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Some embodiments of the present invention provide a system 
that facilitates exchanging assets between online virtual 
Worlds. During operation, the system receives a ?rst asset 
from a representative of a ?rst player Who controls the ?rst 
asset in a ?rst virtual World, and receives a second asset from 
a representative of a second player Who controls the second 
asset in the second virtual World. Next, the system provides 
the ?rst asset to a representative of the second player in the 
?rst virtual World, and provides the second asset to a repre 

(US) sentative of the ?rst player in the second virtual World. 
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EXCHANGING ASSETS BETWEEN ON-LINE 
VIRTUAL WORLDS 

RELATED ART 

[0001] The present invention relates to systems for 
exchanging assets betWeen on-line virtual Worlds. 
[0002] Tens of millions of people presently participate in 
online “virtual Worlds,” Which provide simulated environ 
ments for participants (players) to inhabit and interact With 
other players. These virtual Worlds include fantasy Worlds, 
such as Second LifeTM, or massively multiplayer online 
games, such as World of WarcraftTM or EVE OnlineTM. 

[0003] While participating in these virtual Worlds, players 
typically spend a large amount of time and effort accumulat 
ing assets. For example, these assets can include sWords or 
potions in World of WarcraftTM, or houses, clothing, or vir 
tual-World currency such as Linden Dollars in Second LifeTM. 
Players also exchange these assets With other players or mer 
chants Within the same virtual World to achieve various goals. 
For example, World of WarcraftTM provides auction houses to 
facilitate buying and selling various assets and Second Life 
users establish stores Within the virtual World to facilitate the 
same. 

[0004] Although it is relatively easy to trade assets Within a 
virtual World, it is considerably harder to trade assets betWeen 
virtual Worlds. For example, a long-time player of World of 
WarcraftTM may Want to transition to playing EVE OnlineTM. 
HoWever, the player may not Want to spend a signi?cant 
amount of time accumulating assets in EVE OnlineTM if the 
player has already spent a lot of time accumulating assets in 
World of WarcraftTM. In this example, it Would be advanta 
geous for the player to be able to exchange assets in World of 
WarcraftTM for assets in EVE OnlineTM. As these virtual 
Worlds develop larger and more complex virtual assets and 
sales, the desirability of exchanges betWeen Worlds Will groW. 

SUMMARY 

[0005] Some embodiments of the present invention provide 
a system that facilitates exchanging assets betWeen online 
virtual Worlds. During operation, the system receives a ?rst 
asset from a representative of a ?rst player Who controls the 
?rst asset in a ?rst virtual World, and receives a second asset 
from a representative of a second player Who controls the 
second asset in the second virtual World. Next, the system 
provides the ?rst asset to a representative of the second player 
in the ?rst virtual World, and provides the second asset to a 
representative of the ?rst player in the second virtual World. 
[0006] In some embodiments, upon receiving the ?rst asset, 
the system stores the ?rst asset in a ?rst Warehouse in the ?rst 
virtual World, and before providing the ?rst asset, the system 
retrieves the ?rst asset from the ?rst Warehouse. Similarly, 
upon receiving the second asset, the system stores the second 
asset in a second Warehouse in the second virtual World, and 
before providing the second asset, the system retrieves the 
second asset from the second Warehouse. 

[0007] In some embodiments, a ?rst market persona in the 
?rst virtual World is responsible for receiving the ?rst asset 
from the representative of the ?rst player and providing the 
?rst as set to the representative of the second player. Similarly, 
a second market persona in the second virtual World is respon 
sible for receiving the second asset from the representative of 
the second player and providing the second asset to the rep 
resentative of the ?rst player. 
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[0008] In some embodiments, prior to receiving the ?rst 
asset, the facilitates forming an agreement to exchange the 
?rst asset With the second asset by matching the ?rst player 
Who controls the ?rst asset in a ?rst virtual World With the 
second player Who controls the second asset in a second 
virtual World, and then enabling the ?rst player and the sec 
ond player to form an agreement on an exchange betWeen the 
?rst asset and the second asset. 
[0009] In some embodiments, the system records the agree 
ment and uses parameters from the recorded agreement to 
suggest real exchange rates for future exchanges involving 
the ?rst asset and/or the second asset. 
[0010] In some embodiments, the system uses the recorded 
agreement, along With other recorded agreements associated 
With other exchanges, to establish an exchange rate betWeen 
a ?rst currency in the ?rst virtual World and a second currency 
in the second virtual World. 
[0011] In some embodiments, matching the ?rst player 
With the second player additionally involves authenticating 
the ?rst player and the second player. 
[0012] Some embodiments of the present invention provide 
a system that facilitates exchanging assets betWeen online 
virtual Worlds. During operation, the system receives a 
request from a player Who controls a ?rst asset in a ?rst virtual 
World to exchange the ?rst asset for a second asset in a second 
virtual World. Next, the system determines a real exchange 
rate betWeen the ?rst asset and the second asset based on 
equal asset values for the ?rst asset and the second asset. The 
system then receives the ?rst asset from a representative of the 
player in the ?rst virtual World, and provides the second asset 
to a representative of the player in the second virtual World. 

BRIEF DESCRIPTION OF THE FIGURES 

[0013] FIG. 1 illustrates a system Which facilitates 
exchanging assets betWeen online virtual Worlds in accor 
dance With an embodiment of the present invention. 
[0014] FIG. 2 presents a How chart illustrating hoW tWo 
players in different virtual Worlds exchange assets With each 
other in accordance With an embodiment of the present inven 
tion. 
[0015] FIG. 3 presents a How chart illustrating hoW a single 
player exchanges assets in different virtual Worlds in accor 
dance With an embodiment of the present invention. 

DETAILED DESCRIPTION 

[0016] The folloWing description is presented to enable any 
person skilled in the art to make and use the invention, and is 
provided in the context of a particular application and its 
requirements. Various modi?cations to the disclosed embodi 
ments Will be readily apparent to those skilled in the art, and 
the general principles de?ned herein may be applied to other 
embodiments and applications Without departing from the 
spirit and scope of the present invention. Thus, the present 
invention is not limited to the embodiments shoWn, but is to 
be accorded the Widest scope consistent With the principles 
and features disclosed herein. 
[0017] The data structures and code described in this 
detailed description are typically stored on a computer-read 
able storage medium, Which may be any device or medium 
that can store code and/or data for use by a computer system. 
The computer-readable storage medium includes, but is not 
limited to, volatile memory, non-volatile memory, magnetic 
and optical storage devices such as disk drives, magnetic tape, 
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CDs (compact discs), DVDs (digital versatile discs or digital 
video discs), or other media capable of storing computer 
readable media noW known or later developed. 
[0018] The methods and processes described in the detailed 
description section can be embodied as code and/or data, 
Which can be stored in a computer readable storage medium 
as described above. When a computer system reads and 
executes the code and/or data stored on the computer-read 
able storage medium, the computer system perform the meth 
ods and processes embodied as data structures and code and 
stored Within the computer-readable storage medium. Fur 
thermore, the methods and processes described beloW can be 
included in hardWare modules. For example, the hardWare 
modules can include, but are not limited to, application-spe 
ci?c integrated circuit (ASIC) chips, ?eld-programmable 
gate arrays (FPGAs), and other programmable-logic devices 
noW knoWn or later developed. When the hardWare modules 
are activated, the hardWare modules perform the methods and 
processes included Within the hardWare modules. 

Overview 

[0019] Embodiments of the present invention provide a 
system Which alloWs a player in a ?rst virtual World to 
exchange a non-monetary asset With another player in a sec 
ond virtual World Without having to: exchange the asset for 
currency of the ?rst virtual World; convert the currency from 
the ?rst virtual World to currency in the real World; convert the 
real currency to the currency of the second virtual World; and 
purchase the asset in the second World. Hence, the system 
essentially provides an ef?cient barter system (and also lets 
players exchange assets When there is no system for conver 
sion/purchase in real-World currencies). In some embodi 
ments, this is accomplished by using derived asset values and 
real exchange rates to convert betWeen assets. This is useful, 
for example, if a “player” in one World is tired or bored and 
Wants to try out another World Without losing too much value 
in the assets generated in the World he is leaving (e.g., the 
player is sick of World of WarcraftTM and Wants to move to 
Second LifeTM and the player exchanges assets With one or 
more people Who Want to do the reverse). 
[0020] Hence, in some embodiments of the present inven 
tion, the system facilitates matching players Who Would like 
to exchange assets in a ?rst virtual World for assets in a second 
virtual World With a complementary player in the second 
virtual World Who Would like to exchange their assets for 
assets in the ?rst virtual World. For example, a player may 
Want to move entirely from one virtual World to another, or a 
business may Want to balance assets betWeen tWo virtual 
Worlds. 
[0021] The system can also provide a Way for those players 
to converse about What each player Would like to exchange, 
Which enables the players to Work out an equitable exchange. 
For example, a ?rst player in a ?rst virtual World could agree 
With a second player in a second virtual World to exchange 
tWo sWords in the ?rst virtual World for one ship in a second 
virtual World. 
[0022] The system can also record transactions in a data 
base. The system canuse these recorded transactions to estab 
lish values for objects in Worlds Where there is no built-in Way 
of valuing objects in a cross-World currency or in the curren 
cies of other Worlds. For example, if We knoW the value of the 
tWo sWords to be $400 Linden Dollars (L) in Second LifeTM, 
and the tWo sWords are traded for one ship in a second virtual 
World, then the ship can be inferred to have a value equivalent 
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to $400 L for future exchanges betWeen the Worlds. (Note that 
the value of that asset could be expressed in either the cur 
rency of Second LifeTM as $400 L or in a cross-World currency 
(US dollars) determined by the Linden exchange rate With US 
dollars.) 
[0023] In another example, if We knoW a horse is equal in 
value to four boxes of dental ?oss in a ?rst virtual World, and 
three horses in the ?rst virtual World are traded for one suite 
of armor in a second virtual World, then one suit of armor in 
the second virtual World can be inferred to have a value 
equivalent to 12 boxes of dental ?oss in the ?rst virtual World. 

[0024] The system can also use the accumulated data to 
suggest values for future transactions. For example, the sys 
tem can inform a party that during previous transactions, the 
same items in a second virtual World had a value of x currency 
units in a ?rst virtual World (or in a cross-World currency). 

[0025] The system can additionally use the accumulated 
data to establish an exchange rate betWeen in-World curren 
cies and cross-World currencies (e.g., US dollars) Where no 
such exchange rate has been established previously. For 
example, suppose a ship in a second virtual World cost 100 
quatloos in that World’s currency, and during an exchange 
transaction the ship in the second virtual World Was traded for 
an asset Worth $400 L in Second LifeTM. Moreover, assume 
that $400 L in Second LifeTM is equivalent to $2 US. This 
alloWs us to infer that 100 quatloos:$2 US. An actual 
exchange rate could be determined by averaging (or other 
mechanism) over a number of transactions in Which such 
valuations are made. 

[0026] The system can also go beyond the barter model and 
can operate on the basis of exchanges of equal asset value 
rather than exchange of assets themselves. Thus, the system 
could build up and host a Warehouse of goods in each virtual 
World. Then, if a player in a ?rst virtual World Wants to move 
the value of some or all of his assets from the ?rst virtual 
World to a second virtual World, he could exchange his assets 
in the ?rst virtual World for delivery of an equal value of assets 
in the second virtual World from the system’s Warehouse of 
goods in the second virtual World. Hence, the system can 
effectively function as a market-maker. 

[0027] We describe various embodiments of the present 
invention in more detail beloW. 

Online Virtual Worlds 

[0028] FIG. 1 illustrates a system Which facilitates 
exchanging assets betWeen online virtual Worlds in accor 
dance With an embodiment of the present invention. More 
speci?cally, FIG. 1 illustrates tWo online virtual Worlds 110 
and 120. Virtual Worlds 110 and 120 provide simulated envi 
ronments for players to inhabit and interact With other play 
ers. These virtual Worlds can include reality simulation 
Worlds, such as Second LifeTM, or massively multiplayer 
online games, such as World of WarcraftTM or EVE OnlineTM. 
In general, virtual Worlds 110 and 120 can include any com 
puter-based simulated environment Which enable players to 
interact With other players and/ or simulated players. Note that 
virtual Worlds 110 and 120 can be different virtual Worlds. For 
example, virtual World 110 can be Second LifeTM While vir 
tual World 120 can be World of WarcraftTM. 

[0029] Virtual Worlds 110 and 120 can also be different 
instances of the same virtual World. For example, some online 
games alloW players to inhabit different instances of the same 



US 2009/0253494 A1 

game, and the present invention can be used to facilitate 
exchanges of assets betWeen players in the different instances 
of the same game. 
[0030] Note that an asset can include any item that a player 
has rights to (or control over) in the virtual World. For 
example, an asset can be a sWord, a potion or even currency in 
a virtual World. More generally, the asset can also include any 
rights or poWers Within the virtual World if such rights or 
poWers are transferable. For example, the asset can include 
the right to cross a property belonging to another player in the 
virtual World, or the poWer to Walk on Water Within the virtual 
World. 
[0031] Virtual Worlds 110 and 120 are inhabited by a num 
ber of personas (or characters) Who are controlled by players. 
More speci?cally, virtual World 110 includes a persona 114 
Who is controller by a player 115, and virtual World 120 
includes a persona 124 Who is controlled by a player 125. 
Note that players typically control personas (or characters) by 
entering commands through one or more input devices, such 
as a keyboard or a mouse. 

[0032] Virtual Worlds 110 and 120 also include Warehouses 
for storing assets that are received from personas and are to be 
given to other personas. These Warehouses can be associated 
With “market personas,” Who actually exchange the assets 
With the personas. More speci?cally, virtual World 110 
includes Warehouse 111 and market persona 112, Wherein 
market persona 112 exchanges various assets from Ware 
house 111 With persona 114. Similarly, virtual World 120 
includes Warehouse 121 and market persona 122, Wherein 
market persona 122 exchanges various assets from Ware 
house 121 With persona 124. 
[0033] One embodiment of the present invention provides a 
system Which facilitates exchanging assets betWeen persona 
114 in virtual World 110 andpersona 124 in virtual World 120. 
To facilitate this process, this system provides an interface 
140 betWeen the virtual Worlds. Interface 140 facilitates com 
munication between: (1) market personas 112 and 122, (2) 
personas 114 and 124 and (3) players 115 and 125. This 
communication enables players 115 and 125 to arrive at an 
exchange agreement 130 and to coordinate the associated 
exchange of assets. 
Exchanging Assets betWeen TWo Players 
[0034] FIG. 2 presents a How chart illustrating hoW tWo 
players in different virtual Worlds can exchange assets With 
each other in accordance With an embodiment of the present 
invention. First, the system matches a ?rst player Who con 
trols a ?rst asset in a ?rst virtual World With a second player 
Who controls a second asset in a second virtual World (step 
202). Next, the system enables the ?rst player and the second 
player to reach an agreement on an exchange betWeen the ?rst 
asset and the second asset (step 204). This can involve alloW 
ing players 115 and 125 to communicate With each other, 
either directly through a text message, an email or a phone 
call, or indirectly through their respective personas 114 and 
124. 

[0035] Next, the system records parameters of the agree 
ment (step 206). This enables the system to use parameters 
from the agreement to suggest real exchange rates for future 
exchanges involving the ?rst asset and/or the second asset. 
[0036] Some embodiments of the present invention provide 
mechanisms to establish trust betWeen players. For example, 
in some embodiments, players have digital certi?cates signed 
by a certi?cate authority (such as VerisignTM) to establish 
their identities. In these embodiments, the system alloWs the 
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players to digitally sign communications With their corre 
sponding private keys so the communications can be authen 
ticated as originating from a trusted source. Additionally, the 
system can maintain ratings for hoW Well players execute 
their agreed-upon transactions based on feedback from other 
players. 
[0037] Next, the system facilitates the actual exchange of 
assets. More speci?cally, the system receives the ?rst asset 
from a representative of the ?rst player in the ?rst virtual 
World and stores the ?rst asset in a ?rst Warehouse in the ?rst 
virtual World (step 208). Next, the system receives the second 
asset from a representative of the second player in the second 
virtual World and stores the second asset in a second Ware 
house in the second virtual World (step 210). The system then 
provides the ?rst asset from the ?rst Warehouse to a represen 
tative of the second player in the ?rst virtual World (step 212), 
and similarly provides the second asset from the second Ware 
house to a representative of the ?rst player in the second 
virtual World (step 214). 
[0038] Note that the ?rst Warehouse in the ?rst virtual World 
could issue a “receipt” or “claim” on an asset in the ?rst 
Warehouse Without the player in the virtual World actually 
having to take the item out of the Warehouse. Then, players 
could exchange those claims With other players in the ?rst 
virtual World, thereby further re?ning the valuation model. 
Note that these receipts or claims Would be similar to real 
currency When it Was based on the gold standard (When cur 
rency Was actually a gold certi?cate). 
[0039] Moreover, to ensure that the exchange of assets 
takes place in proper sequence, the system can keep the ?rst 
and second assets in “escroW” during the exchange process. 
For example, When the system receives the ?rst asset from the 
representative of the ?rst player, the system can keep the ?rst 
asset in escroW, Which means the system Will not release the 
?rst asset to a representative of the second player until a 
representative of the second player deposits the second asset 
in the second Warehouse. Similarly, When the system receives 
the second asset from the representative of the second player, 
the system can keep the second asset in escroW, so that system 
Will not release the second asset to a representative of the ?rst 
player until a representative of the ?rst player deposits the 
?rst asset in the ?rst Warehouse. 

Exchanging Assets for a Single Player 

[0040] FIG. 3 presents a How chart illustrating hoW a single 
player exchanges assets in different virtual Worlds in accor 
dance With an embodiment of the present invention. Unlike 
the situation illustrated in FIG. 2 Where tWo players exchange 
assets, in this situation a single player exchanges assets 
betWeen virtual Worlds based on a real exchange rate estab 
lished by previous transactions involving the same assets or 
related assets. 
[0041] During operation, the system receives a request 
from a player Who controls a ?rst asset in a ?rst virtual World 
to exchange the ?rst asset for a second asset in a second virtual 
World (step 302). Next, the system determines a real exchange 
rate betWeen the ?rst asset and the second asset based on 
equal asset values for the ?rst asset and the second asset (step 

304). 
[0042] This real exchange rate can be established in a num 
ber of Ways. For example, the real exchange rate can be a 
“derived exchange rate” Which is derived from transaction 
records for previous barter-exchange transactions. For 
example, if a player exchanged tWo sWords in a ?rst virtual 
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World for a ship in a second virtual World, and another player 
exchanged a ship in the second virtual World for four horses in 
the second virtual World, the system can infer that a sWord in 
the ?rst virtual World is Worth tWo horses in the second virtual 
World. Alternatively, the real exchange rate can be established 
by a centraliZed authority Who is responsible for establishing 
real exchange rates. 
[0043] Referring back to FIG. 3, the system next receives 
the ?rst asset from a representative of the player in the ?rst 
virtual World (step 306). After the ?rst asset is received, the 
system provides the second asset to a representative of the 
player in the second virtual World (step 308). 
[0044] The foregoing descriptions of embodiments have 
been presented for purposes of illustration and description 
only. They are not intended to be exhaustive or to limit the 
present description to the forms disclosed. Accordingly, 
many modi?cations and variations Will be apparent to prac 
titioners skilled in the art. Additionally, the above disclosure 
is not intended to limit the present description. The scope of 
the present description is de?ned by the appended claims. 

What is claimed is: 
1. A method for facilitating an exchange of assets betWeen 

online virtual Worlds, comprising: 
receiving a ?rst asset from a representative of a ?rst player 
Who controls the ?rst asset in a ?rst virtual World; 

receiving a second asset from a representative of a second 
player Who controls the second asset in a second virtual 
World; 

providing the ?rst asset to a representative of the second 
player in the ?rst virtual World; and 

providing the second asset to a representative of the ?rst 
player in the second virtual World. 

2. The method of claim 1, 
Wherein upon receiving the ?rst asset, the method further 

comprises storing the ?rst asset in a ?rst Warehouse in 
the ?rst virtual World, and before providing the ?rst 
asset, the method further comprises retrieving the ?rst 
asset from the ?rst Warehouse; and 

Wherein upon receiving the second asset, the method fur 
ther comprises storing the second as set in a second Ware 
house in the second virtual World, and before providing 
the second asset, the method further comprises retriev 
ing the second asset from the second Warehouse. 

3. The method of claim 1, 
Wherein a ?rst market persona in the ?rst virtual World is 

responsible for receiving the ?rst asset from the repre 
sentative of the ?rst player and providing the ?rst as set to 
the representative of the second player; and 

Wherein a second market persona in the second virtual 
World is responsible for receiving the second asset from 
the representative of the second player and providing the 
second asset to the representative of the ?rst player. 

4. The method of claim 1, Wherein prior to receiving the 
?rst asset, the method further comprises facilitating forma 
tion of an exchange agreement by: 

matching the ?rst player Who controls the ?rst asset in a 
?rst virtual World With the second player Who controls 
the second asset in a second virtual World; and 

enabling the ?rst player and the second player to form an 
agreement on an exchange betWeen the ?rst asset and the 
second asset. 
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5. The method of claim 4, further comprising: 
recording the agreement; and 
using parameters from the recorded agreement to suggest 

real exchange rates for future exchanges involving the 
?rst asset and/ or the second asset. 

6. The method of claim 5, further comprising using the 
recorded agreement along With other recorded agreements 
associated With other exchanges to establish an exchange rate 
betWeen a ?rst currency in the ?rst virtual World and a second 
currency in the second virtual World. 

7. The method of claim 1, Wherein matching the ?rst player 
With the second player additionally involves authenticating 
the ?rst player and the second player. 

8. A method for facilitating an exchange of assets betWeen 
online virtual Worlds, comprising: 

receiving a request from a player Who controls a ?rst asset 
in a ?rst virtual World to exchange the ?rst asset for a 
second asset in a second virtual World; 

determining a real exchange rate betWeen the ?rst asset and 
the second asset based on equal asset values for the ?rst 
asset and the second asset; and 

receiving the ?rst asset from a representative of the player 
in the ?rst virtual World; and 

providing the second asset to a representative of the player 
in the second virtual World. 

9. The method of claim 8, 
Wherein receiving the ?rst asset involves storing the ?rst 

asset in a ?rst Warehouse in the ?rst virtual World; and 
Wherein providing the second asset involves retrieving the 

second asset from a second Warehouse in the second 
virtual World. 

10. The method of claim 8, 
Wherein a ?rst market persona in the ?rst virtual World is 

responsible for receiving the ?rst asset from the repre 
sentative of the player; and 

Wherein a second market persona in the second virtual 
World is responsible for providing the second asset to the 
representative of the player. 

11. The method of claim 8, Wherein determining the real 
exchange rate betWeen the ?rst asset and the second asset 
involves inferring an exchange based on previous exchanges 
involving the ?rst asset, the second asset, and possibly related 
exchanges. 

12. The method of claim 8, Wherein prior to determining 
the real exchange rate, the method further involves authenti 
cating the player. 

13. A computer-readable storage medium storing instruc 
tions that When executed by a computer cause the computer to 
perform a method for facilitating an exchange of assets 
betWeen online virtual Worlds, the method comprising: 

receiving a ?rst asset from a representative of a ?rst player 
Who controls the ?rst asset in a ?rst virtual World; 

receiving a second asset from a representative of a second 
player Who controls the second asset in a second virtual 
World; 

providing the ?rst asset to a representative of the second 
player in the ?rst virtual World; and 

providing the second asset to a representative of the ?rst 
player in the second virtual World. 

14. The computer-readable storage medium of claim 13, 
Wherein upon receiving the ?rst asset, the method further 

comprises storing the ?rst asset in a ?rst Warehouse in 
the ?rst virtual World, and before providing the ?rst 
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asset, the method further comprises retrieving the ?rst 
asset from the ?rst Warehouse; and 

Wherein upon receiving the second asset, the method fur 
ther comprises storing the second as set in a second Ware 
house in the second virtual World, and before providing 
the second asset, the method further comprises retriev 
ing the second asset from the second Warehouse. 

15. The computer-readable storage medium of claim 13, 
Wherein a ?rst market persona in the ?rst virtual World is 

responsible for receiving the ?rst asset from the repre 
sentative of the ?rst player and providing the ?rst as set to 
the representative of the second player; and 

Wherein a second market persona in the second virtual 
World is responsible for receiving the second asset from 
the representative of the second player and providing the 
second asset to the representative of the ?rst player. 

16. The computer-readable storage medium of claim 13, 
Wherein prior to receiving the ?rst asset, the method further 
comprises facilitating formation of an exchange agreement 
by: 

matching the ?rst player Who controls the ?rst asset in a 
?rst virtual World With the second player Who controls 
the second asset in a second virtual World; and 

enabling the ?rst player and the second player to form an 
agreement on an exchange betWeen the ?rst asset and the 
second asset. 

17. The computer-readable storage medium of claim 16, 
Wherein the method further comprises: 

recording the agreement; and 
using parameters from the recorded agreement to suggest 

real exchange rates for future exchanges involving the 
?rst asset and/or the second asset. 

18. The computer-readable storage medium of claim 17, 
Wherein the method further comprises using the recorded 
agreement along With other recorded agreements associated 
With other exchanges to establish an exchange rate betWeen a 
?rst currency in the ?rst virtual World and a second currency 
in the second virtual World. 

19. The computer-readable storage medium of claim 13, 
Wherein matching the ?rst player With the second player 
additionally involves authenticating the ?rst player and the 
second player. 

20. A computer-readable storage medium storing instruc 
tions that When executed by a computer cause the computer to 
perform a method for facilitating an exchange of assets 
betWeen online virtual Worlds, comprising: 

receiving a request from a player Who controls a ?rst asset 
in a ?rst virtual World to exchange the ?rst asset for a 
second asset in a second virtual World; 

determining a real exchange rate betWeen the ?rst asset and 
the second asset based on equal asset values for the ?rst 
asset and the second asset; and 

receiving the ?rst asset from a representative of the player 
in the ?rst virtual World; and 

providing the second asset to a representative of the player 
in the second virtual World. 

21. The computer-readable storage medium of claim 20, 
Wherein receiving the ?rst asset involves storing the ?rst 

asset in a ?rst Warehouse in the ?rst virtual World; and 
Wherein providing the second asset involves retrieving the 

second asset from a second Warehouse in the second 
virtual World. 
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22. The computer-readable storage medium of claim 20, 
Wherein a ?rst market persona in the ?rst virtual World is 

responsible for receiving the ?rst asset from the repre 
sentative of the player; and 

Wherein a second market persona in the second virtual 
World is responsible for providing the second asset to the 
representative of the player. 

23. The computer-readable storage medium of claim 20, 
Wherein determining the real exchange rate betWeen the ?rst 
asset and the second asset involves inferring an exchange 
based on previous exchanges involving the ?rst asset, the 
second asset, and possibly related exchanges. 

24. The computer-readable storage medium of claim 20, 
Wherein prior to determining the real exchange rate, the 
method further involves authenticating the player. 
25.An apparatus that facilitates exchanging assets betWeen 

online virtual Worlds, comprising: 
a ?rst market persona in a ?rst virtual World, Wherein the 

?rst market person is con?gured to, 
receive a ?rst asset from a representative of a ?rst player 
Who controls the ?rst asset in a ?rst virtual World, and 

provide the ?rst asset to a representative of the second 
player in the ?rst virtual World; 

a second market person in a second virtual World, Wherein 
the second market persona is con?gured to, 
receive a second asset from a representative of a second 

player Who controls the second asset in a second vir 
tual World, and 

provide the second asset to a representative of the ?rst 
player in the second virtual World. 

26. The apparatus of claim 25, 
Wherein upon receiving the ?rst asset, the ?rst market 

persona is con?gured to store the ?rst asset in a ?rst 
Warehouse in the ?rst virtual World, and before provid 
ing the ?rst asset, the ?rst market persona is con?gured 
to retrieve the ?rst asset from the ?rst Warehouse; and 

Wherein upon receiving the second asset, the second mar 
ket persona is con?gured to store the second asset in a 
second Warehouse in the second virtual World, and 
before providing the second asset, the second market 
persona is con?gured to retrieve the second asset from 
the second Warehouse. 

27. An apparatus that facilitates exchanging assets betWeen 
online virtual Worlds, comprising: 

a request-receiving mechanism con?gured to receive a 
request from a player Who controls a ?rst asset in a ?rst 
virtual World to exchange the ?rst asset for a second 
asset in a second virtual World; 

an exchange-rate-determining mechanism con?gured to 
determine a real exchange rate betWeen the ?rst asset 
and the second asset based on equal asset values for the 
?rst asset and the second asset; 

an asset-receiving mechanism con?gured to receive the 
?rst asset from a representative of the player in the ?rst 
virtual World; and 

an asset-providing mechanism con?gured to provide the 
second asset to a representative of the player in the 
second virtual World. 

* * * * * 


