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MULTIPLE PURCHASE OPTIONS FOR VIRTUAL 
PURCHASES 

PRIORITY CLAIM 

[0001] The following application is a continuation-in part 
ofU.S. patent application Ser. No. 11/279,991, ?led Apr. 17, 
2006, Which is a continuation-in-part of US. patent appli 
cation Ser. No. 11/355,232, ?led Feb. 14, 2006, Which 
claims priority to US. Provisional Application Ser. No. 
60/727,121 “Methods, Processes, and System to Enhance a 
Player Experience of a Video Game” ?led Oct. 14, 2005. 
Each of Which is hereby incorporated by reference in their 
entirety for all purposes. 

BACKGROUND 

[0002] Video games Which are accessible to multiple 
players via a server are Well knoWn. For example, hundreds 
of thousands of players access games knoWn as massive 
multi player online games (MMOGs). Players of these 
games customarily access a game repeatedly (for durations 
typically ranging from a feW minutes to several days) over 
given period of time, Which may be days, Weeks, months or 
even years. The games are often constructed such that 
players pay a periodic subscription price (e.g., $15 per 
month) rather than, or in addition to, paying a one time 
purchase price for the game. Often, though not necessarily, 
these games have no ultimate “Winner” or “Winning goal,” 
but instead attempt to create an enjoyable playing environ 
ment and a strong player community. 

[0003] It Would be advantageous to provide improved 
methods and apparatus for increasing the enjoyment and/or 
longevity of video games. 

BRIEF DESCRIPTION OF THE DRAWINGS 

[0004] FIG. 1 is a block diagram ofa system according to 
one embodiment of the present invention. 

[0005] FIG. 2 is a block diagram ofa system according to 
another embodiment of the present invention. 

DETAILED DESCRIPTION 

[0006] Unless stated to the contrary, for the purposes of 
the present disclosure, the folloWing terms shall have the 
folloWing de?nitions: 

[0007] Credit Cardia credit instrument issued by a real 
World institution to a player that alloWs the player to make 
purchases by providing an account identi?er (eg a credit 
card number) rather than cash or other currency. An example 
is a credit card like those issued by Visa, Mastercard, or 
American Express. For the purposes of the present disclo 
sure, the term “Credit card” is intended in a very broad sense 
and is not limited to those situations, in Which a player’s 
purchases are made on credit (i.e. Where payments for those 
purchases is not due until a later time) but also includes 
?nancial instruments such as debit cards, check cards, and 
the like. 

[0008] Real Cash Valueithe value in real dollars of the 
obligation. This value can be determined by multiplying the 
?nancial obligation value by the then published exchange 
rate to real dollars. 
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[0009] Game Environmentian online game such as 
World of Warcraft or a virtual community such as Second 
Life. 

[0010] Total virtual obligation amountithe total amount 
of virtual ?nancial obligations associated With a player 
character account. 

[0011] Virtual ContractiAn enforceable agreement 
betWeen a player character and either another player char 
acter or a game server. Some examples of virtual contracts 
are provided in US. Provisional Patent Application Ser. No. 
60/ 652,036, Which is hereby incorporated by reference in its 
entirety for all purposes. 

[0012] Virtualishall mean in a game environment or 
other intangible space. 

[0013] Virtual Environmentian online game such as 
World of Warcraft or a virtual community such as Second 
Life. 

[0014] Virtual Creditorishall mean a ?rst player charac 
ter Who is oWed a virtual obligation by a second player 
character. 

[0015] Virtual Financial ObligationiAn agreement by a 
player character or entity to pay one or more game attributes 
to another player character, entity or the game server. This 
obligation can be a one time payment, or multiple payments 
over time. The obligation can specify that payments are due 
on virtual or real dates. 

[0016] Virtual Financial Obligation Valueithe in game 
value of the obligation. For virtual cash the value is stated 
as a virtual cash amount. For other game attributes, the value 
can be determined by generating a virtual cash market value 
for the item based on the current value in an online mar 
ketplace or exchange. The value of the obligation can also be 
set as a condition of the player contract. 

[0017] Billing Informationishall mean any information 
pertaining to billing a player including a billing address, 
credit card account, bank account, pay pal account or other 
payment information. 

[0018] Characterishall mean a persona created by a 
player in a video game. 

[0019] Character Accountishall mean an account that 
tracks character attributes. 

[0020] Character Attributeishall mean any quality, trait, 
feature or characteristic a particular Character can have that 
is stored in the corresponding Character Account. Character 
Attributes shall include, but not be limited to: 

[0021] A character score 

[0022] A virtual object 

[0023] The physical appearance of a character 

[0024] An emblem or mark 

[0025] A synthetic voice 

[0026] Virtual money 

[0027] Virtual help points or credits 

[0028] The ability to join groups of other players at a 
later time 
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[0029] A score for subsequent matching of later game 
parameters 

[0030] A relationship With another character 

[0031] A genetic pro?le or makeup 

[0032] Character Lifeishall mean a ?xed period of vir 
tual or real World time that a player character can exist in a 
game environment. 

[0033] Character Skillsishall mean game attributes 
inherent or acquired by a player character during game play 
such as, but not limited to: the ability to cast certain spells, 
foretell the future, read minds, use certain Weapons, cook, 
hunt, ?nd herbs, assemble herbs into potions, mine, 
assemble objects into other objects, ?y, and/ or enchant other 
player characters. 

[0034] Computer Generated Characterishall mean any 
character that is generated by the system rather than being 
another player character. 

[0035] Game Parameterishall mean any part of a Video 
Game by Which characters can be measured. Game Param 
eters shall include, but not be limited to: 

[0036] Completing all or part of a mission 

[0037] Playing for a certain period of time 

[0038] Winning a match against another player charac 
ter or computer generated character 

[0039] Reaching a certain level or score 

[0040] using or obtaining an ability or technology 

[0041] kill/death ratios 

[0042] obtaining an object 

[0043] solving a puZZle 

[0044] accuracy With Weapons 

[0045] effective use of the proper Weapon 

[0046] killing a certain character/creature 

[0047] getting through or to a certain geographic area 

[0048] decreasing or increasing Karma Points 

[0049] getting, buying, exchanging or learning a neW 
skill or player attribute 

[0050] having a child 

[0051] getting married 

[0052] obtaining, buying, trading, producing or devel 
oping raW materials 

[0053] producing goods or services 

[0054] earning income 
[0055] earning a higher rank in an army 

[0056] Winning an election among tWo or more player 
characters 

[0057] achieving deity status 

[0058] improving player character status or caste 

[0059] assisting other player characters With any of the 
above 

[0060] speed of accomplishing any of the above 
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[0061] ln-game Marketplaceishall mean a virtual envi 
ronment Where Characters can exchange Attributes. 

[0062] Massive Multi Player Online Video GameiShall 
mean a Video Game that is played using either a netWork of 
a Video Game Central Server and at least tWo Video Game 
Consuls or a peer-to-peer netWork of at least tWo Video 
Game Consuls. Players create Characters that may interact 
With each other in a Video Game Environment that is stored 
on the Video Game Central Server and the Video Game 
Consuls. 

[0063] Novice PlayeriShall mean a player that is ?agged 
as requiring the help of an expert to complete a Game 
Parameter. 

[0064] NPCi(non player character) a computer gener 
ated character in the game 

[0065] Playerishall mean an individual Who can register 
an account With a Video Game Central Server or Within a 

peer-to-peer netWork and create Characters that can interact 
With other Characters in a Video Game Environment. 

[0066] Player AccountiShall mean an account on the 
Video Game Central Server or Within a peer-to -peer netWork 
that contains a Player pro?le including personal, billing, and 
character account information. 

[0067] Player Attributeishall mean any attribute that can 
be applied to a player account. Player Attributes shall 
include, but not be limited to: 

[0068] Real Money 

[0069] Discount of monthly fees for playing game 

[0070] Monthly fee for playing a game 

[0071] Global character attribute settings for all char 
acters created by player across multiple games. 

[0072] ReWards for encouraging another player to 
signup to play 

[0073] Player to Player Contractishall mean a virtual but 
binding contract betWeen player characters that alloWs the 
players to provide or exchange game attributes to one 
another. Once a player-to-player contract is established, the 
game server or peer-to-peer netWork automatically distrib 
utes acquired game attributes betWeen the player characters 
based on the contract conditions. 

[0074] Video Gameishall mean a game played on a 
Video Game Consul that may or may not be netWorked to a 
Video Game Central Server or Within a peer-to-peer net 
Work. 

[0075] Video Game Consulishall mean a device com 
prising a CPU, memory and optional permanent storage 
residing at a player location that can alloW for the playing of 
video games. Examples include, home PCs, Microsoft 
Xbox, and Sony Playstation. 

[0076] Video Game Central Serverishall mean a CPU, 
memory and permanent or temporary storage that is con 
nected to multiple Video Game Consuls that alloWs for 
Massive Multi Player Online Video Games to be played. 

[0077] Video Game EnvironmentiShall mean a virtual 
video game World that is stored on the combination of the 
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Video Game Central Server and Video Game Consuls Where 
Characters interact and games are played. 

[0078] The term “product” means any machine, manufac 
ture and/ or composition of matter, unless expressly speci?ed 
otherWise. 

[0079] The term “process” means any process, algorithm, 
method or the like, unless expressly speci?ed otherWise. 

[0080] Each process (Whether called a method, algorithm 
or otherwise) inherently includes one or more steps, and 
therefore all references to a “step” or “steps” of a process 
have an inherent antecedent basis in the mere recitation of 
the term ‘process’ or a like term. Accordingly, any reference 
in a claim to a ‘step’ or ‘steps’ of a process has suf?cient 
antecedent basis. 

[0081] The terms “an embodiment”, “embodiment”, 
“embodiments”, “the embodiment”, “the embodiments”, 
“one or more embodiments , some embodiments , certain 

embodiments”, “one embodiment”, “another embodiment” 
and the like mean “one or more (but not all) embodiments 
of the disclosed invention(s)”, unless expressly speci?ed 
otherWise. 

[0082] The term “variation” of an invention means an 
embodiment of the invention, unless expressly speci?ed 
otherWise. 

[0083] A reference to “another embodiment” in describing 
an embodiment does not imply that the referenced embodi 
ment is mutually exclusive With another embodiment (e.g., 
an embodiment described before the referenced embodi 
ment), unless expressly speci?ed otherWise. 

[0084] The terms “including”, “comprising” and varia 
tions thereof mean “including but not limited to”, unless 
expressly speci?ed otherWise. 

[0085] The term “consisting of” and variations thereof 
mean “including and limited to”, unless expressly speci?ed 
otherWise. 

[0086] The terms “a”, “an” and “the” mean “one or more”, 
unless expressly speci?ed otherWise. 

[0087] The term “plurality” means “tWo or more”, unless 
expressly speci?ed otherWise. 

[0088] The term “herein” means “in this patent applica 
tion, including anything Which may be incorporated by 
reference”, unless expressly speci?ed otherWise. 

[0089] The phrase “at least one of”, When such phrase 
modi?es a plurality of things (such as an enumerated list of 
things) means any combination of one or more of those 
things, unless expressly speci?ed otherWise. For example, 
the phrase “at least one of a Widget, a car and a Wheel” 
means either (i) a Widget, (ii) a car, (iii) a Wheel, (iv) a 
Widget and a car, (v) a Widget and a Wheel, (vi) a car and a 
Wheel, or (vii) a Widget, a car and a Wheel. 

[0090] Numerical terms such as “one , tWo”, etc. When 
used as cardinal numbers to indicate quantity of something 
(e. g., one Widget, tWo Widgets), mean the quantity indicated 
by that numerical term, but do not mean at least the quantity 
indicated by that numerical term. For example, the phrase 
“one Widget” does not mean “at least one Widget”, and 
therefore the phrase “one Widget” does not cover, e.g., tWo 
Widgets. 
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[0091] The phrase “based on” does not mean “based only 
on”, unless expressly speci?ed otherWise. In other Words, 
the phrase “based on” describes both “based only on” and 
“based at least on”. 

[0092] The term “represent” and like terms are not exclu 
sive, unless expressly speci?ed otherWise. For example, the 
term “represents” do not mean “represents only”, unless 
expressly speci?ed otherWise. In other Words, the phrase 
“the data represents a credit card number” describes both 
“the data represents only a credit card number” and “the data 
represents a credit card number and the data also represents 
something else”. 

[0093] The term “Whereby” is used herein only to precede 
a clause or other set of Words that express only the intended 
result, objective or consequence of something that is previ 
ously and explicitly recited. Thus, When the term “Whereby” 
is used in a claim, the clause or other Words that the term 
“Whereby” modi?es do not establish speci?c further limita 
tions of the claim or otherWise restricts the meaning or scope 
of the claim. 

[0094] The term “e.g.” and like terms means “for 
example”, and thus does not limit the term or phrase it 
explains. For example, in the sentence “the computer sends 
data (e.g., instructions, a data structure) over the Internet”, 
the term “e.g.” explains that “instructions” are an example of 
“data” that the computer may send over the Internet, and 
also explains that “a data structure” is an example of “data” 
that the computer may send over the Internet. However, both 
“instructions” and “a data structure” are merely examples of 
“data”, and other things besides “instructions” and “a data 
structure” can be “data”. 

[0095] The term “determining” and grammatical variants 
thereof (e.g., to determine a price, determining a value, 
determine an object Which meets a certain criterion) is used 
in an extremely broad sense. The term “determining” 
encompasses a Wide variety of actions and therefore “deter 
mining” can include calculating, computing, processing, 
deriving, investigating, looking up (e.g., looking up in a 
table, a database or another data structure), ascertaining and 
the like. Also, “determining” can include receiving (e.g., 
receiving information), accessing (e.g., accessing data in a 
memory) and the like. Also, “determining” can include 
resolving, selecting, choosing, establishing, and the like. 

[0096] The term “determining” does not imply certainty or 
absolute precision, and therefore “determining” can include 
estimating, predicting, guessing and the like. 

[0097] The term “determining” does not imply that math 
ematical processing must be performed, and does not imply 
that numerical methods must be used, and does not imply 
that an algorithm or process is used. 

[0098] The term “determining” does not imply that any 
particular device must be used. For example, a computer 
need not necessarily perform the determining. 

[0099] It Will be readily apparent to one of ordinary skill 
in the art that the various processes described herein may be 
implemented by, e.g., appropriately programmed general 
purpose computers and computing devices. Typically a 
processor (e.g., one or more microprocessors, one or more 

microcontrollers, one or more digital signal processors) Will 
receive instructions (e.g., from a memory or like device), 
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and execute those instructions, thereby performing one or 
more processes de?ned by those instructions. 

[0100] A “processor” means one or more microprocessors, 
central processing units (CPUs), computing devices, micro 
controllers, digital signal processors, or like devices or any 
combination thereof. 

[0101] Thus a description of a process is likeWise a 
description of an apparatus for performing the process. The 
apparatus can include, e.g., a processor and those input 
devices and output devices that are appropriate to perform 
the method. 

[0102] Further, programs that implement such methods (as 
Well as other types of data) may be stored and transmitted 
using a variety of media (e.g., computer readable media) in 
a number of manners. In some embodiments, hard-Wired 
circuitry or custom hardWare may be used in place of, or in 
combination With, some or all of the softWare instructions 
that can implement the processes of various embodiments. 
Thus, various combinations of hardWare and softWare may 
be used instead of softWare only. 

[0103] The term “computer-readable medium” refers to 
any medium that participates in providing data (e.g., instruc 
tions, data structures) Which may be read by a computer, a 
processor or a like device. Such a medium may take many 
forms, including but not limited to, non-volatile media, 
volatile media, and transmission media. Non-volatile media 
include, for example, optical or magnetic disks and other 
persistent memory. Volatile media include dynamic random 
access memory (DRAM), Which typically constitutes the 
main memory. Transmission media include coaxial cables, 
copper Wire and ?ber optics, including the Wires that com 
prise a system bus coupled to the processor. Transmission 
media may include or convey acoustic Waves, light Waves 
and electromagnetic emissions, such as those generated 
during radio frequency (RF) and infrared (IR) data commu 
nications. Common forms of computer-readable media 
include, for example, a ?oppy disk, a ?exible disk, hard disk, 
magnetic tape, any other magnetic medium, a CD-ROM, 
DVD, any other optical medium, punch cards, paper tape, 
any other physical medium With patterns of holes, a RAM, 
a PROM, an EPROM, a FLASH-EEPROM, any other 
memory chip or cartridge, a carrier Wave as described 
hereinafter, or any other medium from Which a computer can 
read. 

[0104] Various forms of computer readable media may be 
involved in carrying data (eg sequences of instructions) to 
a processor. For example, data may be (i) delivered from 
RAM to a processor; (ii) carried over a Wireless transmission 
medium; (iii) formatted and/or transmitted according to 
numerous formats, standards or protocols, such as Ethernet 
(or IEEE 802.3), SAP, ATP, BluetoothTM, and TCP/IP, 
TDMA, CDMA, and 3G; and/or (iv) encrypted to ensure 
privacy or prevent fraud in any of a variety of Ways Well 
knoWn in the art. 

[0105] Thus a description of a process is likeWise a 
description of a computer-readable medium storing a pro 
gram for performing the process. The computer-readable 
medium can store (in any appropriate format) those program 
elements Which are appropriate to perform the method. 

[0106] Just as the description of various steps in a process 
does not indicate that all the described steps are required, 
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embodiments of an apparatus include a computer/computing 
device operable to perform some (but not necessarily all) of 
the described process. 

[0107] LikeWise, just as the description of various steps in 
a process does not indicate that all the described steps are 
required, embodiments of a computer-readable medium 
storing a program or data structure include a computer 
readable medium storing a program that, When executed, can 
cause a processor to perform some (but not necessarily all) 
of the described process. 

[0108] Where databases are described, it Will be under 
stood by one of ordinary skill in the art that (i) alternative 
database structures to those described may be readily 
employed, and (ii) other memory structures besides data 
bases may be readily employed. Any illustrations or descrip 
tions of any sample databases presented herein are illustra 
tive arrangements for stored representations of information. 
Any number of other arrangements may be employed 
besides those suggested by, e.g., tables illustrated in draW 
ings or elseWhere. Similarly, any illustrated entries of the 
databases represent exemplary information only; one of 
ordinary skill in the art Will understand that the number and 
content of the entries can be different from those described 
herein. Further, despite any depiction of the databases as 
tables, other formats (including relational databases, object 
based models and/or distributed databases) are Well knoWn 
and could be used to store and manipulate the data types 
described herein. LikeWise, object methods or behaviors of 
a database can be used to implement various processes, such 
as the described herein. In addition, the databases may, in a 
knoWn manner, be stored locally or remotely from any 
device(s) Which access data in the database. 

[0109] Various embodiments can be con?gured to Work in 
a netWork environment including a computer that is in 
communication (e.g., via a communications netWork) With 
one or more devices. The computer may communicate With 
the devices directly or indirectly, via any Wired or Wireless 
medium (eg the Internet, LAN, WAN or Ethernet, Token 
Ring, a telephone line, a cable line, a radio channel, an 
optical communications line, commercial on-line service 
providers, bulletin board systems, a satellite communica 
tions link, a combination of any of the above). Each of the 
devices may themselves comprise computers or other com 
puting devices, such as those based on the Intel® Pentium® 
or CentrinoTM processor, that are adapted to communicate 
With the computer. Any number and type of devices may be 
in communication With the computer. 

[0110] In an embodiment, a server computer or centraliZed 
authority may not be necessary or desirable. For example, 
the present invention may, in an embodiment, be practiced 
on one or more devices Without a central authority. In such 

an embodiment, any functions described herein as per 
formed by the server computer or data described as stored on 
the server computer may instead be performed by or stored 
on one or more such devices. 

[0111] According to one or more embodiments, the 
present invention provides a virtual environment in Which a 
?rst player character establishes a contract With either one or 

more other player characters, entities (real or virtual) or a 
game server. The contract may specify one or more virtual 
?nancial obligation values that the ?rst player character is 
obligated to pay at a speci?ed virtual or real time and date. 
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The contract may additionally include a credit card number 
associated With the game account of the ?rst player. Accord 
ing to additional embodiments, in the event that the ?rst 
player character fails to pay the virtual ?nancial obligation 
value speci?ed by the contract, a real cash value may be 
established that equals the virtual ?nancial obligation value 
and the ?rst player’s credit card may be charged the real cash 
value amount. 

[0112] Examples of in game contracts include, but are not 
limited to: 

[0113] 1. Virtual loansia player character or entity can 
borroW virtual cash from another player character, 
entity or the game server. An interest rate and payment 
schedule can be established, and payments can be 
secured by the player character’s or entity’s credit card. 

[0114] 2. Virtual item rentalia player character or 
entity can rent an in game item from another player 
character, entity or the game server. A virtual cash fee 
per unit time can be established and secured With the 
player character’s or entity’s credit card. 

[0115] 3. Virtual dividend payments for shares of a 
companyia player character or entity can take his 
virtual company public by selling shares to other player 
characters or entities. He can guaranty a virtual cash 
dividend for each share per unit time. He can secure the 
virtual cash dividend With his credit card. 

[0116] 4. Virtual ?nance optionsia player character or 
entity can choose to pay for an in game item With 
virtual cash over time rather than up front. A virtual 
cash payment amount and payment schedule is estab 
lished, and the player or entity secures the virtual cash 
payments With a credit card. If the player character or 
entity cannot make a speci?ed virtual cash payment 
amount on a scheduled payment date, a real cash value 
is determined for the payment amount and charged to 
his credit card. 

[0117] 5. Virtual item creationiA ?rst player character 
can agree to build an in game item for a second player 
character by a certain date. If the ?rst player character 
does not build the item in the time speci?ed, either the 
virtual bank account or a credit card on ?le can be 

charged a speci?ed fee for each unit of time that it is 
late. Also, if the ?rst player character took an advance 
and or raW materials from the second player character, 
a virtual cash fee can be charged to the ?rst player’s 
credit card equal to the virtual cash value of the 
advance. If the ?rst player character can make the 
virtual cash payment, a real cash value can be deter 
mined that is equal to the virtual cash value and charged 
to the ?rst player’s credit card. 

[0118] 6. Virtual futures contracts on goods bought or 
sold on an exchangeia player character can establish 
an agreement to buy or sell, With virtual cash, a 
particular amount of a game resource or item at a 
speci?ed virtual or real time period. A real cash value 
is determined that is equal to the virtual cash value of 
the buy or sell offer. If the player character is unable to 
sell or purchase the item at the speci?ed time, either (i) 
a penalty, (ii) all or a portion of the real cash value of 
the contract or (ii) any combination of one and tWo 
above can be charged to the player’s credit card. 
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[0119] 7. Virtual help With solving a mission or other 
game parameteria ?rst player character can agree to 
help a second player character to solve a mission or 
other game parameter Within a given time period. If the 
?rst player character fails to help the second player 
character complete the speci?ed game parameter in the 
time speci?ed, a penalty fee can be charged to his credit 
card. Alternatively, a ?rst player character can agree to 
pay a second player character a speci?ed virtual cash 
amount if the second player character agrees to help 
him to complete a mission or other game parameter. If 
the second player character helps the ?rst player char 
acter to complete the game parameter, and the ?rst 
player character does not pay the agreed to virtual 
obligation, the ?rst player’s credit card can be charged 
a penalty and or the real cash value of the virtual 
obligation. 

[0120] 8. Virtual Insurance Payments and Claimsia 
player character can insure an in-game item With 
another player character or a game server. A periodic 
virtual cash insurance premium payment can be deter 
mined for the item. If the player character cannot make 
a periodic virtual cash insurance premium payment, 
then his credit card is charged the real cash value of the 
periodic payment and/or a real cash fee. Alternatively, 
a ?rst player character makes a claim on a virtual 
insurance policy. The game server veri?es that the 
virtual insurance claim is legitimate, determines a vir 
tual claim value, and charges a second player character 
(Who issued the claim) the virtual claim value amount. 
If the second player character cannot pay the virtual 
claim value, then a cash value is determined and 
charged to the second player’s credit card on ?le. 

[0121] 9. Virtual Shippingia ?rst player character can 
agree to ship an item for a second player character to a 
certain virtual location in the game before a certain 
virtual or real date. The shipment of the item is secured 
With a credit card associated With the ?rst player 
character. If the item is not shipped or arrives late or 
damaged, a virtual cash fee can be charged to the player 
character account. If the ?rst player character account 
does not have enough virtual cash to cover the fee, a 
real cash value for the fee can be determined and 
charged to the credit card associated With the ?rst 
player character. 

[0122] 10. Virtual Deposits and Interest Paymentsia 
?rst player character deposits virtual money into an 
account With a virtual bank oWned by one or more other 
player characters. The deposit balance and any periodic 
virtual interest due on the balance are secured by at 
least one credit card associated With the player char 
acters that oWn the virtual bank. If the bank is unable 
to pay a requested WithdraWal amount equal or less 
than the virtual bank account balance, the credit card 
securing the deposit can be charged the real cash value 
of the requested WithdraWal amount. Also, if the bank 
cannot make a periodic interest payment, the credit card 
securing the interest payment can be charged the real 
cash value of the payment. 

[0123] ll. Identi?cation Veri?cationia player charac 
ter may use a credit card as a means to identify himself 
as the oWner of a player character and/or to establish 
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liability for a player character’s actions, including 
Whether or not a player character pays bills on time, in 
full, etc. 

[0124] 12. Loyalty Program Identi?cationia player 
character may use a credit card number as a unique 
identi?er for use as an ID for loyalty programs or 
frequent shopper programs and the like. 

[0125] 13. LayaWay ?nancingia player character may 
purchase an in game object, service or resource, placing it 
into a “layaWay” account and have monthly or other periodic 
charges added to his credit card until such time as the entire 
balance is paid off, at Which time, the Player Character 
Would receive the object, service or resource. 

[0126] 14. Virtual TaXesiA player character can agree 
to pay a certain amount of taxes, tariffs, tolls to a 
government structure run by the game server or by 
player characters. In the event that a player character 
cannot make a tax payment a real cash value for the 
virtual cash amount can be determined and charged to 
a credit card associated With the player character. 

[0127] 15. Virtual AdjudicationiIn the event of a dis 
pute betWeen player characters, a game server or player 
character operated trial can determine a virtual settle 
ment that a ?rst player character needs to pay to a 
second player character. The ?rst player character is 
given a time period Within Which to pay the settlement. 
If the ?rst player character cannot pay the virtual 
settlement by the time speci?ed, a real cash value is 
generated for the virtual settlement and charged to his 
credit card. 

[0128] 16. Hacking the System or Breaking Rulesi 
Player Characters can agree to pay penalties if they 
hack the system or break the rules. If it is determined 
that a player character has broken the rules or hacked 
the system, the credit card associated With the player 
character account can be charged a speci?ed penalty 
amount. 

[0129] According to one or more embodiments of the 
present invention, any ?nancial account can be used by the 
player to secure the virtual contracts he establishes With his 
player characters. The folloWing accounts are non-limiting 
examples of the type of player character-oWned accounts 
that can be used, individually or in any combination, to 
secure a virtual contract: 

[0130] 1. credit card 

[0131] 2. debit card linked to a bank account 

[0132] 3. a bank account 

[0133] 4. a checking account 

[0134] 5. an IRA account 

[0135] 6. paypal account 

[0136] 7. Play time cardia player can buy a play time 
card that alloWs them to play for a speci?c period of 
time. A portion of the credit on the card can be locked 
up to secure virtual obligations in the game environ 
ment 

[0137] 8. personal guarantyia player can sign a per 
sonal guaranty that alloWs the game server to put a lien 
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on the player’s real World assets in the event of a 
default on a contract in a game environment. 

[0138] 9. EscroW accountia player character can place 
virtual or real items in escroW that he can use as 

collateral against in game contracts. 

[0139] 10. Margin accountia game server or ?rst 
player character can establish a margin account for a 
second player character that the second player character 
can use to secure in game contracts. A margin account 
could be automatically given to a player character by a 
game server once certain game attributes, skills, and 
levels have been reached. 

[0140] ll. Annuity accountia player character can 
allocate a portion or all of his payments due to him 
under an annuity, such as a life insurance payout, 
lottery Winnings, judgment aWard, reverse mortgage, or 
any other annuity based income. 

[0141] The amount charged to the player’s credit card in 
the event of a default on a virtual contract can be: 

[0142] l. The real cash value of the virtual obligation 
that Was not paid 

[0143] 2. A speci?ed penalty amount 

[0144] 3. A penalty amount generated based on the 
default amount 

[0145] 4. Areal cash amount either equal to, less than or 
greater than the virtual amount. 

[0146] 5. Any combination of the above. 

[0147] According to one or more embodiments of the 
present invention, the game server can automatically charge 
virtual cash values to the player character bank account or 
the game server can notify a player character When a virtual 
cash value is due. 

[0148] According to one or more embodiments of the 
present invention, Player Characters Who have reached 
certain levels of the game or acquired certain amount of 
virtual value in a game may not be required to secure their 
contracts With a credit card. Such “?nancially secure” Player 
Characters may vouch for less ?nancially secure player 
characters by offering their virtual value as collateral. Alter 
natively or additionally, Player Characters may also receive 
margin dollars based on the level or skills they have 
obtained. 

[0149] According to one or more embodiments of the 
present invention, Player characters can be given a Warning 
and a grace period if they do not pay the virtual cash 
obligation on the virtual or real date speci?ed or there is not 
suf?cient virtual cash in their virtual cash account for the 
virtual obligation to be automatically WithdraWn. 

[0150] According to one or more embodiments of the 
present invention, Warnings may be delivered by any one or 
more of the folloWing mechanisms including, but not limited 
to, in game alerts, in game instant messaging, real World 
e-mail, voice mail, postal mail, or text messages. 

[0151] According to one or more embodiments of the 
present invention, Player characters could have the choice of 
using virtual or real cash to pay the virtual obligation When 
it becomes due. Characters could be offered this option on 



US 2007/0087831 A1 

every purchase they make in a game environment. For 
example, a player purchasing a game item in an in game 
exchange can elect to pay real or virtual money during the 
transaction. The exchange interface offers the choice 
betWeen purchasing the item for real or virtual cash and the 
value of the item in real and virtual cash is displayed. If the 
player selects virtual cash, the amount is debited from his 
virtual cash account. If the player selects real cash, the 
amount is charged to his credit card on ?le. 

[0152] According to one or more embodiments of the 
present invention, When making a decision to use real or 
virtual cash to pay for an item or service, the player character 
(and/or game server) may request bids from other player 
characters or entities to pay for the item at some level of 
exchange rate that differs from the current exchange rate. 
For example, if a player character Wishes to buy a virtual 
sWord and the price is: $10 USD or 100 units of in game 
currency (e.g. piece of gold, $LD, etc.), there may be third 
party player characters that may desire to pay the real cash 
value in exchange for some amount of LD, that may be less 
or more than the current exchange rate. 

[0153] According to one or more embodiments of the 
present invention, When a player’s ?nancial account cannot 
cover the real cash obligation speci?ed by a virtual contract, 
the account can be suspended and the virtual assets oWned 
by the player character can be automatically liquidated and 
the proceeds divided amongst virtual contract holders (other 
player characters or the game server) in ratio of the contract 
values. Alternatively or additionally, some or all of the 
virtual assets oWned by the player may be immediately sold 
for their market value. The assets may be sold one at a time 
(in any order speci?ed by the rules of the game server i.e. 
most to least valuable, least to most valuable, most to least 
liquid, least to most liquid, etc) until the virtual obligations 
of the player character have been met. If all the assets of the 
player character are sold and the virtual cash does cannot 
cover the virtual obligations, the cash can be paid to the 
creditors using any suitable means including, but not limited 
to: (i) in ratio equal to the obligation for each creditor 
compared to the total outstanding obligations; and/or (ii) in 
order of priority. A creditor can be given priority based on 
(i) paying to be a priority creditor When the virtual contract 
is established; (ii) the amount of the obligation; (iii) the date 
the virtual contract Was established; (iv) the remaining 
obligation of the contract vs. the total obligation; or (v) 
paying off debts to independent third party player characters 
or entities as opposed to those player characters/ entities that 
are either oWn by or related to the indebted player character. 

[0154] According to one or more embodiments of the 
present invention, the game server can periodically ping the 
credit card or other ?nancial account identi?er of the player 
to make sure that there is adequate cash or credit line 
associated With the account to cover all the virtual obliga 
tions that the player has established With his characters. 

[0155] According to one or more embodiments of the 
present invention, When a virtual obligation is established, 
an amount that is equal to or a percentage of that obligation 
can be locked on the credit card so that it cannot be used for 
anything other than covering the virtual obligation. 

[0156] According to one or more embodiments of the 
present invention, When a virtual obligation is established, 
an interest in an insurance policy can be purchased for a fee 
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that is charged to the credit card. According to one example 
of this embodiment, in the event of a default, the insurance 
policy pays the debt; hoWever the player character’s rating 
Would be loWered and/or future policies rejected outright. If 
an insurance company (real or virtual) pays the debt, the 
insurance company could seek restitution from the default 
ing player character. 
[0157] According to one or more embodiments of the 
present invention, the game server can conduct a preautho 
riZation of the player credit card equal to the cash value of 
the virtual obligation When the virtual contract is estab 
lished. If the preauthoriZation fails, the contract cannot be 
executed and the appropriate parties (player characters and 
or game server) are noti?ed. 

[0158] According to one or more embodiments of the 
present invention, a player character may not be able to sell 
assets in a game or on an exchange betWeen game servers or 

games if he has contracts established in a game environment. 
Alternatively, an amount of the player character’s assets 
equal to his virtual cash obligations cannot be sold on an in 
game, inter game server, or intra game exchange. 

[0159] According to one or more embodiments of the 
present invention, When a player character creates a contract, 
the game server can upsell a credit card to that player 
character to use to secure the contract. If the player character 
accepts the offer, he ?lls out a credit card application. The 
application is submitted to the card issuing bank. If the bank 
accepts the application, a neW card number is issued and 
used to secure the contract. 

[0160] According to one or more embodiments of the 
present invention, When a player creates a game account, the 
game server can upsell a credit card that the player character 
can use to secure contracts (and pay for his monthly fees) As 
an incentive to sign up for the card, the card can be issued 
With a certain amount of credit line that can be used to secure 
contracts With no payment obligation for the player. For 
example, the player could be given $50 Worth of credit line 
to use to secure against in game contracts. If the player 
defaults on a contract in the game, the game can automati 
cally charge the credit card account the speci?ed penalty 
amount. As long as that amount is less than $50, then the 
player is not obligated to pay off the balance on the credit 
card. 

[0161] According to one or more embodiments of the 
present invention, a fee can be charged by a game server or 
player character Who facilitates and enforces the contracts 
betWeen other player characters and the game server. This 
fee can be a ?at fee, a “per transaction” fee, or a percent of 
the total value of the contract or payment fee. 

[0162] According to one or more embodiments of the 
present invention, rather than a real cash fee being charged 
to a credit card only When the virtual obligation cannot be 
paid With virtual cash, the player can just pay a recurring real 
cash fee to borroW virtual cash in a game environment. 
Either the game server or the player character can issue the 
virtual loan and receive the monthly real cash fee. The 
monthly fee can be charged to the player character by the 
game server and a portion of the fee can be remitted, in real 
or virtual cash to a second player character Who initiated the 
loan. 

[0163] According to one or more embodiments of the 
present invention, a player character can rent a sum of 
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virtual cash for a monthly real cash fee that is charged to his 
credit card. In this embodiment, a player pays a monthly real 
cash amount as long as he has borroWed a certain amount of 
money from a game server or other player character. Accord 
ing to one example of this embodiment, When the player 
character repays the loan, the real cash monthly fee may no 
longer collected by the game server. 

[0164] According to one or more embodiments of the 
present invention, a player character can also rent a sum of 
virtual cash for a recurring virtual cash fee. If the player 
character cannot pay the recurring virtual cash fee, a real 
cash value is determined and charged to the player credit 
card. 

[0165] According to one or more embodiments of the 
present invention, a player character can be offered the 
choice to pay a basic monthly fee for his account, or an 
additional monthly fee for his account that includes an 
upfront loan of virtual cash. 

[0166] According to one or more embodiments of the 
present invention, a method for providing multiple purchase 
options for virtual purchases is provided. In an online game, 
a player character can open a screen or pop up WindoW to 
purchase items from the game server or other player char 
acters. The screen alloWs the player character to vieW the 
item for sale, and purchase the item With either virtual 
currency or real currency. The game server receives the 
desired item to purchase, retrieves the virtual currency price 
for the item, converts the virtual currency price into a real 
currency price based on a current exchange rate, and outputs 
the virtual and real currency price to the player character. 
The player character can choose Whether he Wants to make 
the purchase With real or virtual currency. If the player 
character selects virtual currency, the virtual currency 
amount is debited from his virtual currency account With the 
game server and the item is added to his inventory. If the 
player selects real currency, the real currency amount is 
charged to his credit card on ?le and the virtual item is added 
to his virtual inventory. 

[0167] According to one or more embodiments of the 
present invention, any transaction in the game environment 
can alloW the buyer to pay With multiple real and virtual cash 
currency types. 

[0168] According to one or more embodiments of the 
present invention, a player character can place virtual items 
he has in inventory in escroW and list other virtual items or 
groups of items he is Willing to trade for those items. When 
a second player character indicates he Wants to purchase one 
of these items or groups of items that have been placed into 
escroW by the ?rst player character and the second player 
character has one or more of the other virtual items the ?rst 
player character Wants, he can elect to exchange items rather 
than pay for them With real or virtual cash. According to a 
further embodiment, the game server can o?fer the ability to 
exchange items on the same purchase screen Where it o?fers 
real and virtual cash payment options. 

[0169] According to one or more embodiments of the 
present invention, transactions can be paid for by exchang 
ing items in the player character’s inventory for those items 
he Wishes to purchase. In such a case, the game server may 
only accept items from the player character that are in 
demand, and/or may convert both items into a common 
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exchange rate to determine the number of such items needed 
to buy an item. In the case of a shortfall, a player character 
may use items in inventory in combination With real or 
virtual cash. 

[0170] According to one or more embodiments of the 
present invention, a player character purchase screen may 
give the player character the ability to purchase a virtual 
item With one or a combination of multiple currency types 
and/or objects for barter. 

[0171] According to one or more embodiments of the 
present invention, a player can select Which types of cur 
rencies he Wants to vieW on the purchase screen. Multiple 
types of virtual and real cash can be displayed and selected. 
For instance, the real currency values could be displayed in 
United States Dollars, Japanese Yen, and/or any other types 
of real World currency. The virtual currency values could be 
denominated and displayed in Linden Dollars, World of 
Warcraft Gold, and/or any other types of virtual World 
currency. 

[0172] According to one or more embodiments of the 
present invention, if the purchase is made With virtual cash, 
it can be paid for from a virtual cash account or using a 
virtual loan or virtual ?nance option. 

[0173] According to one or more embodiments of the 
present invention, the game server can track purchases up to 
some ?xed dollar amount, and charge the sum to the player’ s 
credit card rather than charging the credit card each time a 
virtual purchase is made With real cash. Alternatively, the 
game server could charge a ?xed dollar amount to the credit 
card associated With the player character and decrement that 
amount With real cash purchases in the game environment 
until the ?xed dollar amount is depleted, at Which time the 
credit card Would then be charge the ?xed dollar amount 
again. 

[0174] According to one or more embodiments of the 
present invention, Any ?nancial account can be used by the 
player to secure the virtual contracts he establishes With his 
player characters. The folloWing accounts oWned by a player 
character can be used, individually or in any combination, to 
secure a virtual contract: 

[0175] 1. credit card 

[0176] 
[0177] 
[0178] 
[0179] 

. debit card linked to a bank account 2 

3. a bank account 

4. a checking account 

5. an IRA account 

[0180] 6. a cellphone account such as one o?fered by 
Cingular Wireless 

[0181] 7. a standard telephone account such as one 
offered by QWest Communications 

[0182] 8. an Internet Service Provider Account such as 
one o?fered by Earthlink 

[0183] 9. a cable account such as one o?fered by Com 
cast 

[0184] 10. a DSL account such as one o?fered by QWest 
Communications 

[0185] ll. paypalaccount 
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[0186] 12. Play time cardia player can buy a play time 
card that allows them to play for a speci?c period of 
time. A portion of the credit on the card can be locked 
up to secure virtual obligations in the game environ 
ment 

[0187] 13. Personal guarantyia player can sign a per 
sonal guaranty that alloWs the game server to put a lien 
on the player’s real World and/or virtual assets in the 
event of a default on a contract in a game environment. 

[0188] 14. EscroW accountia player character can 
place virtual or real items in escroW that he can use as 
collateral against in game contracts. 

[0189] 15. Margin accountia game server or ?rst 
player character can establish a margin account for a 
second player character that the second player character 
can use to secure in game contracts. A margin account 
could be automatically given to a player character by a 
game server once certain game attributes, skills, and 
levels have been reached. 

[0190] 16. Annuity accountia player character can 
allocate a portion or all of his payments due to him 
under an annuity, such as a life insurance payout, 
lottery Winnings, judgment aWard, reverse mortgage, or 
any other annuity based income. 

[0191] 17. Line of credit With a bank. 

[0192] 18. Indentured Service, i.e., a commitment to 
perform services in exchange for a measured amount of 
virtual cash. 

[0193] The present disclosure also provides systems for 
securing contracts established in virtual environments. 
Accordingly turning to FIG. 1, a suitable system 10 may 
include a central server 12 in electronic communication With 
any number of suitable programs including, for example and 
Without limitation: a Contract Generation Program 14; a 
Contract Enforcement Program 16; a Asset Liquidation and 
Redistribution Program 18; a Credit Card Upsell Program 
20; and a Virtual Cash to Real Cash Exchange Program 22. 

[0194] System 10 may further comprise any number of 
suitable databases. Examples of suitable databases include, 
but are not limited to, a player database 24, a player 
character database 26, a contract database 28, and a virtual 
bank database 30. 

[0195] Player database 24 may include information about 
each player Who accesses the game. This information may 
be provided to the game server by a player When the player 
registers to play the game, or at any other suitable time and 
using any suitable means. Examples of player information 
include, but are not limited to: player ID, player contact 
information, player credit card information, and/or player 
character ID. 

[0196] Player character database 26 may include informa 
tion about each player character that participates, or is able 
to participate, in a game. Accordingly, it Will be understood 
that according to some types of games, a single player may 
create and control more than one player character. Examples 
of information the player character database may maintain 
include, but are not limited to: player character ID, player 
character pro?le, player character asset(s), player character 
attribute(s), player character contract(s). Of course it Will be 
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understood that for many of these information categories, a 
given player character may have multiple entries. For 
example, a given player character may have any number of 
attributes Which could be tracked and maintained by the 
player character database. 

[0197] Contract database 28 may include information 
about any virtual agreements entered into by player charac 
ters. Examples of information the contract database may 
maintain include, but are not limited to: contract ID, player 
character ID, Player character type, contract type, contract 
obligation(s). Of course it Will be understood that for many 
of these information categories, a given contract may have 
multiple entries. For example, a given contract entered into 
by a given player character may have numerous contract 
obligations Which can be tracked and maintained by the 
contract database. Examples of contract obligation informa 
tion that could be tracked and maintained by the contract 
database includes, but is not limited to: player character, 
obligation type, obligation amount, obligation date, obliga 
tion penalty, obligation grace period, obligation Warning 
message, and default rules. 

[0198] Virtual bank database 30 may include information 
related to the methods and ?nancial instruments used to 
guarantee certain in-game agreements. For example, the 
virtual bank database may include information including, 
but not limited to: player character oWner, player character 
oWner credit card number, account balance, maximum 
deposit limit, interest rate, interest payment schedule, player 
character account, and loan account number. It Will be 
appreciated that any of these categories of information may 
include subcategoriZable information. For example, the 
player character account information may include numerous 
sub-categories of information including character ID, char 
acter balance, character interest rate, and interest payment 
schedule. Alternatively or additionally, the loan account 
information may include sub-categories of information 
including character ID, loan amount, payment(s), interest 
rate, and credit card number. 

[0199] Turning next to FIG. 2, system 40 according to 
another embodiment of the present invention is shoWn. 
System 40 may include a central server 42 in electronic 
communication With any number of suitable programs 
including, for example and Without limitation: a Currency 
Exchange Program 44; a Virtual Item Payment Program 46; 
and a Currency Selection Preferences Program 48. 

[0200] System 10 may further comprise any number of 
suitable databases. Examples of suitable databases include, 
but are not limited to, a player database 50, a player 
character database 52, a currency exchange database 54, an 
item database 56, and a market database 58. 

[0201] Player database 50 may include information about 
each player Who accesses the game. This information may 
be provided to the game server by a player When the player 
registers to play the game, or at any other suitable time and 
using any suitable means. Examples of player information 
include, but are not limited to: player character ID, character 
personal information, character real currency account infor 
mation, and player character(s). 

[0202] Player character database 52 may include informa 
tion about each player character that participates, or is able 
to participate, in a game. Accordingly, it Will be understood 
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that according to some types of games, a single player may 
create and control more than one player character. Examples 
of information the player character database may maintain 
include, but are not limited to: character name, virtual cash 
currency preferences, real cash currency preferences, virtual 
cash account, account number, account balance, and virtual 
item ID. Of course it Will be understood that for many of 
these information categories, a given player character may 
have multiple entries. For example, a given player character 
may have any number of attributes Which could be tracked 
and maintained by the player character database. 

[0203] Currency exchange database 54 may include infor 
mation such as currency types and exchange rates. 

[0204] Item database 56 may include information about 
the various items that are available for use in the game. 
Examples of information the item database may maintain 
includes item identi?cation, item descriptors, and item 
attributes. 

[0205] Market database 58 includes information about the 
items that have been offered for sale/barter/etc. in the game. 
Examples of information the market database may maintain 
includes item ID, item value, quantity available, and the 
items for Which exchange is available. 

[0206] The folloWing paragraphs describe various meth 
ods and steps therein according to the present disclosure: 

[0207] Establishing a Contract 

[0208] a. Loan 

[0209] i. Player Character to Game Server 

[0210] 1. Receive virtual contract initiation request 
including virtual cash loan amount from player 
character 

[0211] 2. Determine contract obligations and con 
ditions of loan 

[0212] 3. Output obligation and conditions of loan 

[0213] 4. Receive acceptance of obligations and 
conditions 

[0214] 5. Retrieve or receive player credit card 
number associated With player character 

[0215] 6. Activate and store virtual loan contract 
along With loan amount, obligations, conditions, 
limits (if any) and player credit card 

[0216] 7. Issue virtual cash loan amount to player 
character 

[0217] ii. Player Character or entity to Player Char 
acter or Entity 

[0218] 1. Receive, store, and output and post vir 
tual cash loan request from a ?rst player character 

[0219] 2. Receive, store, and output response to 
virtual cash loan request including obligations and 
conditions from a second player character 

[0220] 3. Receive acceptance of obligations and 
conditions from ?rst player character 

[0221] 4. Retrieve or receive credit card associated 
With ?rst player character 
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[0222] 5. Create, activate and store a virtual con 
tract including obligations, conditions, and credit 
card 

[0223] 6. Receive virtual cash loan amount from 
second player character 

[0224] 7. Issue virtual cash loan amount to ?rst 
player character 

[0225] b. Dividend 

[0226] i. Player Character (or Entity) to Player Char 
acter (or Entity) 

[0227] 1. Receive a request to sell shares of a 
virtual company including a guaranteed virtual 
cash dividend per time period per share amount 
from a ?rst player character 

[0228] 2. Retrieve or receive a credit card associ 
ated With ?rst player character 

[0229] 3. Store request to sell shares including 
credit card and dividend information. 

[0230] 4. Output request to sell shares 

[0231] 5. Receive a request to buy shares from a 
second player character 

[0232] 6. Receive virtual cash payment for shares 
from a second player character 

[0233] 7. Distribute virtual cash payment for 
shares to ?rst player character 

[0234] 8. Receive shares for virtual cash payment 

[0235] 9. Distribute shares to second player char 
acter 

[0236] c. Finance Option 

[0237] i. Player Character to Game Server 

[0238] 1. Receive request to purchase an in game 
item With virtual cash from a player character 

[0239] 2. Generate and output one or more virtual 
offers to ?nance the item purchase that includes a 
number of virtual cash payments at a speci?ed 
number of time period intervals 

[0240] 3. Receive an acceptance of a ?nance offer 
from the player character 

[0241] 4. Retrieve or Receive a credit card asso 
ciated With the player character 

[0242] 5. Establish and store ?nancing contract 
including the virtual cash payment amount, the 
number of payments, the dates for each payment, 
and the credit card information. 

[0243] 6. Output virtual item to player character. 

0244 ii. Pla er Character to Pla er Character y y 

[0245] 1. Receive and post a request from a ?rst 
player character to sell a virtual item, including a 
virtual purchase price and one or more ?nance 
option packages that include a ?nance payment 
price, a total number of ?nance payments, and a 
schedule of When the payments are due. 
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[0246] 2. Receive virtual item from virtual account 
of ?rst player character 

[0247] 3. Receive a request to purchase the virtual 
item from a second player character including an 
agreement to purchase the item With a ?nance 
option package. 

[0248] 4. Retrieve or Receive the credit card num 
ber associated With the second player character 

[0249] 5. Store request to purchase the virtual item 
With the credit card 

[0250] 6. Output virtual item to second player 
character account 

[0251] d. Item Creation 

[0252] i. Player Character to Player Character 

[0253] 1. Receive, Store and Output a request to 
assemble an in-game item, including at least one 
of (i) a virtual cash amount, (ii) a blueprint, (iii) in 
game natural resources and game items necessary 
to assemble the item, (iv) a date/time of expected 
delivery, and (v) the agreed upon or expected 
quality of the item or its constituent components. 

[0254] 2. Receive an acceptance of the o?cer by a 
second player character Who has the appropriate 
skills necessary to assemble the item, including 
the price and a time When the item Will be com 
plete. 

[0255] 3. Receive or retrieve a credit card associ 
ated With the second player character. 

[0256] 4. Store credit card With accepted o?cer to 
assemble an in-game item. 

[0257] e. Futures Contracts 

[0258] i. Player Character to Game Server 

[0259] 1. Receive a virtual o?cer to buy or sell an 
in game item or in game resource at a speci?ed 
later date and price, including an o?cer amount 
from a player character 

[0260] 2. Accept o?cer 

[0261] 3. Retrieve or receive credit card associated 
With player character 

[0262] 4. Store credit card With o?cer 

[0263] 5. Receive o?cer amount from player char 
acter 

[0264] ii. Player Character to Player Character 

[0265] 1. Receive a virtual o?cer to buy or sell an 
in game item or in game resource at a speci?ed 
later date and price, including an o?cer amount 
from a ?rst player character 

[0266] 2. Receive an acceptance of the virtual o?cer 
from a second player character 

[0267] 3. Receive or retrieve a credit card associ 
ated With the ?rst player 
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[0268] 4. Create, activate, and store a virtual o?cer 
contract including the credit card number of the 
?rst player character 

[0269] 5. Receive virtual o?cer amount from sec 
ond player character account 

[0270] 6. Transmit virtual o?cer amount to ?rst 
player character account (less transaction fee if 
applicable) 

[0271] f. Help With Solving a Mission 

[0272] i. Player Character to Player Character 

[0273] 1. Receive, store and output a virtual 
request for help in solving a virtual mission from 
a ?rst player character including a mission, a date 
by Which the mission must be complete, an 
amount to pay if the mission is completed and a 
penalty for not completing the mission 

[0274] 2. Receive an acceptance of the virtual 
request from a second player character 

[0275] 3. Receive or retrieve a credit card for both 
player one and player tWo 

[0276] 4. Store credit cards With request 

[0277] 5. Make request active 

[0278] 6. Determine if request Was ful?lled by 
speci?ed date 

[0279] 7. If request Was ful?lled charge virtual 
payment amount to ?rst player character virtual 
account. 

[0280] a. If ?rst player character virtual account 
cannot ful?ll payment amount, determine real 
cash value for virtual payment amount and 
charge real cash value to credit card or insur 
ance policy associated With ?rst player charac 
ter 

[0281] 8. If request Was not ful?lled, retrieve vir 
tual penalty amount and charge amount to virtual 
account of second player character 

[0282] a. If virtual account of second player 
cannot cover virtual penalty amount, determine 
real cash value of virtual penalty and charge 
real cash value to credit card or insurance policy 
associated With second player character 

. nsurance remium 0283 gl P ' 

1. a er aracter to a er aracter 0284 ' Ply Ch Ply Ch 

[0285] 1. Receive, store and output a virtual con 
tract to insure a particular virtual item from a ?rst 
player character 

[0286] 2. Receive an offer to accept the contract, 
including at least one virtual insurance premium 
amount from a second player character 

[0287] 3. Receive an acceptance of the virtual 
insurance premium amount from the ?rst player 
character 

[0288] 4. Retrieve or receive a credit card for both 
the ?rst and second player character 
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[0289] 5. Activate virtual insurance contract and 
store credit card numbers With contract 

[0290] 6. When virtual premium is due, charge 
premium amount to virtual account of the ?rst 
player character 

[0291] a. If the virtual premium payment cannot 
be taken from the virtual account of the ?rst 
player character, determine a real cash value for 
the virtual premium and charge the real cash 
value to the player character’s credit card 

[0292] ii. Player Character to Game Server 

[0293] 1. Receive a request to insure a virtual item 
from a player character 

[0294] 2. Generate and output at least one virtual 
insurance premium amount including at least one 
date When the premium amount is due. 

Receive acce tance Of virtual insurance p 
premium 21111011111 

[0296] 4. Create virtual insurance contract 

[0297] 5. Retrieve or receive a credit card associ 
ated With player character 

[0298] 6. Store credit card With virtual insurance 
premium amount. 

[0299] h. Insurance Claim 

[0300] i. Player Character to Player Character 

[0301] 1. Receive a virtual claim on an virtual 
insurance contract from a ?rst player character 

[0302] 2. Determine if virtual claim is valid 

[0303] 3. If claim is valid, determine a virtual 
claim value based on virtual insurance contract 

[0304] 4. Determine a second player character Who 
issued the virtual insurance contract 

[0305] 5. Output request for virtual payment for 
virtual claim value to a second player character 

[0306] 6. If second player character does not pay 
the virtual payment, determine a real cash value 
for the virtual claim value 

[0307] 7. Charge the real cash value to the credit 
card associated With the second player character. 

[0308] i. Shipping 

[0309] i. Player Character to Player Character 

[0310] 1. Receive a virtual item to ship from a ?rst 
player character including a present virtual loca 
tion and a requested virtual location 

[0311] 2. Determine and output a virtual shipping 
amount, delivery date, and real cash penalty 
amount 

[0312] 3. Receive acceptance of shipping amount 
and delivery date from a second player character 

[0313] 4. Receive or retrieve a credit card associ 
ated With second player character 
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[0314] 5. Create shipping contract With virtual 
item, shipping amount delivery date, penalty 
amount, and credit card 

[0315] 6. Determine if item Was delivered on or 
before delivery date 

[0316] 7. If item Was delivered, charge shipping 
amount to ?rst player character account 

[0317] 8. If item Was not delivered, retrieve pen 
alty amount 

[0318] 9. Charge penalty amount to credit card 

[0319] ii. Player Character to Game Server 

[0320] 1. Receive a virtual item to ship from a 
player character including a present virtual loca 
tion and a requested virtual location 

[0321] 2. Determine and output a virtual shipping 
o?cer, including a virtual shipping amount, deliv 
ery date, and real cash penalty amount 

[0322] 3. Receive acceptance of the virtual ship 
ping o?cer 

[0323] 4. Receive or retrieve credit card associated 
With player character 

[0324] 5. Deliver item 

[0325] 6. Charge shipping amount to player char 
acter 

[0326] a. If player character cannot pay shipping 
amount, retrieve real cash penalty amount and 
charge amount to player credit card. 

[0327] j. Virtual Bank Deposit 

[0328] i. Player Character to Game Server (set up 
virtual bank) 

[0329] 1. Receive a request to set up a virtual bank 
from a player character including one or more 
credit cards With corresponding credit lines 

[0330] 2. Set up virtual bank With an alloWed 
deposit limit equal to the corresponding credit 
lines 

[0331] 3. Receive an interest rate amount 

[0332] 4. Store interest rate amount With virtual 
bank 

0333 ii. Player Character to Player Character 
(receive deposit) 
0334 1. Out ut a bank de osit o?cer from a ?rst P P 
player character, including a maximum deposit 
amount and an interest rate 

[0335] 2. Receive a request to make a virtual cash 
deposit from a second player character that is 
equal or less than the maximum deposit amount 

[0336] 3. Determine if second player character 
already has an account With the virtual bank 

[0337] a. If not, set up virtual bank account for 
second player character and deposit virtual cash 
funds 
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[0338] Or 

[0339] b. If so, deposit virtual cash funds into 
existing virtual bank account associated With 
second player character 

[0340] 4. Reduce maximum alloWed deposit 
amount by virtual cash deposit 

[0341] k. Taxes 

[0342] i. Player character to game server or player 
character 

[0343] 1. Receive request from a player character 
to become a member of a virtual entity or use a 
virtual service 

[0344] 2. Generate and output a tax amount 

[0345] 3 Receive an acceptance of the tax amount 
from the player character 

[0346] 4. Retrieve or receive a credit card associ 
ated With the player character 

[0347] 5. Create a membership or permit including 
player character information and credit card num 
ber 

[0348] 
[0349] 

[0350] 1. Receive and Store a determination of a 
virtual settlement amount to be paid by a ?rst 
player character to a second player character 
including a virtual cash amount and a due date 

1. Adjudication 

i. Player character to player character 

[0351] 2. Receive or retrieve a credit card associ 
ated With the ?rst player character 

[0352] 3. Store credit card With determination 

[0353] 
[0354] i. Player character to game server (initial 

agreement) 
[0355] 1. Receive request to create an account 

from a player 

m. Breaking rules or hacking the game 

[0356] 2. Output terms and conditions including 
agreement to charge penalty fees to a credit card 
in the event of rule breaking or hacking 

[0357] 3. Receive and store acceptance of terms, 
player information, and player credit card infor 
mation 

[0358] Enforcing a Contract 

[0359] a. Loan, Dividend, Finance Payment, Insurance 
Premium 

[0360] ii. Player Character to Game Server 

[0361] 1. Determine that a virtual obligation pay 
ment is due 

[0362] 2. Charge obligation payment to player 
character account 

[0363] 3. If player character account cannot cover 
obligation payment, determine a real cash value of 
obligation (including fees and/or penalties and 
?nes) 
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[0364] 4. Charge real cash value to player credit 
card 

[0365] iii. Player Character to Player Character 

[0366] 1. Receive a complaint that a ?rst player 
character could not pay a second player character 
a virtual obligation payment 

[0367] 2. Determine if complaint is valid 

[0368] 3. If complaint is valid determine or 
retrieve a real cash value of obligation payment 

[0369] 4. Charge real cash value to credit card 
associated With ?rst player character 

[0370] 5. Pay second player character the virtual 
obligation payment (in real or virtual cash) 

[0371] b. Item Creation 

[0372] 
[0373] 1. Receive a complaint that a ?rst player 

character did not complete the creation of an item 
for a second player character. 

[0374] 2. Verify that complaint is valid 

iv. Player Character to Player Character 

. com ain is vai ,re rievearea cas 0375 31f pl t ld t l h 
penalty value associated With the item creation 
contract 

[0376] 4. Retrieve a credit card associated With a 
?rst player character 

[0377] 5. Charge real cash penalty value to credit 
card 

[0378] 6. Credit real or virtual account of second 
player character With penalty value (less appli 
cable fees) 

[0379] 
[0380] v. Player Character to Game Server 

[0381] 1. Receive indication that player character 
could not ful?ll futures contract 

c. Futures Contracts 

[0382] 2. Retrieve or Generate a penalty amount 

[0383] 3. Charge penalty amount to virtual account 
of player character 

[0384] 4. If virtual account cannot cover penalty, 
retrieve player credit card 

[0385] 5. Determine a real cash value of the pen 
alty amount 

[0386] 6. Charge amount to player credit card 

vi. a er aracter to a er aracter 0387 ' Pl y Ch Pl y Ch 

[0388] 1. Receive complaint from a ?rst player 
character that a second player character could not 
ful?ll a futures contract 

[0389] 2. Verify that complaint is accurate 

[0390] 3. Retrieve or generate a virtual penalty 
amount 

[0391] 4. Retrieve credit card of second player 
character 
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[0392] 5. Charge second player character the vir 
tual penalty amount 

[0393] 6. If second player character account cannot 
cover virtual penalty amount, generate a real cash 
value 

[0394] 7. Charge real cash value to credit card 

[0395] 8. Pay penalty amount (in real or virtual 
cash) to the ?rst player character, less any appli 
cable fees. 

0396 d. Hel With Solvin a Mission P g 

[0397] vii. Player Character to Player Character 

[0398] 1. Receive a complaint that a ?rst player 
character has not successfully helped a second 
player character complete a mission 

[0399] 2. Verify complaint 

[0400] 3. If complaint is accurate, retrieve virtual 
penalty 

[0401] 4. Charge ?rst player character account 
penalty amount 

[0402] 5. If ?rst player character account cannot 
cover penalty amount, determine real cash value 
of penalty amount 

[0403] 6. Retrieve credit card associated With ?rst 
player character 

[0404] 7. Charge real cash value of penalty amount 
to credit card 

[0405] e. Insurance Claim 

[0406] viii. Player Character to Game Server 

[0407] 1. Receive a complaint that a ?rst player 
character has not paid an insurance claim to a 
second player character 

[0408] 2. Validate complaint 

[0409] 3. If complaint is validated, determine real 
cash value of claim 

[0410] 4. Retrieve credit card associated With ?rst 
player character 

[0411] 5. Charge real cash value of claim to credit 
card (plus applicable fees) 

[0412] 6. Pay real or virtual cash value of claim to 
second player character (less applicable fees) 

[0413] f. Shipping Item 

[0414] 
[0415] 1. Receive complaint that a ?rst player 

character did not deliver an item for a second 
player character 

[0416] 2. Validate complaint 

ix. Player Character to Player Character 

[0417] 3. If complaint is validated, determine a real 
cash penalty amount 

[0418] 4. Retrieve credit card of ?rst player char 
acter 
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0419 5. Char e enalt amount to credit card 8 P y 
(plus applicable fees) 

[0420] 6. Determine a virtual cash value for the 
real cash penalty amount 

[0421] 7. Pay virtual cash value to account of 
second player character (less applicable fees) 

[0422] x. Player Character to Game Server 

[0423] 1. Deliver a virtual item to a speci?ed 
virtual location 

[0424] 2. Charge shipping amount to player char 
acter account 

[0425] 3. If player character account cannot pay 
shipping amount, retrieve credit card associated 
With player character account 

[0426] 4. Determine a real cash penalty amount 

[0427] 5 Charge penalty amount to player credit 
card 

g. 1rtua epos1t 0428 V' 1 Bank D ' 

X1. a er aracter to a er aracter 0429 ' Pl y Ch Pl y Ch 

[0430] 1. Receive a request from a ?rst player 
character to WithdraW funds from a virtual bank 
account oWned by a second player character 

[0431] 2. Determine if the virtual bank has enough 
virtual cash to cover the WithdraWal amount 

[0432] a. If yes, transfer funds from virtual bank 
account to ?rst player character account 

[0433] b. If no, determine a real cash value for 
the WithdraWal amount 

[0434] i. retrieve credit card associated With 
virtual bank 

[0435] ii. charge credit card real cash value of 
WithdraWal amount (plus any fees) 

[0436] iii. transfer funds from virtual bank 
account to ?rst player character account 

[0437] h. Virtual Bank Interest 

[0438] xii. Player Character to Player Character 

[0439] 1. Determine that interest is due on a bal 
ance deposited by a player character in a virtual 
bank account. 

[0440] 2. Calculate virtual cash interest payment 

[0441] 3. Determine if virtual bank has enough 
virtual cash on hand to cover interest payment 

[0442] a. If so, make interest payment 

[0443] b. If not, determine a real cash value of 
interest payment 

[0444] i. Retrieve credit card associated With 
virtual bank 

[0445] ii. Charge credit card real cash value 

[0446] iii. Convert real cash value into virtual 
cash and deposit into virtual bank 
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[0447] iv. Transfer virtual cash from virtual 
bank to player character bank account. 

[0448] i. Taxes 

[0449] xiii. Player character to game server 

[0450] 1. Receive or Generate indication that a 
virtual tax is due 

[0451] 2. Determine virtual tax amount 

[0452] 3. Attempt to charge tax amount to virtual 
cash account of player character 

[0453] 4. If virtual cash account can cover tax 
amount, remove tax amount from account 

[0454] 5. If virtual cash account cannot cover tax 
amount: 

[0455] a. Determine a real cash value of the 
virtual tax amount 

[0456] b. Retrieve credit card associated With 
player character account 

[0457] c. Charge real cash value to player char 
acter account (plus applicable fee) 

[0458] d. Convert real cash value to virtual cash 
amount and deposit in virtual cash account of 
player 

[0459] e. Remove virtual cash amount from 
player character virtual cash account 

[0460] xiv. Player character to player character 

[0461] 1. Receive or Generate indication that a 
virtual tax is due from a ?rst player character to an 
entity controlled by one or more other player 
characters 

[0462] 2. Determine virtual tax amount 

[0463] 3. Attempt to charge tax amount to virtual 
cash account of player character 

[0464] a. If virtual cash account can cover tax 
amount, transfer virtual cash amount from ?rst 
player character virtual cash account to virtual 
cash account of entity controlled by one or more 
other player characters 

[0465] 4. If virtual cash account cannot cover tax 
amount: 

[0466] a. Determine a real cash value of the 
virtual tax amount 

[0467] b. Retrieve credit card associated With 
?rst player character account 

[0468] c. Charge real cash value to ?rst player 
character account (plus applicable fee) 

[0469] d. Convert real cash value to virtual cash 
amount and deposit in virtual cash account of 
?rst player 

[0470] e. transfer virtual cash amount from ?rst 
player character virtual cash account to account 
of entity controlled by one or more other player 
characters 
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0471 '. Ad'udication J J 

[0472] xv. Player character to player character 

[0473] 
[0474] 2. Attempt to charge virtual settlement 

amount to ?rst player character virtual cash 
account 

1. Retrieve determination on due date 

[0475] 3. If ?rst player character virtual cash 
account can cover settlement amount, transmit 

amount (less applicable fees) to second player 
character virtual cash account 

[0476] 4. If ?rst player character virtual cash 
account cannot cover settlement amount: 

[0477] a. Determine a real cash value for the 
virtual settlement amount 

[0478] b. Charge real cash value to credit card 
associated With ?rst player character 

[0479] 
[0480] d. Transfer virtual cash (less applicable 

fees) to the virtual cash account of the second 
player character 

c. Convert real cash to virtual cash 

[0481] k. Breaking rules or hacking the game 

[0482] xvi. Player character to game server (infrac 
tion occurrence) 

[0483] 1. Determine that a player character has 
committed an infraction 

[0484] 2. Determine a penalty amount 

[0485] 3. Retrieve credit card associated With 
player character 

[0486] 4. Charge credit card penalty amount 

[0487] Locking Player Character Accounts and Liquidat 
ing Assets 

[0488] a. Determine that a virtual obligation cannot be 
paid With a virtual account associated With a player 
character 

[0489] b. Determine a real cash value for the virtual 
obligation 

[0490] c. Retrieve credit card associated With player 
character 

[0491] d. Attempt to charge real cash value of virtual 
obligation to credit card 

[0492] e. If attempt fails, lock virtual assets of player 
character account, 

[0493] f. Post and sell virtual assets on appropriate in 
game marketplace or exchange 

[0494] g. Retrieve virtual creditor list 

[0495] h. Determine % of player character asset value 
due to each virtual creditor 

[0496] i. Transmit appropriate % of asset value to each 
virtual creditor 
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[0497] Generating Warning Message if Virtual Obligation 
Cannot be Met 

[0498] a. Determine that a virtual obligation cannot be 
paid With a virtual account associated With a player 
character 

[0499] b. Determine a real cash value for the virtual 
obligation 

[0500] c. Retrieve credit card associated With player 
character 

[0501] d. Attempt to charge real cash value of virtual 
obligation to credit card 

[0502] e. If attempt fails, output Warning message to 
player character 

[0503] Disabling Selling Virtual Assets If Player Character 
has Virtual Obligations 

[0504] a. Determine a total virtual obligation amount 
for a player character 

[0505] b. Set a minimum virtual asset limit for the 
player account based on the total virtual obligation 
amount 

[0506] c. DisalloW selling of any player character assets 
beloW virtual asset minimum. 

[0507] Periodic Check of Credit Card Validity 

[0508] a. Determine that a player character account has 
a virtual obligation secured by a credit card 

[0509] b. Retrieve credit card number 

[0510] c. Verify that credit card is valid and/or has 
enough remaining credit to cover virtual obligation. 

[0511] d. If credit card is not valid and/or does not have 
enough remaining credit to cover a virtual obligation, 
lock assets of player character account equal to total 
virtual obligation amount. 

[0512] Credit Card Upselling During Contract Initiation 

[0513] a. Receive request to initiate a virtual contract 
from a player character 

[0514] b. Output offer to register for a credit card to 
secure the transaction 

[0515] c. Receive acceptance of offer, including player 
billing information 

[0516] d. Submit credit card application for approval 

[0517] e. If credit card application is accepted, bind 
virtual contract With neW credit card. 

[0518] f. If credit card application is denied, output 
request to player character to use a different credit card 
to bind virtual contract 

[0519] xvii. Receive alternate credit card from player 
character 

[0520] xviii. Use alternate credit card to bind contract 
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[0521] Credit Card Upselling During Player Set Up 

[0522] 
[0523] b. Output offer to register for a credit card, 

including an upfront virtual bene?t if offer is accepted 

[0524] c. Receive acceptance of offer, including player 
billing information 

a. Receive request to create neW player account 

[0525] d. Submit credit card application for approval 

[0526] e. If credit card application is accepted, issue 
credit card, set up player account With credit card, and 
store virtual bene?t With player account 

[0527] f. If credit card application is denied, output 
request for alternate credit card 

[0528] xix. Receive alternate credit card 

[0529] xx. Set up player account With alternate credit 
card 

[0530] Providing a Choice BetWeen Virtual Cash or Credit 
Card Charge 

[0531] a. Determine that a virtual obligation of a player 
character is due 

[0532] b. Determine a virtual and real cash value of the 
obligation 

[0533] c. Output noti?cation that virtual offer is due, 
including choice to pay for virtual obligation With real 
or virtual cash 

[0534] xxi. Receive indication that virtual obligation 
Will be paid With real cash 

[0535] xxii. Charge real cash value to credit card 
associated With player character account 

[0536] Or 

[0537] xxiii. Receive indication that virtual obliga 
tion Will be paid With virtual cash 

[0538] xxiv. Charge virtual cash value to player char 
acter virtual account 

[0539] Real cash charge to credit card for virtual loan 
payment or rental 

[0540] a. Determine that a virtual obligation of a player 
character is due 

[0541] b. Determine real cash value of virtual obligation 

[0542] c. Retrieve credit card associated With player 
character 

[0543] d. Charge real cash value of virtual obligation to 
credit card. 

[0544] Selecting Multiple Currency Options 
[0545] a. Receive a request to set up currency options 

from a player character 

[0546] b. Retrieve available virtual and real cash 
options 

[0547] c. Output options 

[0548] d. Receive option selection 

[0549] e. Store option selection With player character 
account 
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[0550] Paying for a Virtual Item 

[0551] a. Receive a request for the price of a virtual item 
in a game environment 

[0552] b. Retrieve or receive real cash and virtual 
currency options for the player character 

[0553] i. Generate tWo or more prices for the item 
based on the currency options 

[0554] ii. Output prices 

[0555] iii. Receive a price selection 

0556 c. If rice selection is a virtual currenc , debit P y 
price amount from player character virtual currency 
account 

[0557] d. If price selection is a real currency 

[0558] i. retrieve the credit card associated With the 
player character account 

[0559] ii. charge the price to the credit card 

[0560] b. Put virtual item in inventory of player char 
acter account 

[0561] Creating an Exchange Offer 

[0562] a. Receive a ?rst virtual item to be sold or 
exchanged from a ?rst player character 

[0563] b. Receive list of other virtual items that can be 
exchanged for the ?rst virtual item 

[0564] c. Store Exchange Offer 

[0565] Ful?lling an Exchange Offer 

[0566] a. Receive a request to purchase a ?rst virtual 
item from a ?rst player character 

[0567] b. Determine that ?rst virtual item has an 
exchange offer from a second player character 

[0568] c. Determine that the ?rst player character has a 
second virtual item that can be exchanged for the ?rst 
virtual item 

[0569] d. Output exchange offer to ?rst player character 

[0570] e. If offer is accepted, transfer second virtual 
item to second player character and ?rst virtual item to 
?rst player character. 

[0571] Of course it Will be appreciated that the systems 
methods described herein are provided for the purposes of 
example only and that none of the above systems methods 
should be interpreted as necessarily requiring any of the 
disclosed components or steps nor should they be interpreted 
as necessarily excluding any additional components or steps. 

[0572] The invention is described With reference to several 
embodiments. However, the invention is not limited to the 
embodiments disclosed, and those of ordinary skill in the art 
Will recogniZe that the invention is readily applicable to 
many other diverse embodiments and applications. Accord 
ingly, the subject matter of the present disclosure includes all 
novel and nonobvious combinations and subcombinations of 
the various systems, methods and con?gurations, and other 
features, functions, and/or properties disclosed herein. 

[0573] Where a limitation of a ?rst claim Would cover one 
of a feature as Well as more than one of a feature (e.g., a 
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limitation such as “at least one Widget” covers one Widget as 
Well as more than one Widget), and Where in a second claim 
that depends on the ?rst claim, the second claim uses a 
de?nite article “the” to refer to the limitation (e.g., “the 
Widget”), this does not imply that the ?rst claim covers only 
one of the feature, and this does not imply that the second 
claim covers only one of the feature (e.g., “the Widget” can 
cover both one Widget and more than one Widget). 

[0574] Each claim in a set of claims has a different scope. 
Therefore, for example, Where a limitation is explicitly 
recited in a dependent claim, but not explicitly recited in any 
claim from Which the dependent claim depends (directly or 
indirectly), that limitation is not to be read into any claim 
from Which the dependent claim depends. 

[0575] When an ordinal number (such as “?rst”, “second”, 
“third” and so on) is used as an adjective before a term, that 
ordinal number is used (unless expressly speci?ed other 
Wise) merely to indicate a particular feature, such as to 
distinguish that particular feature from another feature that 
is described by the same term or by a similar term. For 
example, a “?rst Widget” may be so named merely to 
distinguish it from, e.g., a “second Widget”. Thus, the mere 
usage of the ordinal numbers “?rst” and “second” before the 
term “Widget” does not indicate any other relationship 
betWeen the tWo Widgets, and likeWise does not indicate any 
other characteristics of either or both Widgets. For example, 
the mere usage of the ordinal numbers “?rst” and “second” 
before the term “Widget” (1) does not indicate that either 
Widget comes before or after any other in order or location; 
(2) does not indicate that either Widget occurs or acts before 
or after any other in time; and (3) does not indicate that 
either Widget ranks above or beloW any other, as in impor 
tance or quality. In addition, the mere usage of ordinal 
numbers does not de?ne a numerical limit to the features 
identi?ed With the ordinal numbers. For example, the mere 
usage of the ordinal numbers “?rst” and “second” before the 
term “Widget” does not indicate that there must be no more 
than tWo Widgets. 

[0576] When a single device or article is described herein, 
more than one device/ article (Whether or not they cooperate) 
may alternatively be used in place of the single device/ 
article that is described. Accordingly, the functionality that 
is described as being possessed by a device may altema 
tively be possessed by more than one device/ article (Whether 
or not they cooperate). 

[0577] Similarly, Where more than one device or article is 
described herein (Whether or not they cooperate), a single 
device/article may alternatively be used in place of the more 
than one device or article that is described. For example, a 
plurality of computer-based devices may be substituted With 
a single computer-based device. Accordingly, the various 
functionality that is described as being possessed by more 
than one device or article may alternatively be possessed by 
a single device/article. 

[0578] The functionality and/or the features of a single 
device that is described may be alternatively embodied by 
one or more other devices Which are described but are not 

explicitly described as having such functionality/features. 
Thus, other embodiments need not include the described 
device itself, but rather can include the one or more other 
devices Which Would, in those other embodiments, have 
such functional ity/ features . 






