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METHOD AND SYSTEM FOR 
PERFORMANCE TRACKING TO MODIFY 
CONTENT PRESENTED BYA SET-TOP BOX 

BACKGROUND INFORMATION 

[0001] With the advent of computers, interactive electronic 
communications, and the Internet, as Well as advances in the 
digital realm of consumer information, has come a reinven 
tion of conventional entertainment and communication ser 
vices to enhance programming, recording, gaming, and vieW 
ing of multimedia, such as broadcast television programs. 
Traditionally, broadcast media, being based on pre-computer 
age technology, developed on its oWn path, Without any 
regard to other media systems. HoWever, With readily avail 
able, cost-effective broadband services, bandWidth intensive 
applications, such as video streaming and online gaming, 
have become viable alternatives to legacy broadcast systems. 
[0002] It is recognized that modern lifestyles have become 
so reliant on digital interfaces that media devices, such as 
set-top boxes (STB), are developing into important iconog 
raphies of media content accessibility. As such, an increasing 
number of individuals are utiliZing STBs to achieve the 
advantages of ubiquitous access to information and entertain 
ment. Advances in technology, services, and affordability; 
hoWever, can be better applied to foster the enrichment of 
society. For example, the household media environment plays 
a signi?cant role in the socialiZation of youngsters. From the 
kind of media available, to the extent With Which young 
people are exposed, media plays an inexorable role in What 
adolescents knoW, believe, and value. Thus, to a large extent, 
media dictates hoW young people learn, interact, and behave. 
[0003] Therefore, there is a need for an approach that seam 
lessly provides ?exible, ef?cient techniques to track develop 
mental progression to modify available content. 

BRIEF DESCRIPTION OF THE DRAWINGS 

[0004] FIG. 1 is a diagram ofa system capable of perfor 
mance tracking to modify content for a set-top box, according 
to an exemplary embodiment; 
[0005] FIG. 2 is a diagram of a set-top box con?gured to 
provide modi?ed content, according to an exemplary 
embodiment; 
[0006] FIG. 3 is a ?owchart of a process for establishing a 
modi?able user pro?le, according to an exemplary embodi 
ment 

[0007] FIGS. 4a and 4b are diagrams of user interfaces 
utiliZed in the process of FIG. 3, according to exemplary 
embodiments; 
[0008] FIG. 5 is a ?owchart of a process for “dynamic” 
content modi?cation, according to an exemplary embodi 
ment; 
[0009] FIGS. 6a and 6b are diagrams of user interfaces 
utiliZed in the process of FIG. 5, according to exemplary 
embodiments; 
[0010] FIG. 7 is a ?oWchart of a process for “ad hoc” 
content modi?cation, according to an exemplary embodi 
ment; 
[0011] FIG. 8 is a diagram of a user interface utiliZed in the 
process of FIG. 7, according to an exemplary embodiment; 
[0012] FIG. 9 is ?oWchart of a process for generating and 
presenting a performance report, according to an exemplary 
embodiment; 
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[0013] FIG. 10 is a diagram of a user interface utiliZed in the 
process of FIG. 9, according to an exemplary embodiment; 
[0014] FIG. 11 is a ?oWchart of a process for dynamic 
content modi?cation suggestions, according to an exemplary 
embodiment; and 
[0015] FIG. 12 is a diagram of a computer system that can 
be used to implement various exemplary embodiments. 

DESCRIPTION OF THE PREFERRED 
EMBODIMENT 

[0016] A preferred apparatus, method, and softWare for 
performance tracking to modify content for a set-top box are 
described. In the folloWing description, for the purposes of 
explanation, numerous speci?c details are set forth in order to 
provide a thorough understanding of the preferred embodi 
ments of the invention. It is apparent, hoWever, that the pre 
ferred embodiments may be practiced Without these speci?c 
details or With an equivalent arrangement. In other instances, 
Well-knoWn structures and devices are shoWn in block dia 
gram form in order to avoid unnecessarily obscuring the 
preferred embodiments of the invention. 
[0017] Although various exemplary embodiments are 
described With respect to a set-top box (STB), it is contem 
plated that these embodiments have applicability to any 
device capable of processing audio-video (AV) signals for 
presentation to a user, such as a home communication termi 
nal (HCT), a digital home communication terminal (DHCT), 
a stand-alone personal video recorder (PVR), a television set, 
a digital video disc (DVD) player, a video-enabled phone, an 
AV-enabled personal digital assistant (PDA), and/or a per 
sonal computer (PC), as Well as other like technologies and 
customer premises equipment (CPE). 
[0018] FIG. 1 is a diagram of a system capable of tracking 
game performance to modify content for a set-top box, 
according to an exemplary embodiment. For the purposes of 
illustration, a system 100 for con?guring a media-based 
device (e. g., STB 101a) to modify a menu of customiZed 
content options (e.g., audio, video, gaming, and/ or photo 
graphic media instances) presented to a user based on game 
performance information is described With respect to a ser 
vice provider netWork 103. As used herein, the terms media 
based device, STB, and user equipment are interchangeable. 
It is recogniZed that service providers need to be mindful of 
consumer demand for cyclical feedback techniques that 
enable progressive adaptation to the multimedia entertain 
ment and programming accessible via a media-based device. 
As such, a system 100 introduces a game performance moni 
toring service for one or more STBs 101a-101n, thereby 
affording substantial convenience and ?exibility in modify 
ing available content by consumers. In other Words, the game 
performance monitoring service of system 100, according to 
certain embodiments, stems from the recognition that guard 
ians can bene?t from more ?exible methods to rede?ne the 
content available to dependents. HoWever, little attention has 
been afforded to extending and enhancing content modifying 
features based on game performance information Within the 
entertainment arena, as Well as among other communication 
mediums. Thus, it is apparent that improvements are needed 
to increase the value of each media experience. 
[0019] Service provider netWork 103 includes a server 105 
that implements a game performance monitoring and/or con 
tent modifying service, Whereby supervisory users can moni 
tor game performance of other users to selectively modify 
content that is available to those users. Namely, the game 
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performance monitoring and content modifying service pro 
vides guardians developmental feedback about their depen 
dents, thereby enhancing conventional control features over 
the media (e.g., broadcast content, digital video recorder 
(DVR) content, on-demand content, on-demand games, and/ 
or other suitable media, as Well as locally stored instances of 
the same) available to their dependents via a media-based 
device (e.g., STB 101a). In this manner, a subscriber (e.g., a 
parent) of the game performance monitoring and content 
modifying service may modify the content that is available to 
one or more dependent users (e.g., a child) and schedule 
access to that content, via one or more user pro?les, so as to 

progressively enhance the edifying nature of the dependent 
users’ media experience. It is contemplated that system 100 
may embody many forms and include multiple and/ or alter 
native components and facilities. 
[0020] It is observed that television remains the prevalent 
global medium for entertainment and information as indi 
viduals spend a great deal of time tuning into televised media. 
As such, television services provided over a dedicated net 
Work, such as an IPTV (intemet protocol television) netWork, 
cable netWork, or satellite netWork, extend to subscribers an 
overWhelming choice of multimedia entertainment and pro 
gramming options. For example, IPTV service providers 
offer consumers various AV services ranging from multi 
channel AV programming that mimics traditional broadcast 
media, to true “on-demand” programming. These services are 
further supplemented With interactive AV applications that 
enable robust programming information, selection and navi 
gation functionality, as Well as integrated digital AV record 
ing, and other data services to enhance the AV experience. 
Moreover, the increasing “richness” of netWork resources 
also enables IPTV service providers to extend interactive 
learning and video game applications to subscribers. As such, 
television is no longer a passive medium; it is an interactive 
entertainment encounter capable of endless con?guration and 
personaliZation. 
[0021] Given the breadth of content available, parents are 
confronted With the onerous task of managing (and rede?n 
ing) the programming and content available to their children. 
While a Wealth of educational and cultural material exists, so 
too does a large body of objectionable content. Moreover, feW 
parents are able to maintain continuous supervision over their 
children’s developmental needs, much less constantly dis 
cover suitable content to meet those needs. 

[0022] As such, the consumer segment is driven, at least in 
part, by a demand for performance monitoring and content 
modifying services extended through easily manipulated, 
intuitive interfaces. Thus, as previously mentioned, various 
embodiments of system 100 provide consumers convenient 
access to game performance monitoring and content modify 
ing features so as to maximiZe a dependent’s exposure to a 
progressively enhanced body of edifying media, While at the 
same time, limiting (if not eliminating) their exposure to 
inappropriate material. 
[0023] As seen in FIG. 1, service provider netWork 103 
integrates the television medium With that of the telecommu 
nications, computing, and media environments, thereby 
broadening the scope of devices and sources available to 
individuals for obtaining and controlling access to content, as 
Well as progressively modifying media availability. In this 
manner, system 100 relieves guardians from the daunting task 
of having to constantly police their dependents’ multimedia 
environment, by enabling users, via user equipment, such as 
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STBs 101a-101n and/or one or more end terminals 107, to 
establish and adaptively modify one or more user pro?les that 
specify content available to one or more secondary users. 
Further, system 100 alleviates the burden and expense upon 
netWork operators of providing parallel avenues to content, as 
Well as controls for managing that media. Although the user 
equipment is described With respect to an STB, it is contem 
plated that various embodiments have applicability to any 
device capable of processing audio and/or video streams. 
[0024] In a typical scenario, an individual (e.g., a subscriber 
of the game performance and content modifying service) 
may, via a client-user interface (such as a Web-based appli 
cation 109a implemented on server 105, a computing appli 
cation 109b executed on, for instance, a PC, or a media-based 
application 1090 operating on, for example, STB 101n), 
receive game performance information of a dependent user 
and/or modify an associated user pro?le based on that infor 
mation, Wherein the user pro?le speci?es content that is avail 
able to the dependent user via a media-based device. Namely, 
subscribers are presented With an integrated presentation that 
includes developmental reports and customiZable parameters 
governing content originating from a media service provider 
(MSP) 111 or a third-party source, and made available at 
STBs 101a-101n. In other Words, guardians (e.g., a parent) 
may selectively modify the content available to one or more 
dependent users (e.g., a child), as Well as schedule access to 
that media (in, for example, an a la carte fashion), based on 
game performance information of the dependent users and/ or 
one or more content modifying policies. As such, parents no 
longer have to constantly monitor their children’s develop 
ment, but instead may focus on selecting (or creating) appro 
priate content modifying techniques that Will progressively 
enhance the children’s learning experience. 
[0025] A content managing application (hereinafter “con 
tent manager”), such as content manager 1 09a, permits super 
visory users to easily, effectively, and intuitively modify one 
or more user pro?les based on performance information, 
Wherein the user pro?les govern the presentation of person 
aliZed menus for customiZing content (e.g., audio, video, 
gaming, and/ or photographic media) to make available to the 
users from content sources, including media service provider 
(MSP) 111, television broadcast systems 113, third party 
content provider systems 115, as Well as content accessible 
over one or more data netWorks (e.g., service provider net 
Work 103, packet-based netWork 117, and/or telephony net 
Work 119), such as content Within content repository 121. 
Moreover, a separate identity for each communication device 
(e.g., STBs 101a-101n and/or one or more end terminals 107) 
associated With a subscriber’s account may be established to 
further personaliZe the content received by users comprising 
the account. Accordingly, the content managers 109a-109c 
may also enable subscribers to specify scheduling informa 
tion for access to neWly modi?ed content. 

[0026] In certain embodiments, one or more content man 
agers 109a-109c may enable subscribers to revieW game per 
formance information of a ?rst user in a convenient, graphi 
cally formatted report and/ or modify a user pro?le of the ?rst 
user based on that report. More speci?cally, the game perfor 
mance report can include feedback information concerning 
the ?rst user’s performance in an educational game, Wherein 
the feedback affords subscribers immediate perspective into 
the ?rst user’s aptitudes (e.g., abilities, skills, strengths, tal 
ents, etc.), interests (amusements, hobbies, occupations, 
obsessions, etc.), and/or Weaknesses (inabilities, de?ciencies, 
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handicaps, shortcomings, etc.). In this manner, the content 
mangers 20911-209c provide content modi?cation capabili 
ties for the subscribers to modify (either automatically or 
manually) available content to the ?rst user based on their 
game performance; thus, progressively maximizing the edu 
cational value of the ?rst user’s multimedia experience. 
[0027] Alternatively (or additionally), the subscribers can 
retrieve performance information of other users associated 
with other STBs to compare the performance information of 
the ?rst user against the performance information of the other 
users. That is, subscribers can review (in a convenient report) 
the ?rst user’s relative development compared to, for 
instance, the ?rst user’s peers. In certain embodiments, the 
comparison report can concern select users within a speci?ed 
geographic region, or of like age/maturity, or having a similar 
socio-economic status, or behavioral characteristic, as well 
other suitable categories corresponding to information stored 
within the users’ pro?les. As such, embodiments of service 
provider network 103 may also enable individuals utiliZing 
STBs 10111-10111 (and/ or end terminal(s) 107) to interact with 
one another, through personaliZed communications channels, 
to further facilitate the processes described herein. 

[0028] Content can include any AV media (e.g., gaming 
applications, broadcast television programs, video-on-de 
mand (V OD) programs, audio-on-demand (AOD) programs, 
pay-per-view programs, IPTV feeds, DVD related content, 
etc.), pre-recorded media content (e.g., DVR content), data 
communication services content (e.g., commercials, adver 
tisements, videos, movies, songs, images, sounds, etc.), Inter 
net services content (streamed audio, video, or pictographic 
media), and/or any other equivalent media form, such as 
locally stored content instances of the aforementioned media. 
In this manner, an MSP 111 may provide (in addition to their 
own media content) content obtained from sources, such as 
one or more television broadcast systems 113, one or more 

third-party content provider systems 115, content residing in 
a repository 121, accessible via server 105, or otherwise 
available via one or more packet-based networks 117 and/or 
telephony networks 119, as well as any other suitable avenue 
or source 

[0029] In particular embodiments, MSP 111 may comprise 
an IPTV system con?gured to support the transmission of 
television video programs from the broadcast systems 113 as 
well as other content, such as media content from the various 
third-party sources (e.g., components 10111-10111, 107, 115, 
121) utiliZing intemet protocol (IP). That is, the IPTV system 
111 may deliver signals and/or streams, including content, 
control commands, and/or user pro?le information, in the 
form of IP packets. Further, the transmission network (e.g., 
service provider network 103) may optionally support end 
to-end data encryption in conjunction with the streaming and 
content management services, as will be explained in more 
detail below. 

[0030] In this manner, the use of IP permits television ser 
vices to be integrated with broadband Internet and gaming 
services, and thus, share common connections to a user site. 
Also, IP packets can be more readily manipulated, and there 
fore, provide users with greater ?exibility in terms of control, 
modi?cation, and personalization, as well as offer superior 
methods for increasing the availability of content from dis 
parate sources. Delivery of AV content, control commands, 
and/ or user pro?le information, by way of example, may be 
through a multicast from the IPTV system 111 to the STBs 
10111-10111. Any individual STB may tune to a particular 
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source by simply joining a multicast (or unicast) of the media 
content, control command, or user pro?le information, utiliZ 
ing an IP group membership protocol (IGMP). For instance, 
the IGMP v2 protocol may be employed for joining STBs to 
new multicast (or unicast) groups. Such a manner of delivery 
avoids the need for expensive tuners to view media content, 
such as television broadcasts; however, other delivery meth 
ods, such as cable, may still be utiliZed. Further, this delivery 
method also enables varied levels of control, i.e., control over 
single STBs or broadcast control affecting multiple STBs. It 
is noted that conventional delivery methods may also be 
implemented and combined with the advanced methods of 
system 100. Further, the content (and subsequently the con 
trol commands and user pro?le information) may be provided 
to various IP-enabled devices, such as various computing, 
telephony, and mobile apparatuses delineated below. 
[0031] An STB (e.g., STB 10111) may integrate all the func 
tions of an IPTV system, as well as combine the content 
management and control functions of the various online or 
off-line environments, in a manner that seamlessly toggles 
among the various system 100 resources. It is contemplated 
that the performance monitoring and content modifying ser 
vice may be extended to users with a presence on the Internet. 
In alternative embodiments, the services of system 100 may 
be extended to users having an end terminal (not illustrated), 
such as a plain old telephone service (POTS) device, con 
nected to telephony network 119. 

[0032] Accordingly, MSP 111 can provide content that is 
retrieved over a data network, as well as provide conventional 
media streams. For instance, MSP 111 provides STBs 10111 
10111 access to content traditionally limited to host sites, such 
as end user originated content uploaded to audio, video, and/ 
or pictographic sharing sites. The content may also be shared 
between STBs 10111-10111, as well as between STBs 10111 
10111 and end terminal(s) 107. It is generally noted that media 
content can be any type of information provided from any 
source having connectivity to system 100. 

[0033] In this manner, system 100 provides online games 
123, including educational games and other interactive leam 
ing applications, to STBs 10111-10111 via an online game 
module 125 of sever 105. According to one embodiment, 
server 105 includes one or more processors (not shown) and 
memory (not shown) that are accessible to online game mod 
ule 125 for executing game applications in response to a 
request for an available game from a STB (e.g., STB 10111). 
Online games 123 may be stored at server 105 via the memory 
or at a repository (not illustrated) connected thereto, as well as 
received from MSP 111, content provider systems 115, or one 
or more content repositories 121 (or databases) available via 
one or more data networks (e.g., networks 103, 117, and/or 
119). In the illustrated embodiment, online game 123 can be 
selected by a user from a plurality of game applications that 
are made available via a menu of customiZed content options 
presentedto the userby an STB (e.g., STBs 10111-10111) based 
on previous game performance of that user. Online game 
module 125 may query a user pro?le repository 127 via one or 
more data networks (e.g., packet-based network 117 and/or 
service provider network 103) and/or MSP 111 for user pro 
?le information associated with the requesting user, wherein 
the user pro?le information includes modi?cations to avail 
able content (and/ or scheduling information for content avail 
ability) generated based on previous game performance infor 
mation, such as scores or levels of play that each user has 
attained. In other embodiments, online game module 125 can 
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provide previous game information to STBs 101a-101n to 
allow users to continue previously saved (and/or uncom 
pleted) games based on information stored Within a respective 
user pro?le. Accordingly, online game module 125 can pro 
vide users With online games 123 progressively tailored to the 
gaming user’s performance and/ or development. Customized 
menus are described in more detail With respect to FIGS. 6a 
and 6b. 

[0034] According to one embodiment, online games 123 
can be executed via various components of system 100. For 
instance, server 105 can execute one or more game applica 
tions and may transmit game data to respective STBs 101a 
10111 for display. In turn, STBs 101a-101n can receive com 
mands from users via an input interface (not illustrated), 
Wherein STBs 101a-101n, via a communications interface 
(not illustrated), can transmit these commands to server 105 
to effectuate modi?cations to the display of the one or more 
online games 123. Accordingly, an online game 123 
requested by a user can be operated entirely on server 105, via 
online game module 125, Wherein online game module 125 
processes and executes commands received from STBs 101a 
10111 and transmits data corresponding to updated or neW 
displays to the respective devices, such that communication 
betWeen the respective components is directly effectuated 
over packet-based netWork 117. In this embodiment, STBs 
101a-101n can operate essentially like a terminal that 
receives AV content from server 105 for display. 

[0035] In another embodiment, server 105 can execute one 
or more game applications and may transmit game data to 
respective STBs 101a-101n via MSP 111. To effectuate 
modi?cations to the display of the one or more online games 
123, STBs 101a-101n can receive commands from users and 
can transmit these commands either directly to server 105 
over packet-based netWork 117 or indirectly via MSP 111, 
i.e., over one or more netWorks (e.g., service provider net 
Work 103 and/ or packet-based netWork 117). Accordingly, an 
online game 123 requested by a user can be operated entirely 
on server 105, via online game module 125, Wherein online 
game module 125 processes and executes commands 
received from either MSP 111 or STBs 101a-101n and trans 
mits data corresponding to updated or neW displays to STBs 
101a-101n either directly or indirectly via MSP 111. In this 
embodiment, STBs 101a-101n may still operate essentially 
like a terminal; hoWever, AV content may be received from 
MSP 111 and/or server 105. 

[0036] In alternative embodiments, online games 123 may 
be operated entirely on STBs 101a-101n, Wherein available 
games requested by a user can be doWnloaded to STBs 101a 
10111, or otherWise made available, such as by an optical disc. 
In this embodiment, STBs 101a-101n only communicate 
game performance data to server 105, in conjunction With, or 
independently of, the online game 123. Transmission may 
occur directly betWeen server 105 and STBs 101a-101n over, 
for instance, packet-based netWork 105, or indirectly via 
MSP 111. In other embodiments, the operation of online 
game 123 can be distributed betWeen online game module 
125, MSP 111, STBs 101a-101n, and/or end terminals 107, as 
Well as any other suitable system 100 component, such as a 
third party content provider system 115. 
[0037] Accordingly, server 105 can include a tracking mod 
ule 129 con?gured to communicate With online game module 
125 to track performance, associated With playing the online 
game 123, of the users at one or more media-based devices 

(e.g., STBs 101a-101n and/or end terminal(s) 107). Tracking 
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module 129 may obtain the game performance information 
from online game module 125 in real-time (i.e., as the game 
is being played) or periodically (i.e., based on a predeter 
mined time interval). Thus, tracking module 129 may acquire 
game performance information continuously, intermittently, 
or in an “on demand” fashion. In turn, the game performance 
information may be stored in a memory of server 105 or a 

repository (not illustrated) coupled thereto or associated 
thereWith. Alternatively, the game performance information 
may be transmitted to MSP 111, user pro?le repository 127, 
or any other suitable memory and/or repository, such as a 

memory of one or more STBs 101a-101n, for storage. As 
such, game performance information may be tracked and 
stored over a given period of time, such that the information 
may accessible to one or more supervisory users to facilitate 

a determination as to Whether available content to a depen 

dent user requires modi?cation. In other embodiments, track 
ing module 129 may be utiliZed to generate statistical infor 
mation based on general usage of content by dependent users. 

[0038] Game performance information may include data, 
such as basic statistical information (e.g., scores, levels, cor 
rect/Wrong ansWers, time played, decisions made, etc.), as 
Well as analyZed information gleaned from those statistical 
parameters (e.g., parallel processing capabilities, mental 
adroitness, visual intelligence, coordination, problem solving 
capabilities, maturity, sociability, strategies, psychological 
aWareness, competitive nature, literacy, relative knoWledge of 
a given subject matter, interests, aptitudes, Weaknesses, etc.). 
As such, server 105 can include a report module 131 for 
gathering tracked game performance information on a depen 
dent user to present that information to a supervisory user. 
This presentation may comprise Written text and/or a graphi 
cal display illustrating the dependent user’s development. 
Report module 131 may gather performance information of 
other dependent users and compare that information across 
tWo or more individuals, so as to generate a report communi 
cating the relative development of each dependent user. These 
comparisons may be further segregated across select geo 
graphic regions, speci?c age groups, socio-economic sta 
tuses, behavioral characteristics, as Well other suitable cat 
egories corresponding to user pro?le information Within user 
pro?le repository 127. 
[0039] Further, report module 131 is con?gured to generate 
and transmit reports to supervisory users via one or more 
media-based devices (e.g., STBs 101a-101n or end terminal 
(s) 107 capable of audio and/or video display) utiliZing one or 
more content managers 109a-109c. In one embodiment, 
reports are generated based on a policy or con?guration of a 
user pro?le stored at user pro?le repository 127 or other 
memory, such as a memory of STBs 101a-101n, end terminal 
(s) 107, etc. Similarly, reports may be generated “on-de 
man ” When requested by a supervisory or other authoriZed 
user. As such, report module 131 may communicate (or oth 
erWise deliver) reports to authoriZed users via STB (e.g., 
STBs 101a-101n) or one or more end terminal(s) 107, such as 
those computing, telephony, and mobile apparatuses 
described beloW. Further, delivery may include conventional 
techniques, such as by postal mail, fax, e-mail, etc. Thus, 
these reports can help supervisory users determine Whether to 
modify the media (e.g., broadcast content, digital video 
recorder (DVR) content, on-demand content, on-demand 
games, and/or other suitable media, as Well as locally stored 
instances of the same) available to one or more dependent 
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users, so as to maximize the dependent users’ motor devel 
opment, intellectual development, affective development, 
and/ or social development. 

[0040] Accordingly, one or more content managers 10911 
1090 may be implemented on (or accessed by) one or more 
end-terminals 107 and/or STBs 10111-10111 to effectuate the 
content modi?cation procedures based on game performance 
information, as described herein. 
[0041] With continued reference to FIG. 1, content manag 
ers 10919 and 1090 may be executed, for example, as a user 
interface capable of local implementation on an STB (e.g., 
STB 10111-10111) or on an end terminal 107, such as a com 
puting device, telephony device, mobile device, or other like 
mechanism. Thus, exemplary embodiments of content man 
agers 10919 and 1090 may be provided through navigation 
shell applications, e.g., menu applications having options 
corresponding to different functions, as Well as various con 
tent instances and/or multimedia experiences. Computing 
devices may include desktop computers, notebook comput 
ers, servers, terminal Workstations, gaming systems, custom 
iZed hardWare, or other equivalent apparatus. Telephony 
devices may comprise plain-old-telephones, Wireless tele 
phones, cellular telephones, satellite telephones, voice over 
internet protocol telephones, and the like. Mobile devices 
may include personal digital assistants (PDA), pocket per 
sonal computers, smart phones, tablets, handsets, portable 
gaming systems, and customiZed hardWare, as Well as other 
mobile technologies capable transmitting data and/or pro 
cessing audio/video signals. Moreover, STBs 10111-10111 may 
be used alone or in combination With one or more end termi 
nal(s) 107 to implement various exemplary embodiments. 
[0042] The STBs 10111-10111 and/or end terminal(s) 107 
can communicate using packet-based netWork 117 or tele 
phony netWork 119. These systems can include: a public data 
netWork (e.g., the Internet), various intranets, local area net 
Works (LAN), Wide area netWorks (WAN), the public 
sWitched telephony netWork (PSTN), integrated services 
digital netWorks (ISDN), other private packet sWitched net 
Works or telephony netWorks, as Well as any additional 
equivalent system or combination thereof. These netWorks 
may employ various access technologies including cable net 
Works, satellite netWorks, subscriber television netWorks, 
digital subscriber line (DSL) netWorks, optical ?ber net 
Works, hybrid ?ber-coax netWorks, WorldWide interoperabil 
ity for microWave access (WiMAX) netWorks, Wireless ?del 
ity (WiFi) netWorks, other Wireless netWorks (e.g., 3G 
Wireless broadband netWorks, mobile television netWorks, 
radio netWorks, etc.), terrestrial broadcasting netWorks, pro 
vider speci?c netWorks (e.g., a Verizon@ FiOS® netWork, a 
TiVo® netWork, etc), and the like. Such netWorks may also 
utiliZe any suitable protocol supportive of data communica 
tions, e.g., transmission control protocols (TCP), internet 
protocols (IP), user datagram protocols (UDP), hypertext 
markup languages (HTML), dynamic HTML (DHTML), ?le 
transfer protocols (FTP), telnet, hypertext transfer protocols 
(HTTP), asynchronous transfer mode (ATM), Wireless appli 
cation protocols (WAP), socket connections (e.g., secure 
sockets layer (SSL)), Ethernet, frame relay, and the like, to 
connect STBs 10111-10111 to various sources ofmedia content 
and devices capable of remotely managing STBs 10111-10111. 
[0043] By Way of example, STB 10111-10111, as Well as 
terminal(s) 107, can remotely access, via a communication 
interface (not illustrated), server 105 Which can be con?gured 
to execute multiple instances of a content manager applica 

May 21, 2009 

tion 10911 utiliZing, for instance, one or more processors (not 
illustrated). That is, remote application 10911 may be provided 
in a distributed fashion using, for instance, client-server 
architectures, such as implemented by enterprise application 
service providers (ASP). It is noted that ASP models (and 
other like architectures) offer system scalability in terms of 
administrative scalability, geographic scalability, and/or load 
scalability. Thus, distributed environments are attractive 
modes for disseminating system 100 functionality to a broad 
spectrum of users and devices 

[0044] For example, server 105 can be an “online” system 
capable of communicating With one or more third-party Web 
servers (not illustrated), content repositories (e.g., repository 
121), or equivalent facilities, to provide users various avenues 
to draW content from, as Well as establish and/or modify one 
or more user pro?les to control and progressively adapt the 
content made available to particular users via, for example, 
STBs 10111-10111. More speci?cally, one or more servers 105 

may include one or more processors con?gured to receive 
user input concerning one or more user pro?les from one or 

more end terminals 107 (and/ or STBs) for modifying (or 
otherWise controlling) content made available to one or more 

users at one or more STBs 10111-10111 (and/or end terminal(s) 
107), Wherein the server(s), via the processor(s), are capable 
of con?guring the user pro?le(s) according to the user input. 
In particular embodiments, this con?guration can be per 
formed in real-time, Wherein the user input is transmitted to 
STBs 10111-10111 to directly affect con?guration data (e.g., 
modify user pro?le information) stored in a memory (not 
illustrated) of the respective media-based devices 10111-10111. 
Additionally (or alternatively), server(s) 105 can access a 
shared memory, Wherein STBs 10111-10111 obtain suf?cient 
con?guration data (including modi?cations to one or more 
user pro?les based on game performance information) from 
the shared memory, either in real-time or on a periodic basis. 

[0045] As such, exemplary embodiments of content man 
ager 10911 may, for instance, comprise hypertext markup lan 
guage (HTML) user interfaces or JAVATM applets stored on 
server 105 and accessed via World-Wide-Web pages. Further, 
by enabling access and control of STBs 10111-10111 over one 
or more data netWorks (e.g., netWork 103, 117, and/or 119) 
using a “Web paradigm,” server 105 provides users With a 
convenient and e?icient manner for modifying user pro?les 
and associated content made available to the media-based 
devices 10111-10111, based on game performance information 
of particular users. Further, remote applications 10911-109c 
may port local user interfaces typically utiliZed on stand 
alone STBs to enable user input in a context consumers are 
increasing becoming familiar With due to the groWing popu 
larity of the Internet. These interfaces are particularly useful 
in extending system 100 functionality to devices having lim 
ited resources (e.g., PDAs, handsets, thin-clients, etc.), as 
Well as providing scalable solutions to varied devices Without 
necessitating intensive high-end costs associated With inde 
pendent design, tooling, and manufacturing. In alternative 
embodiments, server 105 is collocated With and/ or integrated 
into MSP 111. In other embodiments, the various modules of 
server 105 may be implemented as one or more standalone 

systems. It is also contemplated that the various modules 
and/or functions of server 105 may be distributed to one or 

more of the facilities of system 100. As such, multiple users, 
interfaces, and instances of content manager 10911, online 
game module 125, tracking module 129, and/ or report mod 
ule 131 can be simultaneously realiZed through system 100. 


































