
US 2007020295 1A1 

(12) Patent Application Publication (10) Pub. No.: US 2007/0202951 A1 
(19) United States 

Bogosian et al. (43) Pub. Date: Aug. 30, 2007 

(54) ASSET MANIPULATION OF COMPUTER 
GAMES USING A NETWORK 

(75) Inventors: Matthew T. Bogosian, Orinda, CA 
(US); Chih-Yu Chow, Palo Alto, CA 
(US); Christopher J. Bogosian, San 
Jose, CA (US) 

Correspondence Address: 
SoCAL IP LAW GROUP LLP 
310 N. WESTLAKE BLVD. STE 120 
WESTLAKE VILLAGE, CA 91362 (US) 

(73) Assignee: Arena Unlimited, Inc., Orinda, CA 

(21) Appl. No.: 10/715,350 

(22) Filed: Nov. 14, 2003 

3 
/ 1 

Related US. Application Data 

Provisional application No. 60/426,006, ?led on Nov. 
14, 2002. Provisional application No. 60/471,756, 
?led on May 20, 2003. Provisional application No. 
60/479,812, ?led on Jun. 18, 2003. 

(60) 

Publication Classi?cation 

(51) Int. Cl. 
A63F 9/24 (2006.01) 

(52) U.S. c1. ............................... .. 463/42; 463/29; 463/25 

(57) ABSTRACT 

Computer game asset (e.g., items and dynamic content) 
manipulation over a network is provided. Information about 
game items can be stored on a separate server and users can 
be alloWed to execute transactions on the items outside the 
game environment. Transactions relating to dynamic content 
can also be performed. Item and dynamic content changes 
can be updated dynamically as games execute. 
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ASSET MANIPULATION OF COMPUTER GAMES 
USING A NETWORK 

[0001] The present application claims priority to US. 
Provisional Application No. 60/426,006, ?led Nov. 14, 
2002, US. Provisional Application No. 60/471,756, ?led 
May 20, 2003, and US. Provisional Application No. 60/ 479, 
812, ?led Jun. 18, 2003, all of Which is hereby incorporated 
by reference. 

BACKGROUND OF THE INVENTION 

[0002] The present invention relates to the advancement 
and enhancement of digital gaming and novel applications 
of digital information over netWorks and methods for imple 
menting and using such invention. More speci?cally, the 
invention relates to Ways of manipulating assets (e.g., items 
and dynamic content) in computer games using a netWork. 

[0003] The netWork ready gaming console and high per 
formance Wireless device markets, including personal digital 
assistants (PDAs) and handheld computers, are relatively 
nascent. Personal computers have had online gaming capa 
bilities for some time, but, the communities and technolo 
gies available to and being developed for personal comput 
ers are not cohesive or universal. 

[0004] Currently, online gaming communities are very 
limited. There are effectively four types of online gaming 
communities: 1) Those supported by the producers of the 
games themselves; 2) Simple, uncopyrighted gaming Web 
sites (these sites typically olfer the ability to play commonly 
knoWn and unoWned games, such as poker, chess, pool, and 
the like, via Web applications (e. g., Java embedded in a Web 
page)); 3) Fantasy sports sites (in these sites one’s gaming 
performance is based on the performance of actual (i.e., real 
life) players and teams); 4) Online casinos (gambling sites 
for monetary return). 

[0005] In many computer games, users have the ability to 
acquire (e.g., a pistol) and create (e.g., crafting a sWord) 
items in the game. Some games have mechanisms for users 
to trade or sell these items. HoWever, these mechanisms 
Within the game can be less than satisfactory. For example, 
an exchange of the item generally requires that the tWo users 
be logged into the game in order to execute the transfer of 
an item. 

[0006] Other limitations of current games are that they do 
not support the transfer of items outside of and betWeen 
different games. The acquiring and creation of items is 
typically limited to Within the game itself. 

[0007] Many games alloW for advertising Within in the 
game. Typically, the game developer programs the game to 
display the desired content to the user. The current mecha 
nisms have met With limited success as, in order to change 
the content being displayed in a speci?c location, modi? 
cations to the game may be required. Additionally, many 
games have content that potentially could be dynamically 
controlled by a user. Unfortunately, there are no currently 
available mechanisms for alloWing users and producers to 
easily create, sell, lease or otherWise manage dynamic 
content (e. g., advertising space) Within a game. Accordingly, 
it Would be desirable to have innovative mechanisms that 
alloW users to manipulate computer game items outside of 
and betWeen games over a netWork. Additionally, it Would 
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be bene?cial to have mechanisms that alloW users and 
producers to create and manage dynamic content Within a 
game. 

SUMMARY OF THE INVENTION 

[0008] The present invention provides innovative mecha 
nisms for manipulating assets in computer games over a 
netWork. In general, information about assets in one or more 
games is stored outside the game environment. The infor 
mation can include attributes of the asset, oWnership, con 
ditions for a change in oWnership, permissions, and the like. 
During execution, the game (or games) can access the 
information about the assets that is stored outside the game 
environment. 

[0009] By storing information about the assets outside the 
game environment, users can more ef?ciently and ?exibly 
trade, sell, loan, lease, etc. the assets. Additionally, assets are 
not limited to a single game and inter-game transactions can 
be realiZed. Some speci?c embodiments of the invention are 
described beloW. 

[0010] In one embodiment, the invention provides a 
method for storing information about assets outside a game 
environment. An application programming interface (API) is 
provided that alloWs information about assets to be stored 
outside the game environment. A game is provided that calls 
the API in order to store information about the assets. During 
execution of the game, information is stored about the assets 
outside the game environment. Typically, the assets are 
items or dynamic content. 

[0011] In another embodiment, the invention provides a 
method for changing oWnership of an asset outside a game 
environment. An offer from a ?rst user is displayed for 
changing oWnership of an item. An acceptance of one or 
more conditions speci?ed in the offer is received from a 
second user. Upon acceptance of the one or more conditions, 
the oWnership of the item is changed to the second user 
outside the game environment. 

[0012] In another embodiment, the invention provides a 
method of lending or borroWing items Without changing 
oWnership. An offer from a ?rst user to loan or borroW an 
item Without changing oWnership is displayed. An accep 
tance of one or more conditions speci?ed in the offer is 
received from a second user. Upon acceptance of the one or 
more conditions, alloWing the use of the item by a borroWer, 
Where the borroWer is the ?rst user if the offer Was to borroW 
or the second user if the offer Was to lend. The offer can also 
be a lease With a periodic payment amount as a condition. 

[0013] In another embodiment, the invention provides a 
method of dynamically changing content in a game over a 
netWork. Content to be presented in the game that can be 
changed over a netWork is de?ned, Where the content is 
stored in data structures maintained by a server that is not 
executing a game that presents the content. The content to be 
presented in the game is transmitted over a netWork to the 
game. The game presents the content so that the content is 
dynamically changed 
[0014] In another embodiment, the invention provides a 
method of alloWing access to dynamic content in a computer 
game. An offer from a ?rst user is displayed for use of the 
dynamic content. An acceptance of one or more conditions 
in the offer is received from a second user. Upon acceptance 
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of the one or more conditions, the second user obtains use 
of the dynamic content. Use of the dynamic content can 
include the ability to de?ne and change the dynamic content. 
Dynamic content can be an image, a sound, an item, or any 
combination of these, including advertising. 

[0015] With embodiments of the invention, transactions 
regarding assets (and any change in the data structures 
associated with the assets) can occur outside the game 
environment (e. g., separately from the game that utiliZes the 
assets). This means that the game does not need to be 
executing (nor does the user have to be logged in depending 
on the game) for the transaction to occur. In some embodi 
ments information about assets are stored on an asset server 

that is separate from the game server. In other embodiments, 
the game server can implement this functionality while it is 
still outside the game environment. 

[0016] Aspects of the invention provide for the integration 
of digital information with a platform that utiliZes and builds 
upon that information to create a digital virtual world that 
seamlessly interfaces with the real world. This platform can 
be used by a variety of users to extend their capabilities past 
that of the real world and into the virtual world while the 
repercussions of those actions within the virtual world 
extend into the real world and real life of any such user. 

[0017] Other features and advantages of the invention will 
become readily apparent upon review of the following 
description in association with the accompanying drawings. 

BRIEF DESCRIPTION OF THE DRAWINGS 

[0018] FIG. 1 shows a blocked diagram of an embodiment 
within a central server gaming system. 

[0019] FIG. 2 shows a blocked diagram of an embodiment 
in a peer-to-peer gaming system. 

[0020] FIG. 3 shows a block diagram of one embodiment 
of the invention. 

[0021] FIG. 4 illustrates components that may be present 
in devices and computer systems that implement the inven 
tion. 

[0022] FIG. 5 shows a ?owchart of a process of changing 
the ownership of an item outside the game environment. 

[0023] FIG. 6 shows a ?owchart of another process of 
changing ownership of an item. 

[0024] FIGS. 7A-7D illustrates data structures that can be 
utiliZed to facilitate the transaction shown in FIG. 6. 

[0025] FIG. 8 shows a ?owchart of a process of obtaining 
the use of dynamic content in a game. 

[0026] FIG. 9 shows a ?owchart ofa process of selling the 
use of dynamic content. 

[0027] FIG. 10 shows a ?owchart of a process granting 
exclusive access to an asset during game play. 

[0028] FIGS. 11A and 11B show ?owcharts that can be 
utiliZed for a multi-person transaction. 

[0029] FIG. 12 shows a block diagram illustrating a sys 
tem where a content producer generates assets outside the 
game environment. 
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DETAILED DESCRIPTION OF PREFERRED 
EMBODIMENTS 

[0030] In the description that follows, the present inven 
tion will be described in reference to embodiments that 
allow for asset manipulation in computer games over a 
network. More speci?cally, the embodiments will be 
described in reference to preferred embodiments. However, 
embodiments of the invention are not limited to any par 
ticular con?guration, architecture, or speci?c implementa 
tion. Therefore, the description of the embodiments that 
follows is for purposes of illustration and not limitation. 

[0031] FIG. 1 shows a block diagram of an embodiment of 
the invention in a central server gaming system. Client 1 
interacts through network 3 with a game server 5. The client 
can be gamers or games. Network 3, like all network 
representations shown herein, can be any network media 
that allows network devices to communicate. 

[0032] Game server 5 is the computer system that is 
responsible for operation of one or more games. Although 
shown as a single server, the game server can utiliZe multiple 
computer systems. 

[0033] Game server 5 communicates through network 7 
with an asset server that can implement embodiments of the 
invention. Asset server 9 can store items for game server 5, 
facilitate the use of dynamic content within a game, allow 
multi-person transactions, allow content producers to gen 
erate items, and other features, as will be described in more 
detail below. Typically, the asset server is not executing a 
game, but communicates with games, gamers, advertisers, 
content producers, and the like. 

[0034] Asset server 9 communicates through network 11 
to clients 13. Clients 13 can be content producers, advertis 
ers, gamers and the like. 

[0035] The central gaming system shown in FIG. 1 is 
illustrative of games where a central server is executing one 
or more games. For example, the games can be interacting 
sports games, online fantasy games, casino games, and the 
like. The games run on game server 5 can be transient, 
meaning that the game has a de?nite start and ?nish or 
persistent meaning that the game is always running (unless 
down for updates or maintenance). 

[0036] FIG. 2 shows a block diagram of a peer-to-peer 
gaming system. Clients 51 interact through network 53 with 
each other and with an asset server 55. Clients 51 can be 
garners or games. Typically, there is at least one game and 
at least one gamer. However, a single client system can 
execute a game, run the environment for a gamer and/or any 
combination of one or more of each. 

[0037] Asset server 55 can perform the similar features 
provided by asset server 9 of FIG. 1, just in a peer-to-peer 
gaming network. Asset server 55 communicates through 
network 57 to client 59. Clients 59 can be content producers, 
advertisers, and the like. 

[0038] The peer-to-peer gaming system shown in FIG. 2 
differs from FIG. 1 in that one or the clients hosts the game 
or games. Typically, the games in a peer-to-peer gaming 
system are transient, but the games could be of persistent 
nature if so designed. 

[0039] Now that representative systems have been 
described, it may be bene?cial to describe further details on 
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the asset server in some embodiments. FIG. 3 shows a block 
diagram of the asset server. Asset server 101 interacts With 
clients or servers 103. Clients or servers 103 represent What 

can be gamers, games, game servers, game developers, 
content producers, publishers, marketing agencies, advertis 
ers, and the like. 

[0040] Asset server 101 includes a user interface 105, 
Which in some embodiments is accessed through a Web 
broWser or the game itself. User interface 105 can be utiliZed 
by gamers, content producers, advertisers, and the like. 
HoWever, for the garner, the user interface creates a com 
munity for multiple games. 

[0041] The most commonly available user interface is a 
World Wide Web site. This alloWs people to access the 
community site using their personal computers and Internet 
Web broWsers (e.g., Netscape, MoZilla, AOL, Internet 
Explorer, etc.). Other user interfaces can be provided by the 
asset server Which can be embedded directly in the games 
themselves. Using these user interfaces, people can access 
the community site and its functionality from Within a game 
itself. 

[0042] The community site is Where the gamer’s identity 
exists. All data about the gamer can be kept and maintained 
on the community site (e.g., What games have been played, 
hoW many have been Won, credit balance, hoW much has 
been spent and on What, sponsor information, the terms of 
any formal relationships With sponsors or other gamers, and 
billing information). The community site has a user interface 
by Which its users can affect data and relationships of the 
community. This user interface can be accessible via several 
means (e.g., WAP, WWW, etc.) and provides the means by 
Which a user can take certain actions (e.g., change billing 
information, enroll in a tournament, purchase credits, de?ne 
the terms of sponsorship and sponsor another gamer, track 
high scores of other users, challenge another user to play, 
redeem credits for priZes, develop characters, buy and sell 
virtual goods in the virtual marketplace, Watch a tournament 
in progress, etc.). 

[0043] These actions affect the community and de?ne the 
context under Which the games are played. The community 
is persistent. This means that characters (i.e., gamers’ alter 
egos) are not ?eeting, but rather they are permanent entities 
in the virtual World (just as are their real World counterparts). 
Because they persist, history may be established. Gamers 
may rise to and fall from glory, gain and lose sponsorships, 
just like sports ?gures of the real World. The community site 
is What maintains this World and records its history. 

[0044] The underlying concept of the community aspect of 
the invention is to provide for the ability for the concept of 
a character and his/her game-Worldly possessions to exist 
outside of and beyond the game. In fact, it alloWs those 
possessions to operate seamlessly in multiple game envi 
ronments (e.g., a character Who has a car in one game might 
also be able to use it in another game) should the content 
producers alloW it. Such other features and functionality 
include but are not limited to virtual currency, virtual assets, 
a virtual marketplace, real World partnerships, real World 
payoffs, real World advertising, real World visibility, content 
on demand, and virtual World data management and storage. 

[0045] Returning to FIG. 3, asset server 101 also includes 
a database 107 that can utiliZed to store information about 
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items and/or dynamic content outside the game environ 
ment. Further details of exemplary embodiments of the 
database Will be described beloW in reference to FIGS. 
7A-7D. 

[0046] Additionally, asset server 101 is shoWn to include 
marketplace 109. Marketplace 109 facilitates transactions 
regarding items in one or more games. Dynamic content 
manager 111 is also shoWn in asset server 101 and can be 
utiliZed to manage dynamic content such as advertising 
space that is utiliZed during game play. 

[0047] The clients, servers and asset servers can be any 
form of computing device ranging from handheld devices to 
main frames. Typically, the servers posses more processing 
poWer than the clients but all may share common compo 
nents. 

[0048] FIG. 4 shoWs a block diagram of components that 
can be present in clients, server and client/server systems. A 
central processing unit (CPU) bus 151 alloWs the various 
components of the computing device to communicate. A 
CPU 153 executes instructions or computer code Which can 
be stored in a memory subsystem 155. Memory subsystem 
155 represents What is typically volatile memory. 

[0049] A display subsystem 157 is responsible for display 
ing information, images or text to users. A sound subsystem 
159 is responsible for generating sound and may include one 
or more speakers. A netWork subsystem 161 alloWs that 
computing device or computer system to communicate over 
a netWork. 

[0050] A storage subsystem 163 is responsible for non 
volatile storage of computer code and data. Representative 
storage media include a hard drive 165, a ?oppy drive 167, 
a CD-ROM or DVD-ROM drive 169, or a solid state storage 
171. 

[0051] Handheld computing devices through more poW 
erful servers typically include many of the components 
shoWn in FIG. 4. HoWever, additional or feWer components 
may exist in any individual device. Nevertheless, FIG. 4 is 
fairly representative. 

[0052] In one aspect of the invention, an application 
programming interface (API) is provided that can be called 
by games that are executing or running. The API can provide 
many services including alloWing information about assets 
to be stored outside the game environment. A game is 
provided (or generated) that calls the API in order to store 
information about the assets. During execution of the game, 
information is stored about the assets outside the game 
environment. As described above, an asset server can store 
this information in a database that is stored separate from the 
game server. 

[0053] By exposing an API by Which game designers can 
include the features of a virtual gaming community, any 
game can become part of this multi-game community by 
utiliZing the API. If the community site is analogous to the 
televised events and neWspapers through Which We folloW 
our favorite heroes, then the game itself is the track or 
stadium or ?eld in Which they compete. The API alloWs the 
tWo to be linked and the games enable the contest. The game 
developer uses the API to connect the single game session 
With the community, giving the single session meaning 
Within a larger context. 
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[0054] The API can include secure methods for the 
authentication and authorization of gamers and can expose 
other behaviors of the community site (e.g., record and 
publish game results). Any game developer can have a 
community game by using the API. 

[0055] The API can be accessible via the Internet and can 
be made available using modern remote procedure call 
protocols (e.g., SOAP, XML-RPC, CORBA, etc.). Support 
for additional protocols can be added according to developer 
demand. The system is ?exible enough to alloW game 
developers to easily register neW games and game item types 
on the system Without requiring that the system be reimple 
mented for each neW game. 

[0056] In some embodiments, a data model and set of tools 
is developed by Which game developers can easily add neW 
games and de?ne neW game item types to the system. Game 
item types can be designed With an arbitrary number of 
game-speci?c properties. The community site is unaWare of 
the signi?cance of these properties. For example, When 
designing a car type, a game developer may decide that an 
attribute of the car may be “Weight in kilograms.” The 
developer is free to de?ne the attribute, and to Which game 
item type it belongs. This attribute is sent to the game When 
requested, Where it has its signi?cance. 

[0057] Moving from a description of representative hard 
Ware and interfaces, FIG. 5 shoWs a ?owchart of a process 
of changing oWnership of an item. As With all ?oWcharts 
shoWn herein, steps can be added, deleted, combined, and 
reordered Without departing from the spirit and scope of the 
invention. 

[0058] At a step 201, an offer from a ?rst user is displayed 
for changing oWnership of an item. In one embodiment, the 
offer can be searched for in a marketplace and then the terms 
of the offer for the item are displayed. The marketplace can 
provide users With many advantageous search tools in order 
to locate items of interest. 

[0059] The offer that is displayed Will include one or more 
conditions that must be satis?ed in order to change oWner 
ship of the item. The conditions can vary on the type of 
transaction that the offer represents. The folloWing Will 
describe various transactions and illustrate representative 
conditions to Which they can be associated. 

[0060] The offer can specify the sale of an item. This 
transaction can be a fairly simple transaction Where the 
condition of the sale is a price in a speci?ed amount of 
currency. 

[0061] The offer can specify a trade, Where a condition to 
be met is an item that is to be traded. Not all trades are of 
even-valued items, therefore other conditions can specify 
additional items for trade and/ or currency as further condi 
tions of the trade. 

[0062] The offer can specify an auction for the item, as an 
auction the condition may specify the date of the auction 
With an underlying condition that the Winner be the highest 
bid. Additionally, other conditions can be a minimum bid (or 
reserve) for the auction, a favorable rating for the person 
Winning the auction, and the like. 

[0063] The offer may represent a loan of the item. A 
condition of the loan may be the duration of the loan, Which 
may be speci?ed as a unit of time or any other type of 

Aug. 30, 2007 

measurement. At the end of the duration of the loan, oWn 
ership can automatically revert to the original oWner. The 
oWner can also specify one or more limitations on the 

borroWer to effect the item. Similarly, the offer may repre 
sent an offer to borroW an item. 

[0064] Other types of offers can include leases and leases 
to oWn, Where conditions specify lease duration, periodic 
payment amount, and potentially conditions that affect a 
permanent transfer of oWnership. As can be seen, the type of 
transaction and the accompanying conditions vary greatly 
depending upon the arrangement the oWner of the item 
Wishes to create. 

[0065] Returning back to FIG. 5, an acceptance of the one 
or more conditions in the offer is received from a second 
user at a step 203. The one or more conditions that are 

accepted Will depend on the speci?c olfer. 

[0066] Upon acceptance of the one or more conditions, the 
oWnership of the item changes to the second user outside the 
game environment at a step 205. In this manner, the offer 
represents a true o?‘er since it can be accepted and the 
transaction executes immediately. 

[0067] Although many games alloW users limited capa 
bility to execute transactions to change the oWnership of 
items, they typically require that each user be currently 
playing the game and possibly meet at an agreed upon 
location. Information about items, including oWnership, can 
be stored outside the game environment on an asset server. 
This provides numerous advantages including that in Which 
users do not have to be in the game environment in order to 
execute transactions regarding items usable Within the game. 
Additionally, this alloWs items to be moved betWeen games. 
For example, an item can have certain characteristics in one 
game and similar (or different) characteristics in another 
game. Embodiments of the invention alloW items to move 
thorough transactions betWeen different games. 

[0068] FIG. 6 shoWs a ?owchart of a process of executing 
a transaction for an item. At a step 251, user 1 acquires item 
A. Item A can be acquired any number of Ways including 
being found, bought, manufactured, and the like. As Will be 
described beloW, information about the items can be stored 
in tables on the asset server. 

[0069] At a step 253, user 1 de?nes terms A of a transac 
tion for item A. Thus, the transaction terms or conditions 
specify under What circumstances oWnership of the item Will 
be changed. For example, in a very simple case, the condi 
tion could be the amount of currency that Would be required 
to buy the item. 

[0070] FIG. 7A illustrates exemplary data structures that 
can be utiliZed to store information about items on the asset 
server. Asset server 301 stores information about items in 
one or more tables such as an items table 303. Items table 
303 as shoWn indicates that item A is oWned by user 1. The 
tables can include different and additional ?elds so the tables 
that are shoWn herein are for illustrative purposes. 

[0071] Asset server 301 receives a message 305 that 
specify the terms of the transaction for item A. Asset server 
301 processes the message and adds the terms or conditions 
for the transaction to a terms table 307 as shoWn in FIG. 7B. 

[0072] Returning noW to FIG. 6, user 2 discovers items A 
With terms A. User 2 can discover this many Ways but 
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typically will be done using search functions through a 
marketplace. If user 2 ?nds the terms acceptable, user 2 
agrees to terms A at a step 257. Once the terms are accepted, 
the transaction executes at a step 259. Typically, the asset 
server also veri?es the conditions are met before the trans 
action executes. 

[0073] FIGS. 7C and 7D illustrate how acceptance of the 
terms and the transaction executing can change the associ 
ated data structures. As shown in FIG. 7C, asset server 301 
receives a message 309 that indicates that user 2 agreed to 
terms A. 

[0074] Asset server 301 processes message 309 and gen 
erates a transaction table 311. Transaction tables 311 stores 
the users that are involved, the item and references a terms 
table 307 that speci?es the terms of the transactions. These 
data structures can remain as a record of the transaction that 
transpired. 
[0075] Asset server 301 then updates items table 303 to 
indicate that user 2 is now the owner of item A. Noti?cations 
313 are then sent to user 1 and user 2 that the transaction has 
completed. 
[0076] In some transactions, the ownership of the item 
will not change so items table 303 could remain unchanged. 
For example, a loan can be implemented without changing 
ownership of the item. In some embodiments, the items table 
can store not only the ownership, but also possession. 
Additionally, FIGS. 6 and 7A-7D have been described in 
reference to a transaction that changes ownership of an item. 
A similar process can be utiliZed when a user desires to sell 
or lease access to dynamic content in the game. 

[0077] Aspects of the present invention enable sponsor 
ship in the gaming world. With the existence of an economy 
in the virtual world and the assignment of value to assets 
necessary for game play and competitiveness the ability to 
acquire assets is crucial to a gamer’s success. As in real life, 
a gamer may put forth their own capital or attract sponsors 
to supply the capital in exchange for advertising rights 
among other things as determined by the details of any deal 
or contract between the individual and the sponsor. Sponsors 
may also sponsor series and individual events among other 
things for, but not limited to, advertising rights and adver 
tising space as determined by the details of any deal or 
contract between the event or series producer and the 
advertiser or sponsor. 

[0078] Although many games include advertising within 
the game, typically, advertising is hard coded into the 
computer game making dynamic changes to the ad showing 
on the ad space very nearly impossible. Additionally, users 
or gamers can also have their own advertising space. For 
example, in a car racing game, each car could include 
dynamic space such as advertising portions or space on the 
car. 

[0079] With embodiments of the invention, the use of 
space, sound, and items in a game can be more e?iciently 
used as dynamic content and hence become opportunities for 
advertisement and product placement. Space, images, 
sound, items, etc. in the game can be dynamically updated 
without requiring modi?cation of the game and users can 
sell or lease the dynamic content that they own. 

[0080] FIG. 8 shows a ?owchart of a process of selling or 
leasing dynamic content. At a step 351, an offer from a ?rst 
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user for advertising space is displayed. Typically, the offer 
will include one or more conditions that must be met for 
another user to gain access to the dynamic content. 

[0081] An acceptance of the one or more conditions in the 
offer is received from a second user at a step 353. Upon 
acceptance of the one or more conditions the second user is 
allowed to use the dynamic content at a step 355. 

[0082] Information about dynamic content can be stored in 
tables or any another data structure by the asset server. Thus, 
tables similar to FIGS. 7A-7D can be utiliZed in association 
with FIG. 9 that shows a ?owchart of a process of a 
transaction relating to dynamic content. 

[0083] At a step 401, user 1 de?nes dynamic content A. 
User 1 can be the game designer, content producer or gamer. 
In the case of the garner, the gamer may not de?ne the 
dynamic content but instead may acquire it by some other 
mechanism including buying it, creating it, acquiring an 
item that includes dynamic content, and the like. 

[0084] User 1 de?nes term A of the transaction for ad 
space A at a step 403. Accordingly, user 1 speci?es one or 
more terms or conditions that when satis?ed will ful?ll the 
transaction for the ad space A. 

[0085] At a step 405, user 2 discovers space Awith terms 
A. User 2 can discover this information through the use of 
search capabilities in a marketplace. 

[0086] At a step 407, user 2 agrees to terms A. The asset 
server can verify the terms are met and the transaction 
executes at a step 409. The transaction itself can be any kind 
of transaction including lease, sale, lease-to-own, auction, 
trade, loan, and the like. 

[0087] The above has described a transaction relating to 
dynamic content. Embodiments of the invention can also 
provide dynamically changing content in a game over a 
network. Content to be presented in the game that can be 
changed over a network is de?ned, where the content is 
stored in data structures maintained by a server that is not 
executing a game that presents the content. The content to be 
presented in the game is transmitted over a network to the 
game. The game presents the content so that the content is 
dynamically changed. The content can have a speci?c pur 
pose or can be presented in a speci?c space, at a speci?c 
time, or as a result of a speci?c action or event in the game. 

[0088] In dealing with transactions of assets, some 
embodiments of the invention implement an inclusive lock 
on an asset during game play where the asset is subject to a 
transaction. FIG. 10 shows a ?owchart of a process of 
granting exclusive access to an asset during game play. 

[0089] At a step 451, the game requests and exclusive lock 
for an asset from the server. The server is typically the asset 
server, but in other embodiments a different server including 
the game server can be utiliZed for this purpose. 

[0090] It is determined at a step 453 whether the server 
allowed the exclusive lock. The exclusive lock should be 
granted if the asset was not already locked by another entity, 
game, transaction, trade, and the like. 

[0091] If an exclusive lock could not be acquired, the 
game can display an error for the gamer at a step 455. 
Otherwise, it can be determined if the game needs access to 






