at least one effect, the retail 
product comprising an intrinsic value that is independent of 
a use of the retail product by the consumer in the venue; (iii) 
alloWing the consumer to use the retail product in the venue 
for a period of time; and (iv) offering for sale, after the 
period of time, the retail product to the consumer. 

[0020] For purposes of summarizing the disclosure, cer 
tain aspects, advantages and novel features of the inventions 
have been described herein. It is to be understood that not 
necessarily all such advantages may be achieved in accor 
dance With any particular embodiment of the invention. 
Thus, the invention may be embodied or carried out in a 
manner that achieves or optimiZes one advantage or group of 
advantages as taught herein Without necessarily achieving 
other advantages as may be taught or suggested herein. 
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BRIEF DESCRIPTION OF THE DRAWINGS 

[0021] Having thus summarized the general nature of the 
invention and its essential features and advantages, certain 
preferred embodiments and modi?cations thereof Will 
become apparent to those skilled in the art from the detailed 
description herein having reference to the ?gures that folloW, 
of Which: 

[0022] FIG. 1 is a perspective vieW of a play participant 
holding an interactive Wand for playing an interactive 
adventure game in accordance the present invention; 

[0023] FIG. 2 is a perspective vieW of a play participant 
learning to use the interactive Wand of FIG. 1 using a 
computer game and a training manual; 

[0024] FIG. 3 is a perspective vieW of an adventure game 
center provided Within a movie theater con?gured to facili 
tate interactive game play in accordance With the present 
invention; 

[0025] FIG. 4 is a perspective vieW illustrating hoW play 
participants can use the Wand of FIG. 1 to create an 
interactive experience Within a movie theater; 

[0026] FIG. 5 is a perspective vieW of a play participant 
playing an interactive adventure game using a computer and 
the Wand device of FIG. 1; 

[0027] FIG. 6 is a perspective vieW of an interactive 
adventure game center having features of the present inven 
tion; 

[0028] FIG. 7 is a perspective vieW of a play participant 
playing an interactive adventure game in accordance With 
the present invention, and illustrating the use of an extrinsic 
clue or information source; 

[0029] FIG. 8 is a perspective vieW of a retail store facility 
having an interactive adventure game center in accordance 
With the present invention; 

[0030] FIG. 9 is a perspective vieW of an alternative 
embodiment of an interactive adventure game center pro 
vided Within the retail store of FIG. 8 and having features of 
the present invention; 

[0031] FIG. 10 is a perspective vieW of an interactive 
adventure game carried out using a computer game console 
and one or more Wand devices; 

[0032] FIG. 11 is a perspective vieW of another alternative 
embodiment of an interactive adventure game center or play 
structure such as may be provided Within a family enter 
tainment center or theme park; 

[0033] FIG. 12 is a perspective vieW of a play participant 
Within an interactive adventure game center casting “magi 
cal” spells using the Wand device of FIG. 1; 

[0034] FIG. 13 is an alternative perspective vieW of the 
interactive adventure game center of FIG. 11; 

[0035] FIG. 14 is a perspective vieW of an RFID-enabled 
interactive game device or console having features of the 
present invention; 

[0036] FIG. 15 is a perspective vieW of an RFID-enabled 
interactive game device, ride or console having features of 
the present invention; 
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[0037] FIG. 16 is a perspective vieW of tWo play partici 
pants playing an interactive game using multiple computers 
communicating via the intemet; 

[0038] FIG. 17Ais a perspective vieW of a magic Wand toy 
for use With an interactive adventure game having features 
and advantages in accordance With the present invention; 

[0039] FIG. 17B is a partially exploded detail vieW of the 
proximal end or handle portion of the magic Wand toy of 
FIG. 17A, illustrating the optional provision of combination 
Wheels having features and advantages in accordance With 
the present invention; 

[0040] FIG. 17C is a partial cross-section detail vieW of 
the distal end or transmitting portion of the magic Wand toy 
of FIG. 17A, illustrating the provision of an RF transponder 
device therein; 

[0041] FIG. 18 is a simpli?ed schematic diagram of an RF 
reader and master control system for use With the magic 
Wand toy actuator of FIG. 17A having features and advan 
tages in accordance With the present invention; 

[0042] FIGS. 19A and 19B are front and rear vieWs, 
respectively, of an optional RFID tracking badge or card for 
use Within an interactive adventure game paving features 
and advantages in accordance With the present invention; 

[0043] FIGS. 20A and 20B are schematic diagrams illus 
trating typical operation of the RFID tracking badge of FIG. 
19; 

[0044] FIG. 21 is simpli?ed schematic. diagram of an 
RFID read/Write system for use With the RFID tracking 
badge of FIG. 19 having features and advantages in accor 
dance With the present invention; 

[0045] FIG. 22 is a simpli?ed block diagram illustrating 
the basic organiZation and function of the electronic cir 
cuitry comprising the RFID tag device of FIG. 19B; 

[0046] FIG. 23, Which includes FIGS. 23A and 23B, is a 
schematic block diagram illustrating hoW an interactive 
adventure game in accordance With the present invention 
can be implemented simultaneously and seamlessly Within 
multiple play environments and entertainment mediums; 

[0047] FIG. 24 illustrates a ?owchart of an exemplary 
embodiment of a retail process of providing an interactive 
device for use in multiple interactive venues; and 

[0048] FIG. 25 illustrates a ?owchart of an exemplary 
embodiment of a retail process for providing a consumer 
With an option of purchasing an interactive device after 
using the device in at least one venue. 

DETAILED DESCRIPTION OF THE 
PREFERRED EMBODIMENTS 

[0049] Basic Game Play 

[0050] In one preferred embodiment the invention pro 
vides a system and method of multi-media game play carried 
out using one or more interactive “Wands” and/or other 
tracking/actuation devices Which alloW play participants to 
electronically and “magically” interact With their surround 
ing play environment(s). The play environment may either 
be real or imaginary (i.e. computer/TV generated), and 
either local or remote, as desired. Optionally, multiple play 
participants, each provided With a suitable “Wand” and/or 






























