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ideas of the players. 
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METHODS AND SYSTEM FOR CREATING 
IN GAME OBJECTS 

PRIORITY CLAIM 

[0001] The following application is a continuation-in-part 
of US. patent application Ser. Nos. 11/428,263, “Video 
Game Environment” ?led Jun. 30, 2006 and Ser. No. 11/620, 
563 “Copyright of Digital Works in a Virtual Environment” 
?led Jan. 5, 2007, each of Which is hereby incorporated by 
reference. 

BACKGROUND 

[0002] Video games Which are accessible to multiple 
players via a server or peer to peer netWork are Well knoWn. 
For example, hundreds of thousands of players access games 
knoWn as massive multi-player online games (MMOGs) and 
massive multi-player online role playing games (MMOR 
PGs). Players of these games customarily access a game 
repeatedly (for durations typically ranging from a feW 
minutes to several days) over a given period of time, Which 
may be days, Weeks, months or even years. The games are 
often constructed such that players pay a periodic subscrip 
tion 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 “Win 
ner” or “Winning goal,” but instead attempt to create an 
enjoyable playing environment and a strong player commu 
nity. 
[0003] It Would be advantageous to provide improved 
methods and apparatus for increasing the enjoyment and/or 
longevity of video games including, but not necessarily 
limited to MMOGs and MMORPGs. 

BRIEF DESCRIPTION OF THE DRAWINGS 

[0004] FIG. 1 is a block diagram depicting a netWork 
according to an embodiment of the present disclosure. 
[0005] FIG. 2 is a block diagram of system 100 according 
to an embodiment of the present disclosure. 
[0006] FIG. 3 is a block diagram ofa system 200 accord 
ing to an embodiment of the invention. 
[0007] FIG. 4 is an embodiment of a method of determin 
ing the requirements for assembling an object. 
[0008] FIG. 5 is a block diagram ofa system 300 accord 
ing to an embodiment of the invention. 
[0009] FIG. 6 is a block diagram ofa system 400 accord 
ing to an embodiment of the invention. 
[0010] FIG. 7 is an embodiment of a method of hiring an 
entity to construct an in game object according to an 
embodiment of the invention. 
[0011] FIG. 8 is a block diagram ofa system 500 accord 
ing to an embodiment of the invention. 

DETAILED DESCRIPTION 

De?nitions: 
[0012] Unless stated to the contrary, for the purposes of 
the present disclosure, the folloWing terms shall include the 
folloWing de?nitions: 
[0013] Credit Cardiincludes a credit instrument issued 
by a real or virtual World institution to a player or player 
character that alloWs the player or player character to make 
purchases by providing an account identi?er (eg a credit 
card number) rather than real or virtual cash or other 
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currency. An example is a credit card like those issued by 
Visa, MasterCard, or American Express. For the purposes of 
the present disclosure, 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, lines of credit and the like. 
[0014] Virtual credit cardiincludes a credit card or other 
?nancial instrument issued or used in a virtual environment 
that acts in the virtual environment for virtual currency 
similar to the Way a real World credit card acts in the real 
World for real currency. Virtual credit card also includes the 
use of a real World credit card for purchases, loans, security, 
identi?cation, collateral, currency conversion and any other 
?nancial transactions Within the virtual World. 
[0015] Real Cash Value includes the value in real dollars 
one or more virtual currencies. This value can be determined 

by any applicable means, including, for example, multiply 
ing the value of a virtual currency amount by the current 
exchange rate to real dollars. Such conversion may include 
a tax, tariff or other conversion fees or penalties. 
[0016] Total virtual obligation amountiincludes the total 
amount of the virtual ?nancial obligation(s) associated With 
a player or player character’s account. Such amounts may be 
comprised of several individual amounts or accounts and 
may have a real currency amount equivalent. 
[0017] Virtual Contractiincludes an agreement, Which 
may be enforceable, betWeen one or more ?rst player or 
player characters and either another one or more players or 
player characters, and/or one or more of a game server, a real 
or virtual ?nancial institution or business, an NPC, or a third 
party. 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. 
[0018] Game environment manager: includes any entity 
that administers a game environment. The game environ 
ment manager may be a character, player, player character, 
group of characters, group of players, one or more NPCs, 
group of NPCs, committee, company, religion, government, 
?nancial institution, outsourcing services company, any 
third party, or any combination thereof. 
[0019] Virtualishall include one or more video game 
environments, video game space (in Whole or in part), 
non-physical item, object, character, or other intangible item 
or space. 

[0020] Virtual Worldiincludes any one or more of any 
space, visual representation, World, environment or soft 
Ware, or tracking or game application created in an online 
game such as World of Warcraft, or a virtual community 
such as Second Life, Eve or Iherecom. Virtual World may 
also include any virtual or intangible area of game play, such 
as an island or continent or globe or universe, or one, tWo, 
three or more dimensional area, or any combination or 

groups or categories or subcategories of the forgoing. Such 
areas may be presented on a screen in one or more dimen 

sions, or as icons, pictures, maps, images, video, and/or may 
include black or dark areas, or areas With color. 

[0021] Virtual Creditoriincludes any one or more real or 

virtual game oWner, ?nancial institution, or a ?rst player or 
player character or other entity or any person or virtual entity 
or third party, Who is oWed a virtual obligation by a second 
player or player character. Virtual Creditor may include a 
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real World ?nancial institution, for example, Wachovia Visa, 
that offers real or virtual credit cards or other ?nancial means 
in a video game or Virtual World. 

[0022] Virtual Credit Scoreiincludes a score given to a 
player and/or player characters in a video game or virtual 
World or by a virtual creditor based on one or more of the 
folloWing criteria including, but not limited to: part or all of 
the virtual assets they possess, the age of the character 
account, the type of account, e.g. basic or premium, the 
available credit line of the real or virtual credit card asso 
ciated With the account, the existing real or virtual ?nancial 
obligations of the player character account, the player or 
player character’s payment history including days to pay, 
amounts overdue or delinquent, and/ or the player character’ s 
real World credit score, and/or the factors used in the real 
World to determine a credit score, and/or any other attribute 
or ?nancial or other information associated With the player 
or player character. 
[0023] Virtual Financial Accountiincludes a virtual 
account issued to a player character by a real or virtual bank, 
real or virtual creditor, game server, game oWner, in game 
lending institution or third party Where real or virtual cash 
can be exchanged, bought, sold, deposited and/or With 
draWn. 
[0024] Virtual Financial Obligationiincludes an agree 
ment made and/ or entered into and/ or purchase made by one 
or more of any real or virtual: player or player character or 
entity to pay or otherWise deliver or provide one or more 
game attributes or items to another player or player charac 
ter, entity, exchange, business or game server or other third 
party. This obligation can be a one time payment, or multiple 
payments over time. The obligation can specify that pay 
ments are due on virtual or real dates. Such obligation may 
also include additional legal terms and conditions, including, 
but not limited to: payment terms, due dates, ?nance 
charges, interest payments, late payments or other fees, 
tariffs and charges, early payment or other penalties, 
exchange rate fees and may require a real or virtual credit 
card to serve as part or complete security, e.g., collateral, on 
such obligation. 
[0025] Virtual Financial lntermediaryiFinancial inter 
mediaries include, for example, real or virtual: ?nancial 
institutions including depository institutions, creditors, con 
tractual savings institutions, and investment intermediaries 
Which may offer ?nancial products and services for use 
Within the virtual environment. The various virtual ?nancial 
intermediaries available in the virtual environment may each 
serve different or overlapping purposes and provide means 
for using, saving, borroWing and transferring currency. In 
certain cases, real World ?nancial intermediaries offer such 
services outside the virtual environment and may permit real 
or virtual cash or other items of value to be transferred or 
exchanged With or Within the virtual environment. 

[0026] Virtual Financial Obligation Valueiincludes the 
in game value of the obligation. For virtual cash the value 
may be stated as a virtual and/or real cash amount, Which 
may be in one or more real or virtual currency types, e.g., US 
Dollars and Linden Dollars. For other game attributes, the 
value can be determined, for example, by generating a 
virtual cash market value for the item based on the current 
value in an online marketplace or exchange. The value of the 
obligation may be ?xed or variable and may also be set as 
a condition of the player contract and/or by the game server 
or other entity. Such obligation may also include additional 
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legal terms and conditions, including, but not limited to: 
payment terms, due dates, ?nance charges, interest pay 
ments, late payments or other fees, tariffs and charges, early 
payment or other penalties, exchange rate fees and may 
require a real or virtual credit card to serve as part or 
complete security, e.g., collateral, on such obligation. 
[0027] Billing lnformationishall include any informa 
tion pertaining to billing a player or player character and/or 
any other party for playing a game, accessing a game, 
providing or offering for sale or purchasing goods or ser 
vices, or any other reasons. Billing information may include, 
but is not limited to, such real World or virtual information 
as a home or billing address, social security number, credit 
card account number, bank account number, pay pal account 
number or other payment facilitator, or the account number 
of any other ?nancial entity providing a real World credit line 
or any other payment-related information. 
[0028] Virtual Blueprintsiincludes virtual designs or 
instructions to enable creation of a design for one or more 
virtual items that may include information such as dimen 
sions, materials, skills, method of construction, legal oWn 
ership rights, licenses or permissions, or required licenses or 
permits, and/or other virtual items or attributes that are 
required to assemble or use a virtual item speci?ed by the 
blueprint. Virtual Blueprints may de?ne virtual objects, 
and/or business methods, business processes, softWare, 
games, and/or de?nitions to create any or all of the forego 
ing. 
[0029] Character or “player character”iincludes a per 
sona created and controlled by a player in a video game. 
Character or player character may also include an account 
associated With a player that identi?es a persona or avatar 
oWned, created or controlled by a player in a video game or 
other virtual environment or virtual World. Such account 
may include billing information, or other information about 
the player or the player character, such as current status, 
items oWned or controlled, skill levels or other attributes. 
[0030] Avatariincludes the virtual or visual representa 
tion of a player character. An avatar may be an icon, picture, 
image, token, video, or other representation of a player 
character. 
[0031] Character Accountiincludes an account or 
records that stores or tracks information regarding player 
characters, including, but not limited to any one or more, or 
any combination of any real or virtual: character attributes, 
billing information, character skills, ?nancial obligations, 
and/or any other information associated With the player 
character or the virtual environment or virtual World. 
[0032] Character Attributeiincludes any quality, trait, 
feature or characteristic a particular Character can have that 
is stored in the corresponding Character Account. Character 
Attributes may include, but are not be limited to: 

[0033] l. A character score 
[0034] 2. A virtual object 
[0035] 3. The physical appearance of a character 
[0036] 4. An emblem or mark 
[0037] 5. A synthetic or recorded voice 
[0038] 6. Virtual currency 
[0039] 7. Virtual help points or credits 
[0040] 8. The ability to join groups of other players at 

a later time 

[0041] 9. A score for subsequent matching of later game 
parameters 

[0042] 10. A relationship With another character 
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[0043] 11. A genetic pro?le or makeup 
[0044] 12. A skill or skill level 
[0045] 13. A ranking 
[0046] 14. A video 
[0047] 15. Experience information 

[0048] Character Lifeiincludes a ?xed or variable, ?nite 
or in?nite period of virtual or real World time that a player 
character can exist in a game environment or a virtual World 
or an era or other period of time. 

[0049] Character Skillsiincludes game attributes inher 
ent in or otherWise bought, sold, exchanged, used, acquired 
or developed by a player or player character before or 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, 
organiZe players, create, buy, sell, exchange or steal 
attributes or other items, establish or purchase or exchange 
businesses, communicate, and/or enchant other player char 
acters and/or any other information that describes, tracks, 
controls, limits, permits, records, or is related to an ability of 
one or more players or player characters or NPCs or third 
parties. 
[0050] Computer Generated (CGC) or Non-Player (NPC) 
Characteriany character that is controlled by the game 
system and/or a computer program and/or rules established 
by the game system or third party, and/or a player and not 
by a player on a continuous basis. Such NPC (or NPCs in the 
plural) may be controlled partially or fully by a human or in 
an automated fashion. 

[0051] Game performance parameteriincludes any 
aspect of a Video Game by Which a player character’s 
performance, actions, tendencies or preferences, can be 
measured. Game Parameters shall include, but not be limited 
to: 

[0052] 1. Completing or failing to complete all or part 
of a mission 

[0053] 2. Playing or not playing for a certain period of 
time 

[0054] 3. Winning or losing a match against another 
player or player character or computer generated char 
acter or NPC 

[0055] 4. Reaching or failure to reach a certain level or 
score or Within a certain time 

[0056] 5. using or obtaining or failure to use or obtain, 
or exemplary or improper use of an ability or technol 
Ogy 

[0057] 6. kill/death ratios 
[0058] 7. obtaining, creating or modifying an object, or 

failing to do so 
[0059] 8. solving or failing to solve a puZZle, or failing 

to do so Within a proscribed period 
[0060] 9. accuracy With Weapons 
[0061] 10. effective or ineffective use of a Weapon or the 

proper Weapon 
[0062] 11. killing or failure to kill a certain character/ 

creature 

[0063] 12. getting through or failing to get through to a 
certain geographic area 

[0064] 13. decreasing or increasing Karma Points 
[0065] 14. getting, buying, exchanging or learning a 
neW skill or player attribute 

[0066] 15. having or losing a child 
[0067] 16. getting or failing to get married 
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[0068] 17. failing to or obtaining, buying, trading, pro 
ducing or developing raW materials 

[0069] 18. producing or failing to produce goods or 
services or Within or not Within a proscribed period 

[0070] 19. earning or failing to earn income or a certain 
level of income or Within a required time 

[0071] 20. earning or failing to earn a higher rank in an 
army 

[0072] 21. Winning or losing an election among tWo or 
more players or player characters or NPCs or third 
parties 

[0073] 22. achieving or failing to achieve deity or other 
status and/or Within a required time 

[0074] 23. improving or failing to improve player char 
acter status or caste 

[0075] 24. assisting or failure to assist other player 
characters With any of the above 

[0076] 25. speed of accomplishing/failing or changing 
the rate or trends of any or all of the above. 

[0077] ln-game Marketplaceishall include a virtual envi 
ronment Where Characters can buy, sell, trade, barter, 
encumber, seek, offer, or exchange items, attributes, or any 
other exchangeable game element. 
[0078] Novice Playerishall include a player that is iden 
ti?ed as requiring the help of an expert or other aid or 
assistance (e.g., automated assistance or a tutorial) to com 
plete a Game Parameter. 
[0079] Playerishall include an individual or entity or 
third party Who can register or create an account With a 
Video Game Central Server, or virtual World or virtual 
environment, or video game, or Within a peer-to-peer or 
other netWork and/ or create Characters that can interact With 
other Characters in a Virtual Environment, and/or that can 
authoriZe an NPC to act on the player’s behalf. 
[0080] Player Accountishall include an account on the 
Video Game Central Server or console, or other server or 
Within a peer-to-peer or other netWork that contains a Player 
pro?le, Which pro?le may include personal, billing, and 
character account and/ or attribute information. 
[0081] Player Attributeiincludes any attribute or infor 
mation that can be applied to or used or accessed by a player 
account. Player Attributes shall include, but not be limited to 
real or virtual: 

[0082] 1. Currency. 
[0083] 2. Discount of monthly fees for playing game. 
[0084] 3. Monthly fee for playing a game. 
[0085] 4. Interest rates for use of or borroWing real or 

virtual cash amounts. 
[0086] 5. Global character attribute settings for all char 

acters created by player across multiple games. 
[0087] 6. ReWards for encouraging another player to 

signup to play. 
[0088] 7. Game Performance Parameters 

[0089] Player to Player Contractiincludes a real and/or 
virtual binding contract betWeen player characters or third 
parties or NPCs or other entities that alloWs the players or 
other entities to provide or exchange game attributes or other 
items of value to one another. Once a player-to-player 
contract is established, the game server or peer-to-peer or 
other netWork may automatically distribute acquired game 
attributes betWeen the player characters based on the con 
tract conditions. 
[0090] Video Gameiincludes a game played on a Video 
Game Consul or Server or netWork that may or may not be 
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networked to a Video Game Central Server or within a 
peer-to-peer or other network topology. 
[0091] Video Game Consuliincludes a device compris 
ing a CPU, memory and optional permanent storage residing 
at a player or other location that can allow for the playing of 
video games. Examples include, home PCs, Microsoft 
Xbox, and Sony Playstation. 
[0092] Video Game Central Serverimay include 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 or other video 
games to be played. 
[0093] Virusiincludes any unwanted, undesirable or 
harmful computer program, virus, worm, or Trojan horse or 
other application or service that can copy itself, in whole or 
in part, without permission or knowledge of one or more 
affected parties, e.g., an end user and/ or that can spread itself 
to other computers or applications or data without needing 
to be transferred as part of a host or other server system, or 
not requested, permitted, designed or desired by the owner 
of the affected, i.e., infected, computer, application, or 
database and/or that can cause damage to one or more 

computers, applications or data. 
[0094] “Game Environment”ia particular level or area 
within a virtual world. Each game environment may have its 
own rules, regulation, currency, government, managers, etc. 
Game environments may exist within other game environ 
ments. 

[0095] The term “variation” of an invention means an 
embodiment of the invention, unless expressly speci?ed 
otherwise. 
[0096] 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. 
[0097] The terms “including”, “includes”, “comprising” 
and variations thereof mean “including but not limited to”, 
unless expressly speci?ed otherwise. 
[0098] The term “consisting of” and variations thereof 
mean “including and limited to”, unless expressly speci?ed 
otherwise. 
[0099] The terms “a”, “an” and “the” mean “one or more”, 
unless expressly speci?ed otherwise. 
[0100] The term “plurality” means “two or more”, unless 
expressly speci?ed otherwise. 
[0101] The term “herein” means “in this patent applica 
tion, including anything which may be incorporated by 
reference”, unless expressly speci?ed otherwise. 
[0102] 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. 
[0103] 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”. 
[0104] The term “represent” and like terms are not exclu 
sive, unless expressly speci?ed otherwise. For example, the 
term “represents” does not mean “represents only” unless 
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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”. 
[0105] 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. 

[0106] 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”. 

[0107] 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. It 
does not imply certainty or absolute precision, and does not 
imply that mathematical processing, numerical methods or 
an algorithm process be used. Therefore “determining” can 
include estimating, predicting, guessing and the like. 
[0108] 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), 
and execute those instructions, thereby performing one or 
more processes de?ned by those instructions. 

[0109] 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. 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. 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 embodi 
ments, 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 
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various embodiments. Thus, various combinations of hard 
Ware and software may be used instead of software only. 
[0110] 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. 
[0111] Various forms of computer readable media may be 
involved in carrying data (eg sequences of instructions) to 
a processor. For example, data may be 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. 

[0112] 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. 
[0113] Just as the description of various steps in a process 
does not indicate that all the described steps are required, 
embodiments of an apparatus include a computer/computing 
device operable to perform some (but not necessarily all) of 
the described process. 
[0114] 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. 
[0115] 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 
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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. 
[0116] 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, or 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. 
[0117] 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. 

Description 

[0118] Massive multi player online games (MMOGs) or 
massive multi-player role-playing games (MMORPGs) are 
computer games, Which are capable of supporting hundreds, 
thousands, or millions of players simultaneously. Typically, 
this type of game is played in a giant persistent World Where 
the game continues playing regardless of Whether or not real 
players are logged in. Players commonly access these games 
through a netWork such as the Internet, and may or may not 
be required to purchase additional softWare or hardWare in 
order to play the game. Such netWorks alloW for people all 
over the World to participate and interact With each other in 
a virtual environment. The present disclosure provides sys 
tems and methods Which contribute to the evolution and 
longevity of such a game. 
[0119] The herein described aspects and draWings illus 
trate components contained Within, or connected With other 
components that permit play in the virtual environment. It is 
to be understood that such depicted designs are merely 
exemplary and that many other designs may be implemented 
to achieve the same functionality. Any arrangement of 
components to achieve the same functionality is effectively 
associated such that the desired functionality is achieved. 
FIG. 1 provides an exemplary netWork Which may be used 
to support a virtual environment. 
[0120] Referring to FIG. 1, a netWork 10 according to one 
embodiment includes a central server 20 in communication 
With a plurality of video game playing units 18. Those of 
ordinary skill in the art Will appreciate that any number of 
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video game playing units may be in communication With the 
central server. Typically, the number of video game playing 
units changes at various times as players join games and as 
players stop playing games. Similarly, more than one server 
may operate to coordinate the activities of the video game 
playing units, as is Well knoWn in the art. 

[0121] Central server 20 may comprise any computing 
device (e.g., one or more computers) capable of communi 
cating With other computing devices. The server 20 typically 
comprises a processor Which is in communication With a 
storage device, such as an appropriate combination of RAM, 
ROM, hard disk, and other Well knoWn storage media. 
Central server 20 may comprise one or more personal 

computers, Web servers, dedicated game servers, video 
game consoles, any combination of the foregoing, or the 
like. 

[0122] Each video game device 18 may comprise any 
device capable of communicating With central server 20, 
providing video game information to a player, and transmit 
ting the player’s desired actions to the central server. Each 
video game device typically comprises a processor Which is 
in communication With a storage device, such as an appro 
priate combination of RAM, ROM, hard disk, and other Well 
knoWn storage media. Suitable video game devices include, 
but are not limited to, personal computers, video game 
consoles, mobile phones, and personal data assistants 
(PDAs). 
[0123] Some or all of video game 17 can be stored on 
central server 20. Alternatively, some or all of video game 17 
may be stored on the individual video game devices 18. 
Typically, the video game devices are able to communicate 
With one another. Such communication may or may not be 
facilitated by central server 20. Accordingly, a player 1911 
accessing video game 17 via game device 1811 may be able 
to play With a player 19b accessing video game 17 via game 
device 18b. As shoWn, it may be possible for multiple 
players (eg 19c, 19d) to access central server 20 via the 
same game device (eg 180). 
[0124] Regardless of Whether video game 17 is stored on 
central server 20 or video game devices 18, server 20 is 
typically con?gured to facilitate play of the game betWeen 
multiple game players. 
[0125] Those having skill in the art Will recogniZe that 
there is little distinction betWeen hardWare and softWare 
implementations. The use of hardWare or softWare is gen 
erally a choice of convenience or design based on the 
relative importance of speed, accuracy, ?exibility and pre 
dictability. There are therefore various vehicles by Which 
processes and/or systems described herein can be effected 
(e.g., hardWare, softWare, and/or ?rmware) and that the 
preferred vehicle Will vary With the context in Which the 
technologies are deployed. 
[0126] At least a portion of the devices and/or processes 
described herein can be integrated into a data processing 
system With a reasonable amount of experimentation. Those 
having skill in the art Will recogniZe that a typical data 
processing system generally includes one or more of a 
system unit housing, a video display device, memory, pro 
cessors, operating systems, drivers, graphical user inter 
faces, and application programs, interaction devices such as 
a touch pad or screen, and/or control systems including 
feedback loops and control motors. A typical data processing 
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system may be implemented utiliZing any suitable commer 
cially available components to create the gaming environ 
ment described herein. 

[0127] While virtual environments as previously 
described alloW for interactions betWeen players and the 
environment, the amount and depth of interaction may be 
limited by the parameters of the game. For example, players 
are generally limited to the vision of the game designer in 
that the types of objects found in an environment are 
predetermined or may only be assembled in predetermined 
fashions. There is no room for the imagination or creativity 
of a player. 

[0128] Various embodiments of the present invention 
address this issue by providing means for importing and 
assembling virtual objects and/or creating virtual objects 
Within a virtual environment based on the ideas of the 
players or third parties. Furthermore, virtual objects and 
resources already located Within the virtual environment 
may be improved upon, altered, or developed into addi 
tional, neW or other game attributes depending on aspects of 
game play. They may also be traded or exchanged betWeen 
players, player characters, NPCs, third parties, game envi 
ronments and other games. This expansion of sources for 
virtual objects and the manipulation or use of virtual objects 
Within the game environment expands the development of 
the game and provides increased variability and inputs 
improving the depth and the interactions of the game. Such 
creation, development, manipulation or use of neW or trans 
formed virtual objects or attributes may also have a desirable 
effect upon the amount and type of real or virtual commerce 
engaged in or developed or used by players, player charac 
ters, NPCs, game oWners or other parties, and/or may 
increase or otherWise a?fect real or virtual revenues gener 
ated by the game and/or commerce or exchange betWeen 
players, player characters, NPCs, game oWners, lending or 
other institutions, games or game environments, and/or any 
third parties or any combination of these entities. 

[0129] Design concepts for virtual objects to be patented, 
copyrighted, bought, sold, traded, exchanged, imported, 
designed, developed, created or modi?ed Within a virtual 
environment may be based, in Whole or in part, on real 
objects or may be imaginary or may be based, in Whole or 
in part on existing designs, blueprints, patents and/or copy 
rights. Representations of such objects to be imported into a 
game environment may be rendered digitally or Written as 
softWare or parts of softWare applications and/or described 
via one or more equation, formulas or algorithms. In one 
embodiment, a design concept may be based in Whole or in 
part on a digital image. In another embodiment, a design 
concept may be draWn or otherWise rendered by a player or 
character. In a further embodiment, a design concept may be 
created in computer readable code. In yet another embodi 
ment, a design concept may be expressed in mathematical 
equations, formulas or algorithms. In some embodiments, a 
design concept may be a combination of some or all of these 
things. 
[0130] Characters and players may come up With sources 
for a design or the entire design independently, or may 
access a database of digital images Which can be searched 
and/or broWsed. In addition, or in the alternate, players or 
characters may receive designs, in Whole or in part, for 
example, from other players, the game itself, other third 
parties, or via internal or external exchanges. The player 
and/or character may select virtual objects to make or have 



US 2008/0004093 A1 

made based on objects in the database or supplied by others, 
may make or have made modi?ed objects based on objects 
selected from the database or as supplied by others, may use 
the database as a source of inspiration, may use the database 
to add design elements to be incorporated into an object 
based on the player or character’s speci?cations, or any 
combination thereof. In some embodiments such modi?ca 
tions may be of the appearance or functional purpose of an 
object. In other embodiments, such modi?cations may effect 
the construction or durability or other attribute of an object. 
For example, players and characters may modify the object 
to be made of speci?c materials, a particular siZe, Weight, 
shape, color, dimension, strength, or any other physical 
attribute or performance characteristics they may choose. 

[0131] Virtual objects created or otherWise acquired by 
players or characters may have properties or attributes 
beyond the general function of the virtual object. In one 
embodiment, the attributes of the design concept may be set 
by the player. In another embodiment, the attributes may be 
determined based upon the interaction among tWo or more 
component parts or construction materials. Such interactions 
may be complementary or contradictory and/ or they may be 
additive or subtractive in nature or effect. In another embodi 
ment, the attributes may be determined based on the type of 
virtual object. For example, a player may select healing 
properties or increased velocity to be part of a virtual object 
so that When the virtual object is used these properties may 
be accessed by the user. Other virtual objects may alWays 
have certain properties, for example sWords made of a 
particular type of metal may be able to pierce particular 
types of armor. Properties or attributes imbued to virtual 
objects may include things such as, but are not limited to, 
shelf or useful life, strength, hit poWer or points, defends 
against, penetrates armor types, extends life by x days, 
Weeks, months, years, reduces life by X, appreciation or 
depreciation rate, enhance experience accumulation, invis 
ibility, reload rate, lifespan, dominate class, recovery class, 
improves recovery rate, improves armor, protects against 
speci?c Weapons, healing or any other type of attribute 
commonly found in virtual objects in virtual environments. 
In other embodiments, virtual objects may assume or confer 
attributes on other virtual objects, for example a special 
lubricant may make the virtual cars on Which it is applied 
run more e?iciently. 

[0132] Design concepts for virtual objects to be created in 
the virtual World may be imported by any means applicable. 
For example, they may be digital images such as photo 
graphs; draWings made using a computer program including, 
but not limited to, Adobe® Photoshop®, AutoCAD®, 3ds 
Max®, Maya®, Visio®, Corel® PainterTM, ArtRage, 
Microsoft® Expression®, SketchBook® Pro, Deleter CGil 
lust, Project DogWaf?e, Pixarra TWisted Brush, Graphics 
Magick, Inkscape, Adobe® Illustrator®, or any other draW 
ing or rendering program; scanned in images, including but 
not limited to 2D and 3D scanning, such as laser holography; 
computer readable code; programs; subroutines; softWare, 
mathematical formula or algorithm or any other format 
Which Would alloW a computer to display an image. 

[0133] Digital images to be converted into virtual objects 
may be one or more images of three dimensional objects, or 
scanned or otherWise converted tWo dimensional objects 
such as pictures, Which pictures may or may not include 
multiple perspectives or dimensions, such as 3D holograms. 
In some embodiments, the images may be representations of 
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one, tWo, three or four (or any number) dimensional objects. 
In other embodiments, the images themselves may be one, 
tWo, three or four (or more) dimensional. The image ?le may 
be formatted in any knoWn image format including, but not 
limited to, RAW, bitmap, Graphic Interchange Format 
(GIF), Joint Photographic Experts Group Format (JPEG), 
Tag Image File Format (TIFF), or the like. In another 
embodiment, the object being designed or created is in the 
form of a softWare application or portion of an application 
e.g., a subroutine or softWare object that performs one or 
more functions. 

[0134] Once the concept is in digital or other computer 
readable format, it may be imported into the game environ 
ment. In one embodiment, the imported image or concept 
may be broken doWn into its component parts for construc 
tion of the object in the virtual environment. In another 
embodiment, the imported image is brought into the game 
environment in its entirety. In some embodiments, the image 
is converted into a blueprint. In other embodiments, certain 
images may have predetermined aspects into Which they are 
broken. For example, a sWord may be broken into the 
pommel, hilt, guard, tang, shoulder, and blade even though 
the tang is generally not visible in images of sWords. In some 
embodiments, there may be a database of elements of 
objects based on the construction of other items in a game 
environment or a preformed store of design and object 
construction blueprints in the game. Such a database may be 
added to by the creation of additional objects or designs in 
a virtual environment. In another embodiment, images may 
be broken doWn into simpli?ed versions of the visible 
aspects of an object, for example, a sWord may be broken 
doWn into the pommel, hilt, guard, and blade, or just the hilt 
and blade. In a further embodiment, the server may be able 
to ?ll in aspects of a virtual object that are not visible in an 
image. For example, an image of a car may be imported. The 
image may shoW the right side of the car. Based on certain 
algorithms, and the image of the right side of the car, the 
server may ?ll in the requirements for the left side of the car 
or the interior of the car. In other embodiments, the server 
may request images of other angles of the car. 

[0135] In addition or in the alternate, component parts 
may include connection characteristics, Which determine 
Which components may connect With other components and 
in Which order or orientation. Similar to Lego building 
blocks manufactured by The LEGO Group or building long 
chain amino acids, such connection characteristics could 
permit or prevent certain interrelationships. For example, a 
tire may be af?xed to a Wheel, but not to an axel, While a 
Wheel may be af?xed to an axel, but not a door. Certain 
connection characteristics may be generally more ?exible in 
the number and type of connections that are possible, While 
others may be more particular or restrictive While yet others 
may only permit a speci?c interconnection or association. 
Such connection characteristics may provide visual repre 
sentations, such as a round peg ?tting into an appropriate 
diameter round hole, or such connection characteristics may 
be represented in Whole or in part using code names or more 
easily understood descriptions. The general purpose of such 
connection characteristics, if used or present is to permit a 
player or player character to more easily understand Which 
components or objects may or may not interoperate or be 
joined or combined With other components or objects. In 
another embodiment, there may be little or no limitations on 
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hoW various components interoperate With each other or 
only certain components or objects may have such connec 
tion characteristics. 
[0136] In some embodiments, a player or player character 
may be able to alter or add to the acquired image. For 
example, the color of the car, the type of engine, the options 
on the car, the tires, the shape, the doors, the roof, the hood, 
hood ornament, etc. may be varied from the image acquired. 
In one embodiment, the right side and the left side of a 
virtual object such as a car may originate in images of 
different cars, other vehicles or other objects to produce a 
hybrid vehicle that is completely imaginary. For example, a 
car may be crossed With a motorcycle or a horse. In a further 
embodiment, the interior of an object may be at odds With 
the exterior of the object, similar to a genie bottle in Which 
the items in the interior Would appear too large to ?t into an 
object the siZe or shape of the exterior of the object. In 
another embodiment, such alterations may defy knoWn 
physical laWs, such as modifying part of a car to be visually 
distorted When vieWed from the side but not from the front 
or other angle, even When vieWed Within the same lighting 
or environment. In another example, an object might be 
fashioned that interacts or performs di?ferently depending 
upon hoW or Where it is used or by Whom. 

[0137] Along With the physical appearance of an object, 
players and player characters may alter other physical 
aspects of the object such as the material an object is made 
out of, its Weight, and siZe. For example, objects can be 
altered to ?t into certain areas of a virtual environment, or 
to ?t a particular character. In some embodiments, players 
and player characters may assign particular amounts of 
attributes to the object Which Would add to the object’s 
usefulness. For example, a sWord may also have the ability 
to heal its user or a car may be capable of changing its Width 
or length upon command or under certain conditions, Which 
may or may not be desirable given the prevailing circum 
stances. 

[0138] The physical attributes and aspects of an object 
may a?fect its utility and ef?ciency. For example, according 
to one embodiment, the siZe and Weight of an item may 
a?fect the cost to use an item, e.g., if a vehicle is built, the 
cost to operate and/or maintain the vehicle may increase 
With the siZe and Weight of the vehicle. The amount of 
energy required to use the item, e.g., gasoline for a vehicle, 
may also increase With the siZe, Weight or shape of the item. 
Moreover, the ability of an item to perform certain tasks, eg 
for a vehicle to carry a certain load such as passengers and/or 
items, may be restricted based upon the siZe and design of 
the item. 

[0139] In another embodiment, a player or player charac 
ter or the game itself may change one or more such 

attributes, Which may require payment of a fee. In yet 
another embodiment, other players or player characters may 
desire to change the usefulness of an object to deprive its 
oWner of part or all of its usefulness. Such changes may 
require the payment of a fee, or the casting of a spell, or use 
of some other method that permits such modi?cations. In yet 
another embodiment, the interaction of one object With 
another may result in a desired or undesired outcome. For 
example, if an oWner of a male NPC permits intercourse 
With another player’ s female NPC, a neW, baby NPC may be 
created as a neW in game object. 

[0140] According to another embodiment, the virtual siZe 
and Weight of an item may a?fect the e?fectiveness of the 
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item, e. g., if a sWord Weighs 50 pounds it may be more lethal 
When striking a bloW, but it may fatigue its user faster than 
a sWord that Weighs only 10 pounds. Such e?fects may also 
be a?fected by the siZe and strength of the bearer of arms. For 
example, a 50 pound sWord in the hands of a 300 pound 
virtual character may be both more lethal and less strenuous 
than When Wielded by a 150 pound player character. 
[0141] Furthermore, the relative skill of the virtual char 
acter may also have an a?fect on the effectiveness of the 
object. In the preceding example, if the 150 pound player is 
a master sWordsman, then Wielding the 50 pound sWord may 
not be more strenuous than a less skilled 300 pound virtual 
character. 
[0142] In some embodiments, the siZe, shape, and Weight 
of an object may be adjusted based on the attributes of the 
requesting character so that it provides a custom ?t. In other 
embodiments, the siZe, shape, and Weight of an object may 
a?fect the cost to make or use the object. In another embodi 
ment, all objects may cost the same to make or use regard 
less of siZe, shape, and Weight, or all objects may be 
adjustable to the character using them, for example, based 
upon the character’s skill level or account type or age of the 
character or account. 

[0143] Once a design concept is rendered and its physical 
attributes and aspects are determined, a determination of the 
resources, skills and attributes necessary to make the object 
may be made. In some embodiments, a player or character 
may supply a list of all elements, resources and attributes 
that Will be used in constructing the object. In another 
embodiment, a player, a character, the game server or other 
third party can determine or dictate the resources that are 
needed to assemble the object. For example, there may be 
experts in the construction of particular types of objects Who 
revieW plans for the construction of an object in their 
specialty and determine the resources including skills, natu 
ral resources, raW materials, and NPCs needed to construct 
such an object. In another embodiment, the connection 
characteristics may determine part or all of the construction 
steps, options and methods. 
[0144] Once the design concept is imported into the game 
environment and the speci?cations are provided or are 
otherWise understood, one or more player characters With 
the necessary skills may assemble part or all of the virtual 
object based on the image and/or request that all or part of 
the object be created based on the image. In some embodi 
ments, certain skills and other resources such as virtual 
natural resources, virtual raW materials and NPCs may be 
required in order to make an object. Players and characters 
may use virtual natural resources, virtual raW materials, 
skills and NPCs available in a game or acquired from other 
games to create or modify virtual objects to be used Within 
a game environment. In one embodiment, players may 
purchase tokens in the real World for redemption in the 
virtual World for particular resources. In the case that 
additional players, characters, and resources are required, 
the game server or other third party may be con?gured to 
indicate to the player character Which other player characters 
have the skills and/or resources required to construct the 
object. In another embodiment, there may be a database for 
locating projects or characters, players and NPCs With the 
requisite skills or other resources necessary for assembling 
an object. 

[0145] In yet another embodiment, for certain or all 
objects or objects of a certain type or use or purpose or cost, 
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the player or player character may only be required to 
provide one or more or all of the design, construction 

materials, skills, funds, permits, licenses, fees, attributes, 
connection information, etc., and, upon collecting the nec 
essary items, the game environment may then create the 
object for such player or player character Without any further 
effort or action by such player or player character, i.e., “no 
assembly required.” In such cases, the object may be created 
based upon a library of knoWn or similar objects, Which may 
or may not restrict or otherWise limit the ?exibility, use, 
purpose or other attributes of the object. 
[0146] An exemplary system 100 con?gured to provide a 
virtual environment as described above is shoWn in FIG. 2. 
As shoWn in FIG. 2, system 100 includes a master game 
server 102 for running the game and a game environment 
server 104 for one or more game environments Within the 

game. 
[0147] Master game server 102 may host a program such 
as game environment creation and set up program 106. 
Master game server 102 may further host a plurality of 
databases including, for example, game environment data 
base 118 and player database 120. Game environment server 
104 may host a plurality of programs including, for example, 
Game Environment Maintenance Program 108, Game Envi 
ronment Management Program 110, Game Attribute Valu 
ation Program 112, Exchange Multiplier Determination Pro 
gram 114, and Game Item Assembly Program 116. 
[0148] Game environment server 104 may include a plu 
rality of databases including, for example, current date 
database 122, raW material database 124, NPC database 126, 
skill database 128, era database 130, exchange multiplier 
database 132, player database 134, player character database 
136, natural resources database 138. 

[0149] In one embodiment, game environment creation 
and set up program 108 may establish the parameters for the 
functioning of a particular environment. Information regard 
ing a particular game environment or all game environments 
may be stored, for example in game environment database 
118. Game environment database 118 may store information 
regarding the game environment such as the game environ 
ment ID, identi?cation of the oWners, percentage oWnership, 
governance structure, con?gurations, natural resources, raW 
materials, creation date, fee structure, or any other informa 
tion relating to the game environment. Information regard 
ing the players Who use game environments or participate in 
a virtual environment may be stored, for example, in player 
database 120. Player database 120 may include information 
regarding the players in a virtual environment, their ID(s), 
the character(s) they control, account information, billing 
information and the game environments in Which the players 
have characters. Once they are established, game environ 
ments may be maintained, for example, using game envi 
ronment maintenance program 108. Decisions Which affect 
the running of the game environment may be implemented 
using game environment management program 110. 
[0150] Virtual objects for use in a game environment may 
be constructed using resources located in one or more game 
environments or games. Such resources include, but are not 
limited to, virtual natural resources, virtual raW materials, 
skills, attributes, ?nished items that may be used to construct 
other items, and NPCs. Each virtual object to be assembled 
may require possession of particular skills, levels of skills or 
materials before a player or player character Will be alloWed 
to assemble the virtual object. Materials to assemble the 
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virtual object may be acquired by any means applicable. For 
example, they may be purchased from the game server, 
purchased from an NPC, purchased from another player 
character, stolen, gathered from the game environment or 
acquired by purchasing, Winning, receiving or otherWise 
acquiring game tokens in the “real World” and exchanging 
the token for materials in the virtual game space. The value 
of a game attribute used to make a virtual object or the value 
of the virtual attribute itself may be determined by any 
means applicable. For example values may be set or vari 
able, or may be set or variable at different times during the 
game. In one embodiment, values may be determined by 
market forces. In a further embodiment, values may be 
determined by game attribute valuation program 112. 

[0151] In one embodiment, construction of a virtual object 
may be based on a plan. The plan may include the virtual 
natural resources needed to make the virtual object as Well 
as particular virtual raW materials Which may be used to 
construct parts of the virtual object and the amounts of the 
virtual natural resources and virtual raW materials that are 
required to construct the virtual object. For example, a 
natural pigment may be required to produce paint to change 
the color of a car. The virtual natural resources and raW 
materials requested by the player or character desiring the 
creation of a virtual object may or may not be available in 
a particular game environment. In one embodiment, the 
necessary virtual materials may be imported into the game 
environment from other games or game environments or 
they may be acquired in an exchange. When a player 
character submits a request for a virtual object he has 
designed to be built, the game server can display a list of the 
virtual natural resources, raW materials and quantities 
required to assemble the object. In another embodiment, the 
game server or other controlling entity may suggest alternate 
materials that are available in that game environment. Such 
a list may include viable alternatives or substitute materials 
that may be used. In some embodiments, available substi 
tutions may have no bene?cial or deleterious effects on the 
?nished product, While in other cases, substitutions may 
affect, positively or negatively, the operating characteristics 
of an object and/or its cost to produce or to use, or it may 
affect one or more of its performance characteristics, such as 
its effectiveness or useful life. In a further embodiment, the 
types of virtual natural resources and raW materials that are 
available or may be imported may be limited based on the 
era of the game or game environment and the technologies 
available. The player requesting the construction of a virtual 
object may have the materials on hand, may purchase the 
materials or may outsource the construction of the virtual 
object to another character or NPC Who has the materials. 
Based on the plan and the materials speci?ed, a price may 
be determined or negotiated for the materials. 

[0152] Natural resources are naturally occurring sub 
stances that are considered valuable in their relatively 
unmodi?ed (natural) form. There relative value may be 
increased through process of manufacture or modi?cation, 
such as carving Wood. They are generally classi?ed as 
reneWable or non-reneWable, While certain resources may 
begin as reneWable or non-reneWable and then, unlike the 
real World, may change their classi?cation, Which change 
may be controlled by the game itself, or rules established by 
the game oWner or the game server, and/or may be estab 
lished or modi?ed by rules established before or during 
game play, Which may be established by any one or more of 
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the players, player characters, game owner, game server or 
any other authorized third party and/or via the use of neural 
netWorks or genetic algorithms. Changes to the “reneWabil 
ity” of a given resource, may be based, in Whole or in part, 
on the effect such availability or classi?cation has or might 
have on a given game or the outcome of one or more events 

that Will or may occur. For example, if game enjoyment or 
game revenues may be arti?cially or unnecessarily retarded 
by the lack of virtual oil, the system might create a neW 
reserve of oil so as to alleviate demand on What Would 
otherWise be considered a non-reneWable resource in the 
real World. In the real World, the rate of sustainable use of 
a reneWable resource is determined by the replacement rate 
and amount of standing stock of that particular resource. In 
the virtual World, the rate of sustainable use may be deter 
mined by the replacement rate and amount of standing stock 
or may be determined by other factors. For example, some 
virtual resources may be automatically reneWable When they 
reach a particular depletion level. In another embodiment, 
virtual resources that are generally considered nonreneWable 
may be reneWable in the virtual World. Information regard 
ing virtual natural resources may be stored, for example, in 
Natural Resources Database 138 and may include informa 
tion such as, but not limited to: resource ID, resource 
descriptor, last market value, maximum alloWed, issued to 
date, remaining to be issued, permit price, available date 
range, resource attributes 1-n, reneWability, perishability, 
decay rate and level in Which it exists. 

[0153] RaW materials may include crude or processed 
material that can be converted by manufacture, processing, 
or combination into a neW and useful product. In one 
embodiment, raW materials include semi-processed materi 
als such as building supplies or food. RaW material database 
124 may include, for example, raW material ID, raW material 
type, location, ?rst date available, conditions for use, con 
ditions for discovery, conditions for availability, max quan 
tity alloWed, quantity issued, quantity remaining, license or 
permit fee, resource attributes, reneWability, level at Which 
it exists, expiration date, natural decay rate/perishability 
factor, and available times during the game. 
[0154] Virtual objects may also be constructed by NPCs. 
NPCs may be hired directly or arrangements may be made 
With the oWner or an NPC. Information regarding NPCs and 
the skills of particular resources of NPCs may be stored, for 
example, in NPC database 126. NPC database 126 may 
include information such as, but not limited to, NPC ID, 
type, location, conditions for use, skills, license or permit fee 
and available eras. 

[0155] Along With the list of materials required to 
assemble a virtual object, a plan may include the necessary 
skills to make a virtual object. In one embodiment, a player 
or character may determine the skills required to make a 
virtual object. In another embodiment, the game server may 
supply a list of the skills required to make a virtual object. 

[0156] In one embodiment, system 100 may be con?gured 
to determine the missing skills or other resources necessary 
to complete assembly of the item using some or all of the 
folloWing steps: 

[0157] 1. Receive a request to assemble a game 
attribute. 

[0158] 2. Create an item record, including a unique 
serial number, item creator, blueprints used, and other 
asset information. 
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[0159] 3. Determine raW materials and skills necessary 
to complete assembly of item. 

[0160] 4. Determine existing missing skills and raW 
materials in the player character account. 

[0161] 5. Output existing missing skills and raW mate 
rials to player character. 

[0162] In some embodiments, the skills required to make 
a virtual object may not be available in a particular era, or 
may not have been acquired by anyone in a particular game 
environment. Such information may be made available to a 
character requesting the construction of a virtual object Who 
may then seek to import the skill or someone With the skill 
from another game or game environment, or may seek to 
acquire the necessary skill themselves. Information regard 
ing skills and their availability may be stored by any means 
applicable. For example, such information may be stored in 
skill database 128. Skill database 128 may include informa 
tion such as, but not limited to, skill ID, type, levels, 
conditions for use, conditions for availability, maximum 
quantity alloWed, quantity issued, quantity remaining, pre 
requisites, continuing education requirements, license or 
permit fee, and available eras. In another embodiment, such 
limitations based upon skill or other discriminating criteria 
may be obviated through the use of a spell, or through 
payment of a fee, Which might be considered excessive, or 
through other means, such as by stealing the object. Using 
an object acquired via these extraordinary means, may or 
may not generate possible harmful side effects. For example, 
if a player character steals the technology to build a hydro 
gen bomb, and then attempts to build the object (i.e., the 
bomb), there may be an increased probability that such a 
player or player character may accidentally detonate such a 
device, thereby destroying him or herself and everything 
Within a 100 km radius. 

[0163] Along With the type of skill required, there may be 
a particular skill level Which may be required or selected. 
For example, all blacksmiths may be able to make a knife, 
but the quality of the knife and its usefulness may depend on 
the skill level of the blacksmith. In another embodiment, 
only blacksmiths With a certain skill level can make knives. 
In a further embodiment, the resources used to make the 
object may determine the skill level required. For example, 
if the character requesting the object has or acquires mineral 
ores that need to be puri?ed and forged, that may require a 
different skill or skill level than if the character has steel. 

[0164] According to one embodiment, the game system 
can determine the skill level required to assemble an item 
based on the complexity of the design and the natural 
resources and raW materials required to assemble it. In some 
embodiments, a player character or NPC With the appropri 
ate skill set(s) may only reside in another game environment. 
In such a case, the player character may hire the player 
character or NPC in the other game environment, may 
recruit the player character or NPC to move game environ 
ments, or may sell his design to the player character or NPC 
in exchange for a ?nished object. 
[0165] In another embodiment, When a plan or design 
concept is submitted, a list of NPC and player characters 
Who possess the skills necessary to build the object or pieces 
of it may be made available to the player characters. Such a 
listing may include the fee such NPC and/or player charac 
ters charge for their construction or manufacturing services. 
Information regarding the particular rights and abilities of 
players and characters in a particular game environment may 
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be stored by any means applicable, for example in player 
database 134 and character database 136. Such information 
may alloW the game server or other entity to determine 
Which characters and players have access to the necessary 
skills and other resources required to make a requested 
object. In some embodiments, players may be required to 
pay an additional fee or have a premium account to permit 
their characters to use NPCs or other player characters to 
build objects and/or to import objects to assemble in the 
game or to assemble objects for other player characters. 
Player database 134 Which may include information such as, 
but not limited to, player ID, the character(s) controlled by 
the player, GUID, account type, billing information and 
personal information. Player character database 136 may 
include information such as, but not limited to, character ID, 
player ID, assets, skills, skill levels, obligations, resources, 
designs, blueprints, physical limitations, connection charac 
teristics, image type/name, GUID, and game environment 
access. 

[0166] For some objects the skill level may be greater than 
the skill that any one or more player character(s) or NPCs in 
the game environment has or can have. The game server can 
list all of the skills necessary to assemble the item and list 
other player characters or NPCs Who have the required skill 
level to assemble components of the item. The game server 
may also list any general contractors (Within the current or 
any other connected game) Who are available and have 
demonstrated the skills, connections, etc., necessary to 
acquire the necessary resources and labor to build a virtual 
object. Such player and/or contractor listings may be listed 
alphabetically, or sorted according to any one or more of: 
experience, other player ratings or rankings, quality, quan 
tity/capacity, price for similar or identical items, bid, barter 
options, availability, reputation, past legal violations, e.g., 
prior patent infringement or laWsuits or claims by other 
players, etc. The player character can immediately contact 
characters Who have the necessary skills and/or other desired 
attributes to build the item and request bids to assemble all 
or part of the in game object and/or control or manage the 
process for the player requesting the item(s). In another 
embodiment, characters or oWners of NPCs Willing to sell 
their skills may advertise. In yet another embodiment, 
characters or players Wishing to have objects assembled may 
request bids to assemble the object. 
[0167] Some resources may only be available at particular 
times or in particular eras. Such information may be calcu 
lated and tracked by any means applicable. In one embodi 
ment, current date DB 122 may be con?gured to track the 
passage of time and the resources available at the particular 
point in the game play. Era DB 130 may include information 
as ERA ID, date range, and the skills, resources, attributes, 
raW materials and NPCs available in each era. 

[0168] In one embodiment, resources to make a virtual 
object such as skills, NPCs, natural resources and raW 
materials may be purchased from other game environments 
or other games. Such purchases may be made by the 
oWner(s) or controlling entities of a game environment, or 
by individual characters or groups of characters. For 
example, in some embodiments, some or all resources 
brought from other game environments must be purchased 
by a game environment manager or licensed vendors in a 
particular game environment. In another embodiment, any 
player character can purchase any item in any game envi 
ronment. Purchases may be paid for by any means available. 
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In one embodiment, virtual resources may be purchased 
using real or virtual currency, assets, credit, loans or other 
?nancial instruments. Such methods of payment are further 
described in detail in US. patent application Ser. Nos. 
11/620,542 11/559,158, 11/421,025, 11/380,489, 11/096, 
212, 11/096,265, 11/068,736, 11/069,906, and 11/069,905, 
each of Which is herein incorporated by reference in its 
entirety. 
[0169] Attributes and resources including created objects, 
skills, virtual natural resources, virtual raW materials and 
NPCs exchanged betWeen game environments or game 
servers may be uniform or may be exchanged using multi 
pliers to recogniZe differences in supply and demand 
betWeen game environments. Conversion rates may be 
determined by any means applicable. They may be ?xed, on 
an automated trading system, or as determined by an 
exchange on the open market or any combination thereof. 
For example, conversion rates may be based on a compari 
son of the economies of tWo game environments, a com 
parison of a representative basket of goods, the number of 
player characters in each environment, the amount of a 
particular virtual asset available in a particular game envi 
ronment, the amount of production of a virtual asset in the 
game environments or on any other number of market forces 
or comparable factors. For example, a gallon of oil may be 
converted to tWo gallons of oil When traded from War Craft 
to Second Life. In another embodiment, a barrel of oil may 
be converted into 1000 thistle seeds Within a game environ 
ment, and/ or a barrel of oil may be converted to 5000 thistle 
seeds When exchanged betWeen tWo games. 5000 thistle 
seeds may be Worth 3 shares of stock in a particular game 
environment. In a further embodiment, a game attribute 
coming from a ?rst environment may be converted into a 
game attribute in a second environment by multiplying the 
value of the game attribute in the ?rst environment by a 
conversion multiplier that re?ects the difference in the labor 
(and/ or other factors) required to build the game attribute in 
the ?rst environment vs. the second environment. For 
example, 1000 thistle seeds in one game environment may 
be Worth 700 thistle seeds in another game environment. 
Alternatively or additionally, the multiplier may take into 
account any differences in supply, availability, ease or cost 
of acquisition, or the like, of the resources and/or the 
prevailing exchange rates of real or virtual currency. Some 
game environments may be con?gured to produce items 
more optimally. These game environments may receive a 
premium valuation in that their labor is more e?icient in that 
game environment than on other game servers. Altema 
tively, environments that produce such items more optimally 
may be penaliZed or a tariff may be imposed to create a more 
fair exchange betWeen or among such game environments. 
[0170] In one embodiment, some or all of the folloWing 
steps may be used to convert assets betWeen game environ 
ments. 

[0171] 1. Generate a conversion value for tWo or more 
game environments based on activity and conditions in 
the game environments. 

[0172] 2. Create a conversion multiplier based on the 
relationship of the values betWeen tWo or more game 
environments. 

[0173] 3. Store multiplier. 
Such a multiplier could be calculated using any means 
applicable, for example using exchange multiplier determi 
nation program 114. Such information may be stored by any 


























