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An aspect of the present invention relates to methods and 
systems for the organization of online computer network 
gaming applications. Embodiments of the present invention 
relate to providing ?ltered gaming applications in response 
to a user’s computer game query. Embodiments of the 
present invention relate to providing computer game rec 
ommendations to a user by matching identi?ed computer 
game characteristics to the user’s computer game prefer 
ence. Embodiments of the present invention relate to pro 
viding game ?le updates by tracking a user’s actual com 
puter game interactions and updating the user computer 
game preference ?le and game ?le With computer game 
applications that may match at least one characteristic of the 
user computer game preference ?le. Embodiments of the 
present invention relate to providing the user With targeted 
advertisement that may be based on the at least one char 
acteristic of the user’s computer game preference ?le. 
Embodiments of the present invention relate to aggregating 
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METHOD AND SYSTEM OF ONLINE GAMING 
ORGANIZATION 

CROSS-REFERENCE TO RELATED 
APPLICATIONS 

[0001] This application claims the bene?t of the following 
commonly oWned US. Provisional Patent Application, 
Which is incorporated herein by reference in its entirety: 
App. No. 60/721,921 ?led on Sep. 28, 2005 and entitled 
“ONLINE GAME SEARCH”. 

BACKGROUND 

[0002] 
[0003] The invention relates to searching and organizing 
online computer games for a user based on the user’s game 
preferences, and more speci?cally a method and system of 
modifying the computer games that are presented to the user 
by monitoring the users gaming behavior and adjusting the 
user’s game preferences. 

[0004] 2. Description of the Related Art 

1. Field 

[0005] Computer gaming and online computer gaming is 
becoming increasingly popular With users Who may play 
games ranging from solitaire to multi-user online role 
playing games. Presently, a user may use a Web search 
method (e.g. Google) to ?nd the type of game that is 
interesting to the user. Even When a game is found, the user 
may have to determine on their oWn if the game is of the 
correct skill level, hoW much the game cost, or hoW is it 
rated verses other games. The user may spend time playing 
the game just to ?nd out over time that it is not the game 
quality the user Was looking for. The user may get involved 
in an online poker game and ?nd that it is a high stakes game 
With minimum bids that are too high for the user. 

[0006] There may also be Websites that Will alloW a user 
access to a collection of computer games, but the user may 
not personaliZe game collection. Additionally, the game 
Websites may not provide game ratings to alloW the user to 
select a game matching the user’s gaming skill Without trial 
and error. 

[0007] A need exist for a method and system to automate 
the search method for an online game that may be based on 
the users skill and likes that may present only games that 
match the users preferences. 

SUMMARY 

[0008] A method and system disclosed herein may include 
receiving a user’s computer game query, the query may 
include indicia of a user’s preferences With respect to 
computer games; searching at least one database and retum 
ing computer games that match the user’s query; ?ltering the 
returned computer games using at least one user game 
preference; and presenting the ?ltered returned computer 
games to the user. The computer game may be an online 
poker game. 

[0009] The computer game query may be a natural lan 
guage text string, a semantic search, a contextual search, a 
game type, a game player type, or the like. 

[0010] The at least one database may be remotely located 
on a netWork. The netWork may be an Internet, a local area 
netWork (LAN), a Wide area netWork (WAN), a peer-to-peer 
netWork, or the like. 
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[0011] The at least one database may be locally located on 
a computer device. The computer device may be a desktop 
computer, a laptop computer, a tablet computer, a server, a 
handheld computer, a cell phone, or the like. 

[0012] The user game preference may be a time of day, a 
length of time available for play, a preferred cost of games, 
a game’s reputation, a user game parameter, a game invita 
tion, a game indicator, an online identity, a game’s popu 
larity, a paid keyWord, a paid game, or the like. 

[0013] The method and system may further comprise 
displaying the presented ?ltered games in a graphical user 
interface (GUI). The GUI may present the ?ltered games in 
a prede?ned order based on user game preference, may 
presents the ?ltered games in a user de?ned order, or the 
like. 

[0014] Amethod and system disclosed herein may include 
identifying at least one computer game from a user’s com 
puter game query; providing a computer game recommen 
dation for each identi?ed computer game by matching the 
identi?ed computer game characteristics to a user’s com 
puter game preference; and presenting the identi?ed com 
puter game With the computer game recommendations to the 
user. The computer game may be an online poker game. 

[0015] The computer game query may be a natural lan 
guage text string, a semantic search, a contextual search, a 
game type, a game player type, or the like. 

[0016] The game recommendation may be a number rat 
ing, a letter rating, a star rating, an alphanumeric rating, or 
the like. 

[0017] The computer game characteristic may be the com 
puter game time, a time required to play the computer game, 
a cost of the computer game, the computer game’s reputa 
tion, an invitation to play the computer game, a type of 
computer game, the computer game’s popularity, a paid 
computer game, a free computer game, or the like. 

[0018] The user game preference may be a time of day, a 
length of time available for play, a preferred cost of com 
puter games, a computer game’s reputation, a user computer 
game parameter, a computer game invitation, a computer 
game indicator, an online identity, a computer game’s popu 
larity, a paid keyWord, a paid computer game, or the like. 

[0019] Amethod and system disclosed herein may include 
providing a game ?le storing computer game applications 
that may match at least one characteristic of a user computer 
game preference ?le; tracking a user’s actual computer game 
interactions; modifying the user computer game preference 
?le using the tracked user interactions; and updating the 
game ?le With computer game applications that match at 
least one characteristic of the modi?ed user computer game 
preference ?le. The computer game may be an online poker 
game. 

[0020] The computer game preference ?le characteristic 
may be a preferred computer game, a user’s preferred 
computer game type, a time of day, a length of time available 
for play, a computer game preferred cost, a computer game 
desired reputation, at least one computer game parameter, an 
acceptable computer game invitation, at least one type 
computer game indicator, a user’s online identity, a desired 
computer game popularity, a paid keyWord, or the like. 
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[0021] The stored computer game application may be a 
result of a network search for computer games matching at 
least one characteristic of the user computer game prefer 
ence ?le. The netWork may be an Internet, a local area 
netWork (LAN), a Wide area netWork (WAN), a peer-to-peer 
netWork, or the like. 

[0022] The stored computer game application may be a 
result of a computer device search for computer games 
matching at least one characteristic of the user computer 
game preference ?le. The computer device may be a desktop 
computer, a laptop computer, a tablet computer, a server, a 
handheld computer, a cell phone, or the like. 

[0023] The user’s actual computer game interaction may 
be the user playing a computer game, the user selecting a 
computer game, a number of times the user plays the 
computer game, an amount of time the user plays a computer 
game, an amount of points the user scores playing a com 
puter game, an amount of money the user Wins playing a 
computer game, an advertisement the user vieWs. 

[0024] The modi?cation of the user computer game pref 
erence ?le may replace existing user preference information, 
may amend existing user preference information, may delete 
existing user preference information, may modify existing 
data Within the user preference information, or the like. 

[0025] The at least one updated computer game applica 
tion may be a result of a netWork search for computer games 
matching at least one characteristic of the user updated 
computer game preference ?le. The netWork may be an 
Internet, a local area netWork (LAN), a Wide area netWork 
(WAN), a peer-to-peer netWork, or the like. 

[0026] The at least one updated computer game applica 
tion may be a result of a computer device search for 
computer games matching at least one characteristic of the 
user updated computer game preference ?le. The computer 
device may be a desktop computer, a laptop computer, a 
tablet computer, a server, a handheld computer, a cell phone, 
or the like. 

[0027] A method and system disclosed herein may include 
providing a user computer game preference ?le that may 
store at least one user computer game playing characteristic; 
monitoring the behavior of the at least one of a user’s 
computer game playing characteristics While the user plays 
a computer game; modifying the at least one characteristic 
of the user computer game preference ?le to match the user’ s 
monitored game playing characteristics; and presenting to 
the user a targeted advertisement based on the at least one 
characteristic of the user computer game preference ?le. The 
computer game may be an online poker game. 

[0028] The computer game preference characteristic may 
be a preferred computer game, a user’s preferred computer 
game type, a time of day, a length of time available for play, 
a computer game preferred cost, a computer game desired 
reputation, at least one computer game parameter, an accept 
able computer game invitation, at least one type of computer 
game indicator, a user’s online identity, a desired computer 
game popularity, a paid keyWord, or the like. 

[0029] The modi?cation of the user computer game pref 
erence ?le may replace existing user preference information, 
may amend existing user preference information, may delete 
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existing user preference information, may modi?e existing 
data Within the user preference information, or the like. 

[0030] The targeted advertisement may be a computer 
game advertisement, a computer game promotion, a com 
puter game Website advertisement, a computer game mer 
chandise advertisement, or the like. 

[0031] Amethod and system disclosed herein may include 
providing a user computer game preference ?le that may 
store at least one user computer game playing characteristic; 
monitoring the behavior of at least one of the user’s com 
puter game playing characteristics While the user plays a 
computer game; modifying the at least one characteristic of 
the user computer game preference ?le to match the user’s 
monitored game playing characteristics; and aggregating 
monetiZing information from the user computer game pref 
erence ?le for the at least one user computer game charac 
teristic. The computer game may be an online poker game. 

[0032] The computer game preference characteristic may 
be a preferred computer game, a user’s preferred computer 
game type, a time of day, a length of time available for play, 
a computer game preferred cost, a computer game desired 
reputation, at least one computer game parameter, an accept 
able computer game invitation, at least one of type computer 
game indicator, a user’s online identity, a desired computer 
game popularity, a paid keyWord, or the like. 

[0033] The modi?cation of the user computer game pref 
erence may ?le replace existing user preference information, 
may amend existing user preference information, may delete 
existing user preference information, may modify existing 
data Within the user preference information, or the like. 

[0034] The aggregation of monetiZed information may be 
provided to a computer game agency system, an af?liate 
system for revenue sharing With game sites, for merchan 
diZing of a game product to the user, for a user subscription 
system, or the like. 

[0035] These and other systems, methods, objects, fea 
tures, and advantages of the present invention Will be 
apparent to those skilled in the art from the folloWing 
detailed description of the preferred embodiment and the 
draWings. All documents mentioned herein are hereby incor 
porated in their entirety by reference. 

BRIEF DESCRIPTION OF THE FIGURES 

[0036] The invention and the folloWing detailed descrip 
tion of certain embodiments thereof may be understood by 
reference to the folloWing ?gures: 

[0037] FIG. 1 illustrates an overall schematic of a game 
search process. 

[0038] FIG. 2 illustrates an embodiment of a intelligent 
game channel guide interface. 

[0039] FIG. 3 illustrates a high level schematic of the 
parameter interactions that are used to create an intelligent 
game channel guide. 

[0040] FIG. 4 illustrates a process How of different aspects 
of populating an intelligent channel guide. 

[0041] FIG. 5 illustrates an overvieW of an online game 
portal. 
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[0042] FIG. 6 illustrates an overview of a game search 
system and interaction with a universe of connected com 
puter devices. 

[0043] FIG. 7 illustrates an overview of a game search 
method involving interaction with a universe of connected 
computer devices. 

[0044] FIG. 8 illustrates a block diagram of the architec 
ture of the game organiZing application. 

DETAILED DESCRIPTION 

[0045] An aspect of the present invention relates to a 
gaming software application using a client/server network 
architecture. The games that may be played on the gaming 
software application may reside on any computer device that 
may be connected to the network. In certain embodiments, 
the gaming software application may be used to search over 
a network for games that match a user’s interest and provide 
a listing of all games that match the user’s interest. In an 
embodiment, the server application may provide overall 
control of the gaming application and may include a search 
engine, a match engine, and a game infrastructure. In an 
embodiment, the client application may provide users access 
to the gaming software application and may include a game 
guide that may provide users with a list of all games that 
match their interests. In embodiments, the gaming software 
application may also include ?le structures for storing users’ 
pro?le information and gaming information. Another aspect 
of the gaming software application relates to the continual 
updating of the list of games that may be of interest to the 
users. In embodiments, a network crawler may access the 
users’ game pro?les and search the connected network 
computer devices for games matching the users’ pro?les; the 
names of the games or links to the games may be saved to 
a game index. In embodiments, a search engine may search 
the game index based on users’ search criteria. 

[0046] Referring to FIG. 1, a high level schematic of a 
game search and index system 100 is illustrated. The game 
search and index system 100 may be capable of searching 
through a network to locate a software generated game of 
interest to the user. The game search and index system 100 
may create and/or maintain an online game index 102 that 
may be used to index games resulting from the online search 
for games of interest. The online game search index 102 may 
be created using a web crawler, for example, to search the 
web for games that may be similar to games speci?ed by a 
user. At the beginning of the indexing process, a user may 
de?ne the games that the user would like to ?nd on a 
network, the online game search web crawler may use a user 
personal ?lter to assist in the collection of games, or related 
history or other information relating to the user may be used 
to facilitate the gathering of games (eg the user’s browser 
history may serve as a initial point for starting the game 
search). Over time, the web crawler may monitor the user’s 
history, performance or behavior to determine if other gam 
ing sites may be of interest (eg the browser history may be 
monitored for newly visited sites). The web crawler may 
continue to update the online game search index 102 based 
on new sites being visited, new games played, or based, at 
least in part, on other historical or behavioral information. 

[0047] In a user de?ned search, the user may de?ne game 
targets by keywords, game speci?c indicators, popular type 
of game, game rating, game reputation, game genre or the 
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like. The web crawler may then search for games matching 
or related to the search criteria. The online game search 
index 102 may be maintained on the users computer device, 
it may be maintained on an online gaming server that may 
be located on a different computer device at a remote 
location or it may be located at another client or sever 
location, for example. The user may also use natural lan 
guage search engines, keyword search engines, or other 
search engines in the process of looking for games. The user 
may also indicate game indicators, popularity, players, level, 
cost, reward, ratings, or other parameters in the search 
process. 

[0048] During the search process, sponsors of gaming 
sites, games, advertisers or the like may interact with the 
search and the presentation of results. For example, the user 
may initiate a search and the search may involve keywords. 
The keywords may be auctioned in a sponsorship auction 
with the winners of the auction being permitted to post their 
content (eg advertisement, game, game site) with the 
search results presented to the user. 

[0049] Similar to the open network search, after an online 
game search index 102 may have been created, the user may 
be able to perform a search of the available games within the 
index. In embodiments, the user may be able to use search 
facility 122 to perform a semantic, contextual or other form 
of search of the index of games. In the event a game is not 
located in the index, the online game search request may 
search online to ?nd games matching the user’s request. The 
index itself may be generated by the search facility 122. 

[0050] The search facility 122 may use any number of 
search methodologies including page rank, game rank, key 
word matching and the like. In embodiments, the search 
facility 122 may use a user’s natural language game search 
request 104A. A natural language keyword translator 104A 
may interpret the natural language search request in an e?fort 
to match a layer of the search. The layers of the search may 
be a natural language query 104A, keyword match 104B, 
game indicator match 104C, popularity match 104D, player 
parameter match 104E, paid search keyword match 104E, or 
game rating reputation match 104G. 

[0051] The game indicator match 104C may ?nd games 
that match the type of game the user is looking to play 
through a matching of game indicators or descriptions (e.g 
Poker game). The game indicator match 104C may interact 
with an online game speci?c cue 124 that may ?nd games 
that meet the user’s indicators. Once the indicators are 
identi?ed, the user may be presented with an option to join 
a game that is presently forming, already in progress, or to 
be formed at a later point in time. 

[0052] The popularity match 104D may match a game’s 
popularity with the user’s request. The game may not be an 
exact match with the user’s request and a match may be 
created for the user to consider. The type of match may be 
given an appropriate user rating based on the level of 
matching with the users request for a game. 

[0053] The player parameter match 104E may match the 
user request for games based on a user’s settings for time of 
the game, cost of entry for the game, rewards, pot amounts, 
number of players available, number of players already 
joined, number of players already signed up, projected 
duration of the game, rules within a game, or other prefer 
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ences the user may set. The player parameter match 104E 
may interact With the preferences 128 settings for determi 
nation of the user’s game preferences. 

[0054] The paid search keyword match 104F may match a 
user’s gaming request With a paid gaming advertisement, 
paid game, paid game site. The paid gaming advertisement 
may interact With an e-commerce system and/or auction 
system. For example, a game site may pay to be part of a 
user’s online game search index 102. 

[0055] The game rating reputation match 104G may pro 
vide a game match based on the rating or reputation a game 
may have. The game site may provide a maturity rating or 
may provide a rating of the game di?iculty. The game site 
reputation may be determined based on the site quality, 
reliability, trustworthiness, user feedback, or third party 
evaluations. In embodiments, a listing or database of Website 
reputations may be maintained through the online game 
index. 

[0056] One or more of the layers of matching may be used 
to create a game guide 130 that may contain a listing of 
gaming sites or games that match the parameters of the 
user’s search. The game guide 130 may provide a ranking of 
the games that meet the users online game search 122 and 
may provide a ranking, game name, game description, game 
rating, game schedule, game level, cost of the game, or other 
like information. This interface may alloW the user to make 
an informed decision on Which game to play, Which site to 
enter, or the like. 

[0057] In embodiments, the game index indexes games, 
game sites, game information and the like through referenc 
ing the location of the content. For example, the search 
process may produce tWenty interesting results and the 
results may be cataloged in the index. The index may contain 
hyperlinks to the games, or the games themselves may be 
doWnloaded to a client associated With the user so he can 

gain access to the game. 

[0058] Another aspect of the present invention relates to 
presenting indexed game information to a user through a 
graphical user interface. Information relating to the games, 
game sites and the like collected through the online search 
may be presented in a Way that alloWs the user to select 
and/or interact With games, game sites, or gaming informa 
tion. Referring to FIG. 2, an embodiment of an game guide 
interface 130 is shoWn. The game guide interface 130 may 
be associated With the game index 102. The game guide 130 
may provide information relating to the collected game 
information and presented in categories such as a match 
quality 200, a game name 202, a game description 204, a 
game rating 208, a game schedule 210, a game level 212, a 
cost 214, compatible platform, or other related information. 
The game population associated With the index may be 
presented in an order that may use any of these information 
listings or categories. The match quality 200 may provide a 
rating system based on a number of stars, a ratings number, 
or other indication of rating on a predetermined scale. The 
game information may also be segmented by the playing 
platform such as mobile device, personal computer, gaming 
platform or the like. The game information may also be 
segmented by type of interaction, such as broadband, dial 
up, beeper netWork, Bluetooth or other connection type. 
Game information may also be broken up into online 
interactive games and doWnloadable games, for example. 
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[0059] There may be hyperlinks, links, references and the 
like to the games in the populated list presented in the game 
guide 130. A user may be able to select a hyperlink to open 
up an associated Website or go directly to a game for 
example. 
[0060] An option WindoW 218 may be provided to alloW 
the user further control over the game guide 130. In embodi 
ments, the option WindoW may be used to invite players, 
enter a number of players, similar skill, stakes, time, or day 
for a proposed game arrangement. The user may be able to 
select one or a combination of options to modify the order 
the populated games are displayed in the game guide 130. 

[0061] FIG. 3 illustrates a method used in the population 
of the game guide 130. The game guide 130 may be 
populated With references from numerous sources. This 
embodiment shoWs the game guide 130 being populated 
through a matching engine 104. The matching engine 104 
may be part of the search engine 122 or fed from the search 
engine 122. In addition, the matching engine 104 may be 
operated in association With the index 102 or fed from the 
index 102. There may be a plurality of matching engines 104 
(eg each directed to a particular search) feeding the game 
guide 130. A reputation system 314, including games the 
user previously played and/or games others have played and 
rated, may feed the game guide 130. 

[0062] There may be other in?uences on the population of 
the game guide 130 that may provide indexing/ordering 
information and if a site is secure and affordable. A reputa 
tion system 300 may provide a list of games and players of 
that game; this information may provide input into the game 
guide 130 to be matched With the user’s preferences. The 
reputation system 300 may also be independently broWsed 
by the user to determine What games may be in progress and 
Which games may be joined. 

[0063] The reputation system 300 may also contain a 
listing of games that is matched to the user’s preferences and 
the online game search 122. The information in the reputa 
tion system 300 may contain integration of online and off 
line data that may include all games in the user’s interest. 
The reputation system 300 may provide a “bubble gum” 
card display that may re?ect a player’s statistics for any of 
the games in the reputation system 300, display information 
such as game results, rating, skill level, reputation, or 
Winnings may be shoWn. 

[0064] Also in?uencing the population and indexing of the 
game guide 130 may be the player pro?le/preference 302, 
player history tracker 304, site security 308, commerce 
system 310, and an e-Wallet system 312. One or more of 
these additional in?uences may provide information that 
may in?uence the games displayed in the game guide 130. 
These in?uences may provide an input into the rating each 
game is provided. 

[0065] The player pro?le/preference may be the users 
pro?le or preference or the pro?le and preferences of the 
other players of the game. The online game method and 
system 100 may determine an overall average of the pref 
erence of the players already in the game and provide an 
input to the game guide 130. In an embodiment, the player 
pro?le/preference service may continue to update informa 
tion as the game progresses, if the overall average of the 
preferences changes, the service may provide a message to 
the user stating the change in pro?le/preference. 
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[0066] The player history tracker 304 may provide an 
in?uence to the game guide 130 to indicate if a user has 
played this game in the past and the user’s game perfor 
mance. 

[0067] The security 308 of the game site may be deter 
mined and provide an in?uence to the game guide 130. In an 
embodiment, game sites With loW security ratings may be 
omitted from the game guide 130 population. 

[0068] The e-commerce system 310 of the game site may 
in?uence the game guide 130 by the type of payment 
required for a game or the charge rates that may be required 
based on time or other parameter. 

[0069] The e-Wallet 312 may in?uence the game guide 
130 by comparing any spending limits the user may have in 
the preferences settings or the amount of money that is in an 
account as compared to the charges for a certain game. In an 
embodiment, if a poker game requires a starting payment of 
$100.00 With minimum betting requirements and the user 
only has $104.00 in an accessible debit account, the game 
may be omitted from the game guide 130, or ?agged as over 
limit. 

[0070] FIG. 4 illustrates a game search system process 
400. In this illustrative embodiment, criteria for a game 
search may be entered through the online game search index 
102 and this criterion may in turn be feed into the search 
engine 122 Where certain matching layers 104 may be 
employed. A reputation system 300 may also be used in the 
process of aggregating game results and the information 
from the search process, including reputation based infor 
mation may be used to populate the game guide 130. 

[0071] A game site e-commerce system 310, Which may 
include an advertising system, may provide input into the 
game collection process. The e-commerce system 310 may 
provide information such as targeted advertising, promo 
tions, agency systems for delivering players to a game site, 
a?iliate systems for revenue sharing and fees, a?iliate pro 
grams, revenue sharing systems With game site oWners, 
payment methods, merchandising ancillary products, data 
mining systems, subscription systems, and certi?cation sys 
tems. All of these systems or costs may be input into the 
search process and may in?uence the games that populate 
the game guide 130. 

[0072] The security system 308 may provide input into the 
overall game search process by providing a security rating of 
the game site. The security system 308 rating may be 
determined by information such as reputation, user revieWs, 
and game site virus systems in the process. 

[0073] The game search process may interact With the Web 
continually, periodically, at predetermined intervals, during 
idle periods or at other times looking for neW games, game 
sites and the like. NeWly located games, game sites and the 
like may be added to the online game search index 102. 

[0074] Once the game guide 130 is populated, the user 
may be presented With several choices: go to a games section 
414, play a game 418, get game information 420 or perform 
some other function. Each of these choices may result in a 
player experience tracking process. The tracking process 
may involve tracking likes and dislikes or it may involve 
tracking the level and performance of the game play. For 
example, the process may involve tracking the performance 
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of the user during game play to assess the proper level of the 
user. If the user is assessed at an improper level, more 
appropriate level games may be recommended and/or 
instructions may be provided. The instructions may be 
provided through a softWare teaching program adapted to 
track performance and make suggestions on hoW the user 
may get better. 

[0075] Different ratings may be provided by a user playing 
a game to assess the experience of the user. The amount of 
time a user spent playing a game may be used inference hoW 
Well the user liked his experience in the game. For example, 
the longer a user plays a game the higher the rating the game 
may be get. If a game is only brie?y encountered, the game 
may get a loW rating. 

[0076] Referring to FIG. 5, an overvieW of the game portal 
500 is shoWn. The game portal 500 may be adapted to alloW 
a user’s computer device to interact With game sites, games, 
other gamers and associated facilities. The game portal 500 
may alloW access to the online game search index 102, 
online game search 122, match layers 104, game guide 130, 
tracking 502, learn player behavior 504, commerce system 
310, advertisement insertion 510, paid search 512, e-Wallet 
312, affiliate systems 518, and/or toumaments/events 520. 

[0077] Tracking as discussed in FIG. 4 may involve hoW 
the user interacts With a game site. The longer a user plays 
may be a good indicator and this information may be stored 
in the users preferences/behavior settings. 

[0078] An information system may be part of the game 
portal 500 that may provide game information 522, game 
revieWs 524, game cheat codes 528, game chat groups 530, 
game product search 532, and neWs and information related 
to gaming. This information may be similar to information 
obtained through a gaming magaZine or gaming sites that 
provide different aspects of the gaming industry. The portal 
may be personaliZed to gather or link to user relevant 
information. For example, the system may have assessed the 
behavior of the user and understand that the user plays poker 
predominantly, so the links and/ or information gathered may 
related predominantly to poker. 

[0079] FIG. 6 illustrates a game search process. The 
connected computer devices 600 may be connected through 
the World Wide Web With LANs, WANs, Internet, intranets, 
extranets and the like. The connected devices may be 
associated With or capable of associating With online games 
602. The online and connected games 602 may interact With 
the online game search index 102 With the Web craWler 704 
accessing the user’s preferences to search the online and 
connected games 602 for games that may be of interest. This 
interaction betWeen the online game search index 102 and 
the online and connected games may be an ongoing process 
that is continually, periodically or otherWise updating. In 
embodiments, this updating process may mean that every 
time a user accesses the game guide 130, there may be a 
different game listing from the previous access. 

[0080] With the updating of the online game search index 
102, Where games may be added or removed, the process 
?oW may progress through the previously discussed steps of 
online game search 122, matching layer engines 104, repu 
tation system 300, and/ or to populate the game guide 130. As 
discussed previously, the game commerce system 310 may 
provide additional in?uence on the intelligent game channel 
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guide 128 by adding additional game ratings base on the 
overall cost of the game site or the system may provide other 
functions. 

[0081] As can be seen in FIG. 6, the game portal 500 may 
provide access for the online game search 102, game match 
ing layers 104, reputation system 300, intelligent game 
channel guide 220 and the game commerce system. The 
game portal 500 may provide these systems and engines 
With connections to information that may be needed by the 
system or engine for game selection at each step of the 
process. At the same time, the game community 604 may be 
providing information that may affect the game site selection 
process by providing information such as user revieWs, 
game neWs, or game background. This information may be 
added to the selection process and may omit a game from 
making the ?nal game population or may affect the games 
rating. 

[0082] FIG. 7 illustrates an online search system involving 
player behavior searching. In this embodiment, game index 
criteria 702 may be generated and used to feed a Web craWler 
704. The Web craWler 704 (eg similar to that described in 
connection With other embodiments herein) may collect 
search results and populate an online game index 102. Other 
search engines 122 may also feed the online game index 
102. In the course of selecting games, a user may use a 
matching engine 104 (i.e. a special search engine) to gen 
erate more search results 128. For example, the matching 
criteria may be similar to that shoWn in connection With 
matching criteria 724 and 728. The selection of search 
results 128 may be monitored to gauge player behavior 714. 
The search results 128 may also be used to generate or 
update a player pro?le 720. The player pro?le 720 may also 
be generated through the search engine 122 or through other 
related information. The search results 128 and the player 
behavior 714 may be used to generate and update a recom 
mendation engine 718. 

[0083] In FIG. 8, aspects of the gaming application per 
taining to gaming application component connectivity are 
illustrated. As depicted in FIG. 8, an embodiment of the 
gaming application may communicate through a netWork 
800 or a direct component connection, or it may be one 
component executing on a server or a client. At a high level, 
embodiments of the gaming application may include a 
number of components that may provide the aspects of the 
invention; some of the components may contain additional 
components, modules, or services. For example, compo 
nents of the gaming application may include a gaming server 
802, a client broWser 810, the game index 102, a pro?le ?le 
804, a sponsor system 812, a netWork 800, and the like. 

[0084] In embodiments, the gaming application may pro 
vide the user With capability to search, ?nd, and play games. 
The games may be any type of game that may be played on 
a computer device, such as card games, board games, Word 
games, mobile games, action games, role-playing games, 
sports, strategy/tactical games, arcade games, simulation 
games, and the like, as Will be described in more detail 
beloW. The netWork 800 may be any netWork or type of 
netWork to Which a user’s computer device may be con 

nected, such as a WAN, a LAN, an intranet, an Internet, a 
peer-to-peer netWork, or the like. The games may reside on 
any computer device that is connected to the same netWork 
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as the user’s computer device, such as the user’s oWn 
computer device, another computer device, a server, a game 
console, or the like. 

[0085] Gaming applications as depicted in FIG. 8 may be 
arranged using a variety of architectures. In certain embodi 
ments, the gaming application may be a distributed system 
With the different components located on different computer 
devices that may be connected to each other either directly 
or through the netWork 800. Alternatively, some of the 
components may be located on the same computer device 
that may be connected to another computer. In addition, 
available components of the gaming application may include 
a plurality of additional modules or services. For example, 
the gaming server 802 may include additional modules such 
as the search engine 122, the match engine 104, and a game 
infrastructure 820. 

[0086] In an embodiment, for example, the game index 
102 and a pro?le ?le 804 may be included as part of the 
gaming server on one computer device. In another embodi 
ment, the gaming server 802, game index 102, pro?le ?le 
804, and game guide 130 may all be located on one 
computer device. In another embodiment, it is understood 
that many of the gaming application components may be 
located on the same computer device, or the components 
may be directly connected Without using a netWork 800. 

[0087] As one example of architecture that may be 
employed by the gaming applications depicted in FIG. 8, a 
game server 802 may access information stored on other 
remotely located computer devices; the stored information 
may be located on the pro?le ?le 804, game index 102, or 
the like. In this embodiment, a client broWser 810 applica 
tion may provide access to the game guide 130 that may be 
located on the client computer device; the game guide 130 
may be a user interface to provide access to online games. 
In this embodiment, all of the different gaming application 
components may be remotely located and may interface With 
each other through the netWork 800 using netWork paths 
824, 828, 830, and 832. 

[0088] For example, the direct connection of components 
may use connections 834, 838, 840, and 842 to provide 
access to the different components. The direct connections 
may alloW the different gaming application components to 
function as one computer device; the direct connections may 
be provided by a LAN, WAN, or the like. 

[0089] As another example of architecture that may be 
employed by the gaming applications depicted in FIG. 8, all 
of the components may be located on one computer device; 
the components may include the gaming server 802, game 
index 102, game guide 130, and pro?le ?le 804. The one 
computer device may act as a server that may be connected 
to the netWork 800; users may be able to connect to the 
gaming application using their client broWser 810. In this 
example, the client broWser may provide only user access to 
the gaming application Without any additional gaming com 
ponents on the client device. 

[0090] A person knoWledgeable in the art Would under 
stand that the gaming application architecture may have 
many different implementations and still provide the same 
aspects of the game application invention. 

[0091] Components of game applications illustrated in 
FIG. 8 may include, in certain embodiments, a gaming 



US 2007/0072678 A1 

server 802, the pro?le ?le 804, the client browser 810, and 
the game index 102. Each component Will be described in 
more detail, With reference to FIG. 8. 

[0092] As depicted in FIG. 8, the gaming server 802 may 
contain sub-components such as the search engine 122, the 
match engine 104, a game infrastructure 820, and the like. 
These sub-components may exchange information and may 
provide an information How that may begin With a user’s 
game search and continue to the creation of a listing of 
games that match the user’s pro?le. In FIG. 8, these com 
ponents are shoWn as being Within the gaming server 802, 
but it should be understood that the components may be 
connected computer devices as part of a distributed gaming 
server 802; the connections may be provided by a LAN, 
WAN, or the like. The gaming server 802 may coordinate the 
connected components, and therefore the connected gaming 
server 802 may provide an interface as a single server 
device. 

[0093] Within the gaming server 802 there may be an 
information process How from the search engine 122 to the 
match engine 104, and then to the game infrastructure 820. 
During the information How, the various sub-components 
may interact With other game application components such 
as the pro?le ?le 804, the game index 102, or the game guide 
130. The component interaction may use the previously 
discussed netWork (824, 828, 830, 832, and/or 848) or direct 
connections (834, 838, 840, 842, and/or 844). 

[0094] Within the gaming server 802, the information How 
may begin With the search engine 122 that provides the game 
search capability to the gaming application. The search 
engine 122 may include the netWork craWler 704, a search 
user interface 852, a user behavior service 854, and the like. 

[0095] In an embodiment, the search engine 122 netWork 
craWler 704 may access user information from the pro?le 
?le 804 to determine the user’s past game playing behavior. 
With the user’s gaming behavior accessed, the netWork 
craWler 704 may access the netWork 800 to ?nd all games 
that match the pro?le ?le 804 parameters; the list of match 
ing games may be stored in the game index 102 for later 
searching by the search engine 122. In an embodiment, the 
netWork craWler 704 may continually update the game 
listing in the game index 102. 

[0096] In an embodiment, the user may initiate a game 
search by making a connection betWeen the user’s client 
broWser 810 and the search engine 122 user interface 852. 
The user may be able to input search queries into the search 
user interface 852 to initiate a search for a matching game 
or game type on a connected device. The search engine 122 
behavior service 854 may combine the user’s search param 
eters from the user interface 852 With the user’s pro?le 
information from the pro?le ?le 804. The search engine 122 
may use the combined search parameters and behavior 
information to search the game index 102 for all games 
matching the user’s game request. The game index 102 may 
have been previously updated With a game listing by the 
netWork craWler 704 based on the user’s game pro?le and 
game history. The search of the game index 102 may result 
in a listing of all games matching the user’s game query. The 
resulting game listing may be passed to the matching engine 
104 to be revieWed and matched With other parameters. 

[0097] In an embodiment, the player behavior service 854 
may be a background service that may continually monitor 
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the user’s gaming activities to maintain the user’s pro?le of 
game or game type. The behavior service 854 may maintain 
at least one ?le that contains the user’s gaming pro?le based 
on observed player gaming behavior. Initially the pro?le 
?les 804 may contain user input information that may relate 
to game and game types that the user likes to play. In an 
embodiment, the user may provide a list of games played 
previously or a list of the type of games preferred (e.g. 
simulations or card games). The user may also input any 
preferences about the time of day for games, the length of 
time available for play, the preferred cost of games, and the 
like. This initial information may also be provided to the 
netWork craWler 704 of the search engine 122 to alloW 
searching for games based on the user’s pro?le. The infor 
mation may be maintained in a ?le, database, table, rela 
tional database XML, ASCII ?le, ?at ?le, or the like. 

[0098] As the user plays games using the gaming appli 
cation, the player behavior service 854 may monitor the 
activities of the user’s gaming. The player behavior service 
854 may monitor the games or types of games played, the 
length of time the game is played, the time of day the game 
is played, the cost of the game, or the like, and the service 
may update the user pro?le ?le 804. The user behavior 
service 854 may maintain different user ?les for each type of 
game the user plays, or there may be one ?le for all the game 
types. For example, the player may prefer free simulation 
games but also may prefer a high stakes poker game; 
therefore, the behavior service 854 may save this informa 
tion in different game ?les. In this manner, as the user’s 
game preference changes over time, the gaming application 
may adjust by modifying the user pro?le; thus neW user 
game searches may include the neW type of games played by 
the user Without the user having to make changes manually. 
The user may also be able to manually update the pro?le ?le 
804 by adding or deleting a game, a game type, or other 
gaming information. 

[0099] The player behavior service 854 may provide infor 
mation to the search engine 122 When a user initiates a 
search for a game. The behavior service 854 may provide the 
latest pro?le of the type of game for Which the user is 
searching. 

[0100] The player behavior service 854 may provide infor 
mation about the ?nal selected games and may provide for 
game ranking or ?ltering. For example, after the game 
search and matching is completed, the service may create an 
unranked listing of matching games. The player behavior 
service 854 may provide information about the ?nal search 
results and add the player’s personal preferences to the list; 
therefore the games may be ranked according to the user’s 
personal game preferences. For example, the user may have 
searched for poker games, and a signi?cant list of available 
games may be returned. The player’ s preference provided by 
the player pro?le ?le 804 may contain a preference for Texas 
Hold’em With maximum bidding of $100 and games starting 
after 8 pm. This information may provide for ?ltering or 
ranking of the games returned to the user. 

[0101] The player behavior system 854 may interact With 
a number of other gaming application systems such as the 
player pro?le ?le 804, the recommend engine 858, the 
search results 874 in the game guide 130, or the like. The 
player behavior system 854 may track the user’s gaming 
activities such as games played, game scores, game sites 
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visited, money paid to games, time spent playing games, and 
the like. In an embodiment, as the user plays games or visits 
gaming sites, the player behavior system 854 may track the 
gaming activities and may modify the user’s pro?le ?le 804. 

[0102] In embodiments, the matching engine 104 of the 
gaming server 802 may provide game ?ltering or matching 
capability to the gaming application. The matching engine 
104 may include a recommendation service 858, the repu 
tation service 300, a sponsorship service 862, or the like. In 
an embodiment, the matching engine 104 may receive the 
game listing from the search engine 122 and ?lter the list 
according to a user pro?le obtained from the pro?le ?le 804, 
the game recommendation 858, the game reputation 300, the 
game sponsorship 862, or the like. In an embodiment, the 
game list may ?oW through each of the services for game 
?ltering based on predetermined parameters; the predeter 
mined parameters may be stored in the pro?le ?le 804. For 
example, the recommendation service 858 may ?lter the 
game list based on the rating other users have given a certain 
game; a recommendation beloW a certain threshold may be 
used to exclude games from the game listing. 

[0103] Game matching may be a method of matching user 
speci?c game preferences With a received total set of games 
resulting from a user search; the matching may output only 
a list of search results that meet certain user preferences. The 
matching engine 104 may control the matching process that 
may match user speci?c criteria or other criteria With the 
total set of games found during the user initiated search. 
There may be a plurality of matching ?lters or layers that 
combined may comprise the entire set of rules for matching 
the user preferences With the total set of found games. The 
result may be a sub-set of games that may be appropriate 
matches With the game or game type for Which the user is 
searching. Matching may be With, but not limited to, game 
reputation, user parameters, user preference, game invita 
tion, game indicator, online identity, game popularity, paid 
keyWord, paid gaming, or the like. The game matching may 
output to a search results ?le from Which the user may be 
able to select a game to play. The full game set that resulted 
from the user search already may have been ?ltered by 
information from the player pro?le ?les 804, and the match 
ing may provide an additional layer of ?ltering of the full set 
listing of games. 

[0104] The game matching may provide ranking informa 
tion about the set of games that resulted from the user’s 
game search. The set of games may be provided With 
additional information about the best matches of games for 
the user. For example, a game may get a favorable ranking 
for having a good reputation With other users, being popular, 
and having other current user-players Whose pro?les are 
similar to those of the user. 

[0105] The recommend system 858 of the match engine 
104 may provide game recommendation information to the 
game guide 130 that may be used as part of the game rating 
or game quality values. The recommend system 858 may 
provide information by interfacing With at least one of the 
folloWing kinds of information: user’s pro?le, history 
tracker, game security, game e-commerce requirements, 
e-Wallet information, layers of matching, games available, 
other users playing a game, or the like. 

[0106] For example, the recommend system 858 may 
revieW the amount of funds available in the user’s e-Wallet 
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account to determine Whether the user is able to pay for a 
game. Using this example, if a user has $200 in an e-Wallet 
account used to pay for games, and the user Wishes to play 
an online poker game With max bids of $100, the game may 
get a loW rating or match quality because the user may not 
be able to play long. In an embodiment, the gaming appli 
cation may provide an indication to a user that the e-Wallet 
does not have suf?cient funds to play a game, or the gaming 
application may give the user notice to put more money into 
the e-Wallet before playing a game. 

[0107] As another example, the recommend system 858 
may revieW the games to determine Whether a game is still 
accepting players or is closed. The recommend system 858 
may revieW the other players already in the game for skill or 
other parameter and match the other players’ parameters to 
the user’s parameters. The recommend system 858 may 
provide information for the game rating or match quality 
based on hoW Well the user matches With the players already 
in the game. 

[0108] The game reputation 300 match performed by the 
match engine 104 may match reputations of the full game set 
With the game’s reputation; the reputation value may be 
created by the combined user ratings of the game, industry 
opinion of the game, magaZine ratings of the game, the 
number of other users Wanting to play the game, the average 
skill level of the other users of the game, or the like. 

[0109] A player parameter match may match the full game 
set With the matching skill levels of the other players in the 
game, game requirements, economics of the game, or other 
parameters that may be de?ned by the user. 

[0110] A preference match may match the full game set 
With a ranking of the game or game site. The ranking may 
be based on user opinions of the game or site, magaZine 
ratings of the game or site, the number of players on the 
game or site, money required to play the game, the amount 
of money the game pays out, or the like. 

[0111] An invitation match may match the full game set 
With an electronic invitation to play a game; the invitation 
may be from a messenger program or by email. The invi 
tation match may base the match on the number of other 
users invited, the game parameters, the other users’ param 
eters, or the like. 

[0112] A game indicator match may match the full game 
set during the ad hoc forming of a tournament. The ad hoc 
tournament may be formed by the game application match 
ing similar users Who may be searching for the same type of 
game. The user may be noti?ed in the search listing that the 
ad hoc tournament may be forming. 

[0113] An online identity match may match the full game 
set With the identity of other users online or already playing 
a game. The user’s parameters may be matched With the 
other players’ capability parameters to ?nd games With 
compatible players. 

[0114] A popularity match may match the full game set 
With the game’s popularity; the popularity may be based on 
the number of users playing the game, the number of users 
that have played the game over a period of time, industry 
information about the game, or the like. 

[0115] A paid keyWord match may match a search key 
Word With keyWords provided by an enterprise for directing 
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the game set to a particular game. The paid keywords may 
be provided by an af?liate or an agency to assure the af?liate 
or agency’s game will be included in the ?nal search results. 
Games that are in the ?nal search results may have an 
indication that the game is a result of a paid keyword match. 

[0116] The reputation system 300 may provide informa 
tion about the reputation of games or game sites such as 
game quality, game or game site reliability, trustworthiness, 
user feedback, 3rd party evaluations, and the like. The 
reputation system 300 may provide information used during 
the game matching process to match the user’ s requirements 
and parameters with the reputation parameters of the game 
or game site. The reputation system 300 may compare at 
least one of the user’s pro?le values to the searched game or 
game site. The reputation system 300 may attempt to match 
as many of the user’s pro?le or preference values as possible 
to the game or game site. The reputation may also include 
the reputation of gaming leagues. 

[0117] The reputation system 300 may provide a window 
of information about and statistics of the players in a game. 
In an embodiment, the window of information and statistics 
may be presented in the form of a “bubble-gum” card with 
information such as game results, ratings, skill level, repu 
tation, winnings, and the like. The user may be able to 
display the window of information and statistics on any of 
the players in the game. The reputation system 300 may also 
show the information and statistics of the user compared to 
those of any of the players in the game or the average player 
in the game. 

[0118] The reputation system 300 may integrate both 
o?line and online information on a game. Over time the 
gaming application may gather information about games in 
an ol?ine ?le that may include information such as the 
average number of players; the quality, statistics, and repu 
tations of players; and the like. This of?ine information may 
be integrated with the current online information, and the 
information may be available to the user for viewing. This 
information may be helpful to the user in choosing which 
game to select. 

[0119] The reputation system 300 of the match engine 104 
may determine gaming security of the game or game site to 
determine if the game or game site is operating securely. The 
security may be determined by the game trustworthiness, 
site security, other site links, age of the site, origin of the site, 
and the like. In an embodiment, a game or game site with a 
low security rating may receive a low game rating or match 
quality. The reputation system 300 may determine the type 
of e-commerce the game or game site may have in order to 
determine the reliability of receiving money from the user. 
In an embodiment, a game or game site with a non-reliable 
e-commerce system may get a low game rating or match 
quality. 

[0120] The reputation security system 300 may insure 
player security as the user accesses games or game sites. The 
reputation security system 300 may provide an alert or 
warning to inform the user of any possible security threats 
from the game or game site. The user may be able to 
determine whether the game should be played based on the 
security threat level. The reputation security system 300 may 
prevent access to a game or game site if the threat level is 
above a set threshold level. The reputation security system 
300 may verify the game or game site’s security by checking 
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the site’s trustworthiness, the amount of time the site has 
been active, the origin of the site, 3rd party information about 
the site, industry information about the site, game applica 
tion information about the site, or the like. 

[0121] The reputation security system 300 may also pro 
vide a privacy system that may allow the user to prevent 
other players from seeing the user’s information. The pri 
vacy system may not show user information based on a user 
setting in the user’s pro?le or preferences, the security level 
of the game site, the type of information the game site is 
seeking, or the like. The user or the reputation security 
system 300 may be able to prevent some or all of the user’s 
information from being shown to other players. 

[0122] In an embodiment, the reputation service 300 may 
use a game’s predetermined reputation as a security ?lter to 
exclude the game from the game listing. The game reputa 
tion security may be based on the length of time the game 
site has been available, the origin of the game site, the 
e-commerce used, or the like. The game reputation security 
may be predetermined by the security information stored in 
a ?le, or the security reputation may be determined in real 
time using security parameters. The reputation service 300 
may access the game site through the network 800 to 
determine the game’s security reputation. 

[0123] In an embodiment, the match engine 104 sponsor 
ship engine 862 may use a network 800 connection to 
interface with a sponsor 812 to determine if a game is still 
an actively sponsored game. In an embodiment, a sponsored 
game that is no longer active may be removed from the game 
listing. 

[0124] In an embodiment, the result of the game listing 
?owing through each of the match engine 104 ?lters may 
result in a modi?ed game listing that meets requirements of 
the user’s game parameters, game reputation, game recom 
mendation, and the like. In an embodiment, games that are 
removed from the game listing may not be available to the 
user for viewing or selection. When the match engine 104 
has completed the ?ltering of the game listing, the modi?ed 
game listing may be passed to the game guide 130. 

[0125] In embodiments of the gaming server 802, the 
game infrastructure 820 may provide the administrative 
interfaces of the gaming application. The game infrastruc 
ture may include a security service 864, an account manager 
868, a transaction module 870, a game hosting module 872, 
the game portal 500, or the like. The game infrastructure 820 
may interact with the pro?le ?le 804 (eg economic pro?le 
888 or account information), game guide 130 (eg game 
hosting), the game site, or the like. The game infrastructure 
820 may also provide the game application services to 
support the game guide 130 interface. In an embodiment, as 
a user selects a game from the game guide 130, the game 
request may be directed to the game infrastructure 820 to 
determine the security thresholds, initialiZe the e-wallet, 
access the game e-commerce, and the like. 

[0126] In an embodiment, the security service 864 may 
use the security settings of the game infrastructure 820, the 
client browser 810, user de?ned security, or the like. The 
security service 864 may interact with the user pro?le in the 
pro?le ?le 804 and/or the client browser 810 to create the 
overall security settings. In an embodiment, the security 
settings may prevent a user from accessing a game that has 
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security below the overall security settings. In an embodi 
ment, the game infrastructure 820 account manager 868 and 
transaction module 870 may interact With both the pro?le 
?le 804 (to get economic pro?le information) and the game 
site (to establish the e-commerce for the user at the game 
site). For example, When the user selects a game in the game 
guide 130, the request may be passed to the game infra 
structure 820. The game infrastructure 820 may contact the 
game site to retrieve the parameters of the game site e-com 
merce system. The game infrastructure 820 may then access 
the pro?le ?le 804 to gather the appropriate economic pro?le 
888 information in order to initialize the accounts to be used 
With the game site. 

[0127] In an embodiment, the transaction module 870 of 
the gaming server may provide for all the e-commerce 
management betWeen the user, the gaming application, and 
other gaming sites. The transaction module 870 may provide 
services such as user pro?le tracking, thus providing tar 
geted advertising/promotions to users, game site advertising, 
an agency system to bring users to a game site, an affiliate 
system for revenue sharing With game sites, aggregation of 
game information, a user e-Wallet system, merchandiZing of 
game products to users, mining data from gaming applica 
tion sites for monetiZing information, a user subscription 
system, a certi?cation and rating system for game sites, and 
the like. The transaction module 870 may manage the paid 
site information that is presented to a user and may provide 
money management for the user in the form of a user 
e-Wallet account. The transaction module 870 may track the 
user’s gaming activities to determine the type of game the 
user plays, the amount of time spent playing, the amount of 
money spent on a game, and the like. This information may 
alloW the transaction module 870 to present the user With 
advertisements and gaming opportunities based on past user 
gaming history and therefore may present a personaliZed 
interface for the user. 

[0128] The transaction module 870 may manage receiving 
of funds for game advertisements and placement of the 
advertisement on the game application interface. The adver 
tisements may include agency systems that may be used to 
direct users to certain game sites in return for a fee. The 
gaming application interface may also include a?iliate sys 
tem links that may be associated With game sites for con 
necting users to gaming sites or for the forming of online 
tournaments. The af?liate game sites may pay a fee for the 
service of directing users to games or the organization of 
game tournaments using af?liated games. 

[0129] The transaction module 870 may provide for an 
aggregation of information about a game such as game 
neWs, game background, revieWs, cheat codes, doWnload 
information, and the like. This information may be available 
to a user prior to the user beginning the game. The trans 
action module 870 may also provide certi?cation and rating 
information for the game or game sites that may be available 
in the game guide 130. The game or game site may pay a fee 
to have its game rated on the gaming application interface. 
Merchandise related to a particular game or gaming site may 
be provided to a user through the gaming application inter 
face; the merchandise advertisement may be provided With 
a fee charged to the merchandise enterprise. 

[0130] The transaction module 870 may provide manage 
ment of a user e-Wallet account system that may alloW a user 
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to have accounts With user-de?ned money limits. The user 
may be able to set up an e-Wallet account; this account may 
be the account used to pay for games the user is playing. The 
user may use the e-Wallet account instead of paying a game 
or game site directly by using a personal credit or debit card. 
This may provide a level of security to the user in paying for 
gaming activities. There may be a method of adding money 
to the e-Wallet account; the e-Wallet account may be asso 
ciated With the user’s credit or debit account. In an embodi 
ment, the user may be able to set maximum and minimum 
money levels for the e-Wallet account and may authoriZe the 
transaction module 870 to charge the user’s credit or debit 
card to maintain the set levels. 

[0131] The transaction module 870 may provide for a 
subscription system for users to establish a player pro?le to 
be used When playing online games. The subscription may 
alloW the user to set up a personaliZed gaming pro?le and 
may also alloW the setup of the user’s e-Wallet account. The 
subscription may provide, for a fee, the user With a set 
amount of gaming time on predetermined games, a certain 
amount of gaming time on any available game, or similar 
management of gaming. 

[0132] The transaction module 870 may also mine data 
from the gaming application for the monetiZation of avail 
able user information. Information may be used to increase 
billing rates to advertisers, provide mailing lists, get neW 
advertisers, establish neW af?liations, or the like. 

[0133] In an embodiment, the game hosting module 872 of 
the game infrastructure 820 may be used to contact other 
users to indicate the forming of a game. The game hosting 
module 872 may maintain a database of users searching for 
a certain type of game and may make users aWare of the 
interest in a game through the game guide 130. For example, 
a user may elect to organiZe a hosted game, and the game 
hosting module may notify all the interested users that a user 
has elected to organiZe a game. In this example, the game 
hosting module 872 may provide all of the necessary game 
infrastructure to organiZe the game and maintain the game 
While it is active. In an embodiment, the game hosting 
module 872 may save the hosted game into the game index 
102 to be available for future game searches by the search 
engine 122. In an embodiment, the user, through the game 
guide 130, may select to either join an existing game or to 
host a game; the hosted game may either be a game that Was 
set up in advance or an ad hoc game that may form in real 
time. 

[0134] As shoWn in FIG. 8, the gaming server 802 may 
interface With other components of the game applications, 
including the pro?le ?le 804, the game index 102, the client 
broWser 810 and the sponsors 812. 

[0135] The gaming server 802 may interface With the 
pro?le ?le 804 for information about the user’s gaming 
preferences, economic pro?le 888 (eg e-commerce his 
tory), gaming history, accounts (e.g. e-Wallet), and the like. 
In an embodiment, the gaming server 802 may interface to 
the pro?le ?le 804 through the netWork 800 using connec 
tions 824 and 832. In this case, the pro?le ?le 804 may be 
a separately maintained remote ?le server. In another 
embodiment, the gaming server 802 may directly interface 
With the pro?le ?le 804 through connection 842. In this 
embodiment, the pro?le ?le 804 may be connected to the 
gaming server 802 through a LAN, WAN, or the like and 
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may act as a local device for the gaming server 802. In an 
embodiment, there may be a plurality of pro?le ?les 804 that 
may maintain information for each individual user, or there 
may be one pro?le ?le 804 to maintain the information for 
all the users. 

[0136] The gaming server 802 may interface With the 
game index 102 to either provide a game listing as a result 
of a search or to get game information as part of a user 

search. In an embodiment, the gaming server 802 may 
interface With the game index 102 through the network 800 
using connections 824 and 828. In this case, the game index 
102 may be a separately maintained remote ?le server. In 
another embodiment, the gaming server 802 may directly 
interface With the game index 102 through connection 834. 
In this embodiment, the game index 102 may be connected 
to the gaming server 802 through a LAN, WAN, or the like 
and may act as a local device for the gaming server 802. In 
an embodiment, there may be a plurality of game indexes 
102 that may maintain information for each individual user, 
or there may be one game index 102 to maintain the 
information for all the users. 

[0137] The gaming server 802 may interface With the 
client broWser 810 to provide the user With an interface to 
the gaming search, the game hosting, and the like. In an 
embodiment, the gaming server 802 may connect to the 
client broWser 810 using connections 824 and 830. In this 
embodiment, the user may use the client broWser 810 to 
access the netWork 800 and connect to the gaming server 
802; the game guide 130 may be a plug-in application for the 
client broWser 810. In another embodiment, the game guide 
130 may be directly associated With the gaming server 802 
using connection 844. In this embodiment, the game guide 
130 may be a local device connected to the gaming server 
802; the connection may be provided by a LAN, WAN, or 
the like. In this case, the client broWser may be used to 
access the gaming server 802 and may use the gaming server 
802 to access all the aspects of the gaming application. In 
this embodiment, the gaming server 802 may act as a portal 
to the client broWser 810 Where the user may request game 
searches, maintain personal preferences, play games, or the 
like. 

[0138] The gaming server 802 may also access sponsors 
812 for game hosting information, promotional information, 
game searches, and the like. The gaming server 802 may be 
connected to the sponsors 812 through the netWork 800 
using connections 824 and 848. There may be a plurality of 
sponsors 812 that are connected to the gaming server 802; 
each sponsor may connect through a connection similar to 
824 and 848. 

[0139] It should be understood that as the gaming server 
802 is searching, matching, or the like, it may interact With 
any of the above described components to provide a seam 
less interface to the user. It should also be understood that 
any of the sub-components of the gaming server 802 may be 
able to use any of the connections to the above described 
components. Therefore the search engine 122, the match 
engine 104, and the game interface 820 may have access to 
the pro?le ?le 804, game index 102, client broWser 810, 
sponsors 812, or the like. 

[0140] As depicted in FIG. 8, the pro?le ?le 804 may 
provide storage access to user pro?les to other game appli 
cation components such as the gaming server 802, client 
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broWser 810, game guide 130, and the like. In an embodi 
ment, the pro?le ?le 804 may be a remote ?le server that 
may connect through the netWork 800 to the other connected 
components. In an embodiment, the pro?le ?le 804 may be 
directly connected to the gaming server 802 through a 
connection 842 or to the client broWser 810 through another 
connection 840. The direct connections may be provided by 
a LAN, WAN, or the like. The pro?le ?le 804 may also be 
incorporated into either the gaming server 802 or the client 
broWser 810 as a local device. In an embodiment, if the 
pro?le ?le 804 is incorporated into the gaming server 802, 
it may store pro?les on a plurality of users. In an embodi 
ment, if the pro?le ?le 804 is incorporated into the client 
broWser 810, it may store only a single user’s pro?le data. 

[0141] The pro?le ?le 804 may store the user’s personal 
pro?le, game history, or game account information. The 
pro?le ?le 804 may also contain the economic pro?le 
service 888 that may maintain the user’s e-commerce and 
e-Wallet information on the pro?le ?le 804. 

[0142] In an embodiment, the economic pro?le service 
888 may interface With the gaming server 802 game infra 
structure 820 to provide a user’s e-commerce and e-Wallet 
information at the request of the game infrastructure 820 
account manager 868 or transaction module 870. The eco 
nomic pro?le service 888 may maintain e-commerce and 
e-Wallet information on the pro?le ?le 804; this information 
may be updated continually, based on the user’s gaming 
activities. In an embodiment, the economic pro?le service 
888 may monitor the game infrastructure 820 transaction 
module for the user’s spending While playing a game. For 
example, the user may join a high stakes poker game With 
stakes that are higher than previously played; this may 
modify the user’s economic pro?le. In an embodiment, the 
economic pro?le may be modi?ed based on the user’s 
gaming activities or may be modi?ed by the user. The user 
may be able to modify the economic pro?le before a game, 
during a game, or after a game. 

[0143] In an embodiment, the pro?le ?le 804 user pro?le 
may interface With the gaming server 802 to store informa 
tion about a user’s gaming preferences. For example, When 
a user creates a search using the search engine 122, the 
search engine 122 may update the information about the 
user’s game preferences. The changes to the preferences 
may be based on the player’s searching for a neW type of 
game, repeatedly searching for the same type of game, or the 
like. 

[0144] In another embodiment, the pro?le ?le 804 user 
pro?le may interface With the game guide 130 to store 
information about the user’s game selection. For example, 
the pro?le ?le 804 may already store information about the 
type of poker game the user likes to play, but if the user starts 
to select a particular poker game site more often, indicating 
a preference for the site, the user pro?le may be updated by 
the game guide 130 to indicate the preference for this type 
of poker game. With the user pro?le updated, this preferred 
poker game site may be presented With a high recommen 
dation on the game guide listing When the user next searches 
for a poker game. 

[0145] The pro?le ?le 804 may also store game history 
information about the games the user may play. This infor 
mation may include the number of times a game Was played, 
the length of time the game Was played (e.g. shortest time, 














