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SYSTEMS AND METHODS FOR ACCESSING 
ONLINE CONTENT DURING ONLINE 

GAMING 

CROSS REFERENCE TO RELATED 
APPLICATION 

[0001] This application claims the bene?t of pending US. 
patent application Ser. No. 11/109,216 ?led on Apr. 18, 2005 
and US. Provisional Patent Application Ser. No. 60/ 630,329 
?led on Nov. 22, 2004. 

FIELD OF THE INVENTION 

[0002] This invention relates generally to consumer inquir 
ies, and in particular to a system and method for accessing 
online content While participating in online gaming activities. 

BACKGROUND OF THE INVENTION 

[0003] A virtual World environment (VWE) is a computer 
generated reality comprised of graphics, images, video and/or 
audio data Which are all used to de?ne the virtual World. 
Typically, the VWE is presented to users on a computer screen 
once the user has accessed the virtual World. When multiple 
users have accessed the same VWE, they may perceive and 
interact With each other from their individual computer sys 
tems connected to a common network. 

[0004] One form of VWEs are online role playing games 
(RPGs) Which can be traced back to the 1970s to non-graphi 
cal online multi-user dungeon (MUD) games, to text-based 
computer games such as AdventureTM and ZorkTM, and to pen 
and paper role-playing games like Dungeons & DragonsTM. 
RPGs are games Where players assume the roles of ?ctional 
characters via role-playing. At their core, these games are a 
form of interactive and collaborative storytelling. Whereas 
cinema, novels and television shoWs are passive, role-playing 
games engage the participants actively, alloWing them to 
simultaneously be audience, actor, and author. Each player’s 
character has a number of characteristics, often including 
strength, intelligence, charisma, and various paranormal 
traits. The exact abilities vary by game. Numerical values 
assigned to these characteristics re?ect the character’s 
learned and intrinsic attributes and abilities, and can be used 
during game play to evaluate the outcome of various chance 
events. In most game systems most or all of these character 
istics can be improved in some Way via gameplay, usually by 
gaining experience points for completing certain objectives. 
[0005] Massively multiplayer online role-playing game 
(MMORPG) are a more recent incarnation of online RPGs 
Which enable thousands of players to play in an evolving 
virtual World at the same time over a netWork, such as the 
Internet. Although VWEs may be displayed in tWo dimen 
sions, three-dimensional VWEs have become increasingly 
popular. In addition, some VWEs use rendered geometric 
models and audio data to provide both a visual and auditory 
3D perspective for the user. 
[0006] In order to access an online RPG, such as an 
MMORPG, players must run a client on their local computer 
systems to connect to the VWE, Which is generally hosted by 
the game’s publisher, manager or director. The virtual Worlds 
they create are called “persistent Worlds”, meaning that the 
World continues regardless of Who is logged in or not. When 
a player logs in, they are represented in the game World by an 
“avatar,” Which is a graphical representation of an online user 
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in the VWE. The avatar may be a scanned image of the user’s 
face or any other computer-generated graphic for that matter. 
[0007] Most online RPGs run several identical copies of the 
virtual World, called “shards” or “servers,” from Which the 
player may choose. In this fashion, the player is able to shape 
their oWn experience by providing multiple (or customizable) 
avatars from Which the player may select. Once a player 
enters the VWE, they can engage in a variety of activities on 
their oWn, or With other players Who are concurrently access 
ing the same VWE. The game host Will generally supervise 
the virtual World and continually offer players neW activities 
and enhancements to experience. Game ho sting has become a 
multi-million dollar a year venture With most online RPGs 
being commercial in nature. That is, a user must pay a sub 
scription fee, Which is often done on an hourly basis or a 
monthly basis, in order to continue to access the VWE. 
[0008] While the gaming experience has been dramatically 
improved over the years in many respects, there is currently 
little progress made toWards enabling online players to access 
and experience online content such as music While in-game. 
Thus, there is a need for an improved system and method for 
accessing online content during online gaming. 

SUMMARY OF THE INVENTION 

[0009] Systems and methods for performing accessing 
online content during online gaming are disclosed. In one 
embodiment, a method includes providing access to a virtual 
World environment, and streaming personaliZed content to a 
subset of users accessing the virtual World environment. The 
method also includes directing the subset of users to a third 
party server from Which the personaliZed content is available 
for doWnload, and then enabling the subset of users to doWn 
load the personaliZed content from the third-party server 
While still in the virtual World environment. 
[0010] Other aspects, features, and techniques of the inven 
tion Will be apparent to one skilled in the relevant art in vieW 
of the folloWing detailed description of the invention. 

BRIEF DESCRIPTION OF THE DRAWINGS 

[0011] FIG. 1 is one embodiment of a computer system 
capable of being used to carry out one or more aspects of the 

invention; 
[0012] FIG. 2 is one embodiment of client-server system 
capable of implementing one or more aspects of the inven 
tion; 
[0013] FIG. 3 depicts one embodiment of a process for hoW 
content may be accessed during online gaming; 
[0014] FIG. 4 depicts another embodiment of a process for 
hoW content may be accessed during online gaming; and 
[0015] FIGS. 5A-5B depict one embodiment of a process 
for hoW streamed content may be marked from Within a VWE. 

DETAILED DESCRIPTION OF THE 
EXEMPLARY EMBODIMENTS 

[0016] One aspect of the invention is personaliZe the audio 
experience for online RPG/MMORPG gamers, as Well as 
other VWEs. In one embodiment, users are able to access 
available online music content While in-game or from Within 
a VWE. In one embodiment, users desiring to access addi 
tional music content to be played While in the VWE (e.g., 
in- game) may be directed to a third-party server, from Which 
the desired music content may be selected and/or doWn 
loaded. The selected music content may then replace the 
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generic background music to Which all other users are limited 
While in the VWE. The source of the downloaded music or 
stream could be represented in the game as an avatar or 
storefront, or outside the VWE as a Website. In either repre 
sentation, audio ?les may be doWnloaded to the player’s 
system With the doWnloaded ?les being used as a background 
music source for the VWE. 

[0017] Another aspect of the invention is to enable a gam 
ing host (as knoWn as the “game master” or “game lord”) to 
customiZe the audio experience for online garners. Since 
MMORPG environments are typically hosted on a remote 
server maintained by a game host, this game host may selec 
tively stream particular music content to particular groups or 
sub-groups of online players. The music content can be 
de?ned as a single music ?le or a playlist of music ?les. This 
game-host-selected music content may then replace the 
generic background music to Which all other players are 
limited. It should equally be appreciated that hosts of VWEs 
other than MMORPGs may similarly select and stream par 
ticular music to particular users. The VWE host may also 
present the user With several “channels” of streaming music 
from Which the group or sub-group of user can choose. 

[0018] In one embodiment, users may choose to doWnload 
music content Which has been selectively streamed to them by 
the VWE host While in the VWE (e.g., While in-game). Such 
content may be stored locally on the user’s computer system, 
or may alternatively be stored on a third-party server for later 
access by the user. 

[0019] The number of streams or doWnloads that are made 
available to the users can vary. In one embodiment, a user may 
be “locked” into a single stream or be opened to multiple 
streams from multiple sources. In order to facilitate the easy 
selection of ?les or streams While in-game, the VWE may 
permit an accelerated command that gives the user an easy 
method to select from the different audio sources. In one 
embodiment, the user Would press a key combination of “con 
trol-key-number” that Would quickly move the audio from the 
current stream to the one identi?ed by “number.” In another 
embodiment, the player Would type in a command (e.g., to a 
game chat or command line) that Would change channels. The 
command may folloW the conventions of other command line 
commands (commonly called “slash” commands). 
[0020] Still another aspect of the invention is to provide a 
quick method of selecting content from a stream While the 
user is in the VWE (e. g., While a player is in-game). When a 
user is listening to an audio stream and they are interested in 
a particular track that is being broadcast on the stream, the 
user may be given the ability to ‘mark’ that track for later 
action. In one embodiment, the marking of the track may 
occur in a Way similar to that of the audio channel (or ?le) 
selection mentioned above (i .e., a key combination entered by 
the user). In another embodiment, a command line command 
may be used to mark a desired audio track. Once the audio 
track is marked, a client application or server-side script may 
add the track to a play list and keep the list for the user. Such 
a list of marked audio tracks may be presented and/ or avail 
able to the user on demand. In one embodiment, the list can be 
used to ?ll a shopping cart for music track purchase. In 
another embodiment, such a list may represent an on-demand 
list of music for the next time the user enters the VWE. 

[0021] When implemented in softWare, the elements of the 
invention are essentially the code segments to perform the 
necessary tasks. The program or code segments can be stored 
in a processor readable medium or transmitted by a computer 
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data signal embodied in a carrier Wave over a transmission 
medium or communication link. The “processor readable 
medium” may include any medium that can store or transfer 
information. Examples of the processor readable medium 
include an electronic circuit, a semiconductor memory 
device, a ROM, a ?ash memory or other non-volatile memory, 
a ?oppy diskette, a CD-ROM, an optical disk, a hard disk, a 
?ber optic medium, a radio frequency (RF) link, etc. The 
computer data signal may include any signal that can propa 
gate over a transmission medium such as electronic netWork 
channels, optical ?bers, air, electromagnetic, RF links, etc. 
The code segments may be doWnloaded via computer net 
Works such as the Internet, Intranet, etc. 

[0022] As discussed herein, a “computer” or “computer 
system” is a product including circuitry capable of processing 
data. The computer system may include, but is not limited to, 
general purpose computer systems (e.g., server, laptop, desk 
top, palmtop, personal electronic devices, etc.), personal 
computers (PCs), hard copy equipment (e.g., printer, plotter, 
fax machine, etc.), banking equipment (e.g., an automated 
teller machine), and the like. In addition, a “communication 
link” refers to the medium or channel of communication. The 
communication link may include, but is not limited to, a 
telephone line, a modem connection, an Internet connection, 
a digital subscriber line (DSL), an Integrated Services Digital 
NetWork (“ISDN”) connection, an Asynchronous Transfer 
Mode (ATM) connection, a frame relay connection, an Eth 
ernet connection, a coaxial connection, a ?ber optic connec 
tion, satellite connections (e.g. Digital Satellite Services, 
etc.), Wireless connections, radio frequency (RF) links, elec 
tromagnetic links, tWo Way paging connections, etc., and 
combinations thereof. 

[0023] The present disclosure relates to any application that 
renders a VWE, such as an online RPG, MMORPG, or any 
other form of a virtual environment. Typically the VWE Will 
be experienced by a user through a client application execut 
ing on a user computer, such as computer system 100. It 
should be appreciated that computer system 100 may com 
prise any personal desktop computer, notebook computer, 
Work station, or other digital computer system that includes a 
processor or a central processing unit (CPU) 110, Which may 
include an arithmetic logic unit (ALU) for performing com 
putations, a collection of registers for temporary storage of 
data and instructions, and a control unit for controlling opera 
tion for the computer system 100. In one embodiment, the 
processor 110 includes any one of the x86, PentiumTM. class 
microprocessors as marketed by IntelTM. Corporation, micro 
processors as marketed by AMDTM, or the 6.times.86MX 
microprocessor as marketed by CyrixTM Corp. In addition, 
any of a variety of other processors, including those from Sun 
Microsystems, MIPS, IBM, Motorola, NEC, Cyrix, AMD, 
Nexgen and others may be used for implementing processor 
110. Moreover, the processor 100 need not be limited to 
microprocessors but may take on other forms such as micro 
controllers, digital signal processors, reduced instruction set 
computers (RISC), application speci?c integrated circuits, 
and the like. Although shoWn With one processor 110, it 
should equally be appreciated that computer system 100 may 
alternatively include multiple processing units. 
[0024] The processor 110 is shoWn as being coupled to 
random access memory 120, Which may include synchronous 
dynamic random access memory (SDRAM). The processor is 
also coupled to a display device 130, Which may be a televi 
sion, monitor, LCD screen or any other display screen 
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capable of displaying rendered graphics and text. Although 
not shown, user computer may also include a graphics con 
troller, a graphics engine, a video controller and/or video 
memory. 
[0025] The processor 110 is also coupled to non-volatile 
memory 140 Which may include (but not be limited to) a hard 
disk, ?oppy disk, CD-ROM, DVD-ROM, tape, high density 
?oppy, high capacity removable media, loW capacity remov 
able media, solid state memory device, etc ., and combinations 
thereof. The netWork interface 150 may include a netWork 
interface card (N IC), a modem interface, integrated services 
digital netWork (ISDN) adapter for high-speed data transmis 
sion used to exchange data With other computer systems, 
including server-side system 170, coupled to netWork 160. 
[0026] The user input device 180 may include a keyboard, 
mouse, joystick and the like for enabling a user to interact 
With and provide commands to the computer system 100. 
Computer system 100 may further include system ?rmWare, 
such as system BIOS, for controlling, among other things, 
hardWare devices in the computer system 100. The system 
?rmware may include ROM and/or ?ash (or EEPROM) 
memory. 
[0027] As is familiar to those skilled in the art, the computer 
system 100 may further includes an operating system (OS) 
and at least one application program, Which in one embodi 
ment, are loaded into RAM 120 from non-volatile memory 
140. The OS may include any type of OS including, but not 
limited or restricted to, DOS, WindoWs, Unix, Linux, Xenix, 
etc. The operating system is a set of one or more programs 
Which control the computer system’s 100 operation and the 
allocation of resources. The application program is a set of 
one or more softWare programs that performs a task desired 
by the user. Additional details of user computers are not 
required to fully disclose the present invention, since such 
devices are generally Well knoWn to those of ordinary skill in 
the art. 

[0028] Typically, a client application (e.g., client app 190) 
that is usable to implement one or more aspects of the inven 
tion Would be loaded into RAM 120 from non-volatile 
memory 140 (e.g., hard drive, removable ?oppy disk, CD 
ROM, etc.). Once loaded into RAM 120, the computer-read 
able instructions Which comprise the client app 190 may be 
executed by processor 110. The user may then interact With 
the client app 190 (and hence the VWE) by providing one or 
more inputs via the aforementioned user input device 180. 
The client app 190 may reside completely in RAM 120, 
completely in non-volatile memory 140, or may reside partly 
in RAM 120 and partly in non-volatile memory 140. In one 
embodiment, client app 190 is usable to graphically render a 
VWE that includes various artifacts, objects, avatars, rooms 
and other virtual representations. 
[0029] Referring noW to FIG. 2, depicted is one embodi 
ment of a client-server system 200 capable of implementing 
one or more aspects of the invention. System 200 includes 
server-side system 170 in communication With a plurality of 
user computers 210.sub.1-210.sub.N (“210”) via netWork 
160, as previous described. Server-side system 170 includes 
one or more World servers 220 Which continuously update 
one or more World databases 230. In one embodiment, World 
databases 230 contain data Which can be used to represent the 
current version of the entire VWE or World. 

[0030] As previously mentioned, in one embodiment each 
of the user computers 210 may each execute a client applica 
tion 190.sub.1-190.sub.N that are usable to access the World 
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servers 220 and the VWE’s they maintain. In addition, each of 
the user computers may maintain a local database Which 
includes a subset of the information contained in a corre 
sponding World database 230. While in one embodiment each 
of the World servers 220 may individually be used to serve a 
VWE, in another embodiment a netWork of distributed serv 
ers may be used to administer the VWE and corresponding 
World database 230. 
[0031] World servers 220 may be used to doWnload the 
client applications 190 and/or a portion of the VWE’s World 
database 230 to a large number of individual user computers 
210. User manipulations of the VWE (e.g., adding, deleting, 
or moving objects Within the VWE) may be handled auto 
matically by the World server 220 to Which the user comput 
er’s client application 190 is connected. 
[0032] Referring noW to FIG. 3, depicted is one embodi 
ment of a process 300 for accessing music content for per 
sonaliZing the in-game listening experience. While it should 
be understood that process 300 may equally be applicable to 
any type of a VWE other than an online gaming environment, 
for simplicity the folloWing description is provided in terms 
of online gaming and personaliZing audio content While in 
game. 
[0033] Process 300 begins at block 310 Where the game 
and/or gaming client (e. g., client app 190) is initiated. It 
should be appreciated that this may involve varying sign-in 
and/or game client execution operations. Regardless of the 
method by Which the player enters the online gaming envi 
ronment, once complete, process 300 Will then continue to 
block 320 Where a determination is made as to Whether the 
player desires to access available online music content. In one 
embodiment, this determination involves a player selection of 
a button, icon, keystroke, etc. While in-game. 
[0034] Once the player has indicated a desire to doWnload 
available online music content, process 300 may continue to 
block 330 Where a third-party portal may be accessed. In one 
embodiment, the third-party portal is a Web site of a music 
content provider. It should be appreciated that the third-party 
portal may be accessible separate from the gaming interface 
or through a netWork connection, such that the player remains 
in-game at all times during the process 300. In another 
embodiment, the third-party portal is accessed using a Web 
broWser. 
[0035] Once at the third-party portal, the player may 
broWse and select from the available music titles. Process 300 
may then continue to block 340 Where the selected content is 
doWnloaded by the player. In one embodiment, there may be 
a fee associated With doWnloading the content. In another 
embodiment, rather than doWnloading the content, the con 
tent may be streamed to the player’s computer from one of the 
third-party’s servers. 
[0036] At this point, process 300 moves to block 350 Where 
the selected music content (Whether doWnloaded or 
streamed) is played While the player continues With in-game 
activities. In one embodiment, the selected music content is 
incorporated into the gaming experience by replaces the pre 
viously played generic background music. 
[0037] FIG. 4 is another embodiment of a process 400 for 
hoW a game host for accessing music content for customizing 
the in-game listening experience. In this embodiment, pro 
cess 400 begins at block 410 With players entering the game 
environment, Which in one embodiment involves loading a 
gaming client (e.g., client app 190) and entering access infor 
mation (e.g., usemame, passWord, etc.). Once in-game, the 
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game host may desire to stream customized music content to 
selected in-game players (block 420). This content may be 
representative of the current gaming scenario for the selected 
players, or may be selected based on any number of other 
criteria. As the players continue their gaming experience, 
While listening to the personalized music content provided by 
the game host, at block 430 the players may be provided With 
the opportunity to doWnload the music content While still 
in-game. 
[0038] If a player has indicated that they Would like to 
doWnload some or all of the music content being streamed to 
them by the game host, process 400 Will continue to block 440 
Where the player may be able to access a third-party music 
content portal. In one embodiment, this portal may be a Web 
site from Which music content may be doWnloaded, Whether 
for a fee or otherWise. In one embodiment, a user account is 
accessed prior to being able to doWnload music content, While 
in another embodiment, the player is able to directly access a 
sub-page of the music content portal. In any event, once the 
third-party content portal has been accessed the player may 
doWnload the selected music content While still in-game at 
block 450. The doWnloaded selected content may then be 
played by the user at block 460. As With previously described 
process 300, it should be appreciated that process 400 may be 
equally applicable to any type of a VWE. 
[0039] FIGS. SA-SB describe a process for hoW streamed 
content may be marked from Within a VWE, such as an online 
RPG. In one embodiment, an online gamer may use process 
500 to “mark” tracks When selecting to have particular audio 
streamed to them While in- game, as previously described With 
reference to FIGS. 3 and 4. 

[0040] Referring noW to FIG. 5A, process 500 begins at 
block 510 With the user entering the VWE (e.g., player enter 
ing a game environment), Which in one embodiment involves 
loading a client application on the user’s computer system 
and entering access information. Once the user has entered 
the VWE, the host (e.g., game host) may desire to stream 
customized/personalized music content to online users at 
block 520.As the users continue theirVWE experience, While 
listening to the customiZed music content provided by the 
VWE host, a determination may be made at block 530 as to 
Whether the user Will be provided With the opportunity to 
select different music content While still in the VWE. If not, 
then the host’s content selection Will continue to be streamed 
to the user With process 500 returning to block 520. If, on the 
other hand, the user is to be provided With the ability to 
customiZe the content stream, then process 500 Will continue 
to block 340 Where the user Will begin listening to the user 
selected content. 

[0041] Once the user-selected content begins playing, pro 
cess 500 Will move to block 550 Where a determination is 
made as to Whether the user has indicated (e. g., using a 
command or keystroke) that they Would like to “mar ” a 
particular track from the currently selected audio stream. If 
the user has marked a particular track, process 500 Will move 
to block 560 Where the relevant track information may be 
collected from the metadata or other stream information and 
put into a play list. This play list may be a locally maintained 
list or grouping of marked audio tracks, or may alternatively 
be maintained remotely (e.g., by server-side system 170). In 
one embodiment, Whenever a user is in the VWE (e.g., in 
game) or When they exit the VWE, the user may be given the 
opportunity to revieW their play list and choose from among 
a plurality of possible actions. 
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[0042] Where the user has not marked a track nor indicated 
a desire to mark a track, process 500 continues to block 570 of 
FIG. 5B.At this point, users may be given the ability to revieW 
previously marked tracks. While in one embodiment, marked 
tracks are presented to the user When requested, in another 
embodiment a marked-tracks list may be automatically pre 
sented to the user. 
[0043] In the event that it is determined at block 570 that the 
user is to be presented With the marked-tracks list or play list, 
process 500 Will continue to block 580 Where the list of 
“marked” tracks is presented to the user. 
[0044] Continuing to refer to FIG. 5B, the list of marked 
tracks may then be used to populate a “shopping list” that can 
then be sent, for example, to a merchant site (block 390). In 
one embodiment, this may provide the user With an ef?cient 
method for listening and “marking” audio tracks While in a 
virtual environment for later use/purchase. Thereafter, at 
block 595 the user is free to visit the merchant site to Which 
the “shopping list” Was sent. In one embodiment, the “shop 
ping list” is used to populate or otherWise be added to a list of 
items designated for purchase from the merchant site. More 
over, it should be appreciated that the user may be automati 
cally directed to the merchant site While in the VWE, may be 
directed to the merchant site after exiting the VWE, or may be 
free to manually visit the merchant site at their convenience. 
[0045] While the invention has been described in connec 
tion With various embodiments, it Will be understood that the 
invention is capable of further modi?cations. This application 
is intended to cover any variations, uses or adaptation of the 
invention following, in general, the principles of the inven 
tion, and including such departures from the present disclo 
sure as come Within the knoWn and customary practice Within 
the art to Which the invention pertains. 
What is claimed is: 
1.-17. (canceled) 
18. A computer program product comprising: a computer 

usable medium having computer program code embodied 
therein, the computer program product having: computer 
readable program code to provide access to a virtual World 
environment; computer readable program code to stream per 
sonaliZed content to a subset of users accessing said virtual 
World environment; computer readable program code to 
direct said subset of users to a third-party server from Which 
saidpersonaliZed content is available for doWnload; and com 
puter readable program code to enable said subset of users to 
doWnload said personaliZed content from said third-party 
server While still in said virtual World environment. 

19. The computer program product of claim 18, Wherein 
said computer readable program code to provide access com 
prises computer readable program code to permit a client 
application executing on a user computer to access said vir 
tual game environment over a netWork connection. 

20. The computer program product of claim 19, further 
having computer readable program code to generate said 
virtual game environment by a server-side system that is 
accessible via said netWork connection by a plurality of users 
Which includes said subset of users. 

21. The computer program product of claim 18, Wherein 
said computer readable program code to stream personaliZed 
content comprises computer readable program code to stream 
an audio ?le to the subset of users and computer readable 
program code to stream a different audio ?le to a group of 
users different than said subset of users. 

22. The computer program product of claim 18, Wherein 
said computer readable program code to stream personaliZed 
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content comprises computer readable program code to stream 
a plurality of channels of audio content from Which online 
users may select a particular channel to listen. 

23. The computer program product of claim 18, Wherein 
said virtual World environment is an online role playing game 
environment. 
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24. The computer program product of claim 18, further 
having computer readable program code to receive a request 
from an online user to mark a track of said personaliZed 
content. 

25.-26. (canceled) 


