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(57) ABSTRACT 

A method and system are disclosed in Which a group of 
people are able to replicate the physical World experience of 
going With a group of friends to pick a movie, Watch the 
movie together, and provide commentary on the movie itself 
in the virtual World on a virtual couch While each user is 
sitting in different physical locations. Additionally, the virtual 
representation of the destination that the group of people are 

WA (Us) Watching the movie together in can be themed to alloW users 
to Watch movies in different locations pivoting on special 

(21) Appl. No.: 12/551,403 events or by the users choice. 
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AVATAR INTEGRATED SHARED MEDIA 
SELECTION 

CROSS-REFERENCE 

[0001] This application claims the bene?t of US. Provi 
sional Patent Application No. 61/217,268, ?led May 29, 
2009, which is hereby incorporated by reference in its 
entirety. This application is also related to co-pending US. 
application Ser. No. , ?led on even date herewith, 
entitled “Avatar Integrated Shared Media Experience”, which 
is hereby incorporated by reference in its entirety. 

BACKGROUND 

[0002] The wide availability of data networks has enabled 
computing device users to remain connected to their provider 
networks and thus all of the data and services available via the 
Internet and other networks. The growth of such networks 
have also fueled the growth of community and social appli 
cations using computing devices such as mobile phones and 
personal computers. For example, networked multiplayer 
gaming is generally available on both personal computers and 
game consoles. Such networked applications allow users to 
remain connected and to share online experiences without the 
need to be physically present in the same location. 

[0003] However, many social activities remain out of reach 
of online networks. For example, networked social multime 
dia experiences, such as streaming video, for example, are not 
generally available or convenient to use. 

[0004] In some cases, avatars may be used to enhance a 
group or online experience. An avatar can represent a user in 
a variety of contexts, including computer or video games, 
applications, chats, forums, communities, and instant mes 
saging services. An avatar may be an object representing the 
embodiment of a user and may represent various actions and 
aspects of the user’s personal, beliefs, interests, or social 
status. However, the use of avatars has not overcome the 
de?ciencies of existing group and online systems and appli 
cations. 

SUMMARY 

[0005] One popular social activity is the viewing of movies 
and television shows. However, it is dif?cult for users who 
live in separate physical locations to conveniently decide on a 
movie or television show to watch together. For example, it 
may be dif?cult and cumbersome for a participant in an online 
group to suggest a movie and listen to suggestions from other 
members of the group. Furthermore, it may be dif?cult to 
communicate thoughts and feelings about the various sug 
gested movie or television titles to the members of the group 
while at the same time maintaining a sense of fun and inter 
action that is typical of an in-person movie/television show 
selection experience. 
[0006] A method and system are disclosed herein in which 
a group of people may replicate the physical world experience 
of going with a group of friends to select a movie or show to 
watch together in a virtual world while the users are in dif 
ferent physical locations. Users of a group may nominate 
movie or television selections for group viewing. In one 
embodiment, a display at a user’s location may render avatars 
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representing the users of the group. Users may also select an 
emotion that the member wishes to express to the other users 
of the group. 

BRIEF DESCRIPTION OF THE DRAWINGS 

[0007] FIG. 1 is a block diagram of an example network 
con?guration. 
[0008] FIG. 2 depicts an example user interface that maybe 
provided during a networked, social multimedia experience. 
[0009] FIGS. 3A-3C are ?owcharts of example methods for 
synchronizing control commands in a networked, social mul 
timedia environment. 
[0010] FIG. 4 is a block diagram of an example computing 
environment. 
[0011] FIGS. 5A-5G are screen shots from the perspective 
of one user of a group of users illustrating a process ?ow of an 
avatar integrated shared media nomination and watching 
experience. 
[0012] FIG. 6 depicts an exemplary user interface incorpo 
rating some of the embodiments disclosed herein. 
[0013] FIG. 7 depicts an exemplary process incorporating 
some of the embodiments disclosed herein. 
[0014] FIG. 8 depicts example system for providing a 
shared media experience. 
[0015] FIG. 9 illustrates a computer readable medium bear 
ing computer executable instructions discussed with respect 
to FIGS. 1-8. 

DETAILED DESCRIPTION OF ILLUSTRATIVE 
EMBODIMENTS 

[0016] Certain speci?c details are set forth in the following 
description and ?gures to provide a thorough understanding 
of various embodiments of the disclosure. Certain well 
known details often associated with computing and software 
technology are not set forth in the following disclosure to 
avoid unnecessarily obscuring the various embodiments of 
the disclosure. Further, those of ordinary skill in the relevant 
art will understand that they can practice other embodiments 
of the disclosure without one or more of the details described 
below. Finally, while various methods are described with 
reference to steps and sequences in the following disclosure, 
the description as such is for providing a clear implementa 
tion of embodiments of the disclosure, and the steps and 
sequences of steps should not be taken as required to practice 
this disclosure. 
[0017] Many social activities have been replicated or simu 
lated by networked or online activities. For example, group 
discussions have been simulated using on-line messaging or 
chat services. However, some social activities have been more 
dif?cult to replicate. For example, one popular social activity 
is the group viewing of movies and television shows. How 
ever, it is dif?cult for users who are in separate physical 
locations to conveniently decide on a movie or television 
show to watch together. For example, it may be di?icult and 
cumbersome for a participant in an online group to suggest a 
movie and listen to suggestions from other members of the 
group. Furthermore, it may be dif?cult to communicate 
thoughts and feelings about the various suggested movie or 
television titles to the members of the group while at the same 
time maintaining a sense of fun and interaction that is typical 
of an in-person movie/television show selection experience. 
[0018] The following example embodiments describe the 
media nomination and selection process in the context of 
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vieWing movies and television shows. The selection of mov 
ies and television shoWs is exemplary, and those skilled in the 
art Will recognize that the principles are readily applicable to 
the nomination and selection of other media types that may be 
shared among a group of users. Such media types may include 
any media ?le or application such as music ?les and video 
games. All such media types and applications are contem 
plated as Within the scope of the present disclosure. 
[0019] In various embodiments disclosed herein, a group of 
users may replicate the physical World experience of meeting 
With a group of friends to select a movie or television shoW to 
Watch together. The experience may be replicated in a virtual 
World in Which the users are in different physical locations 
and in communication via a network. Users of the group may 
nominate movie or television selections for group vieWing. In 
one embodiment, a display at a user’s location may render 
avatars representing the users of the group. Users may also 
select an emotion that the user Wishes to express to the other 
users of the group. 

[0020] According to the methods and systems described 
herein, a user in a group of users may be provided an oppor 
tunity to broWse content made available by a system and/or 
service, such as for example Microsoft’s XBOX 360 console 
and XBOX LIVE service, and to nominate speci?c content, 
such as movies or television shoWs, that they Would like to 
Watch. Once the group of users has nominated movies or 
television shoWs that they Would like to Watch, the users may 
discuss With each other, via for example their respective head 
set devices, regarding Which movie or shoW they Would like to 
Watch together. 
[0021] Each user may also have an avatar Which is a virtual 
representation of his- or herself that may act out different 
“pick my movie” animations to attempt to convey the user’s 
excitement With the particular movie or television shoW he or 
she has chosen. Many applications such as video games 
sometimes feature a user-created, system-Wide avatar as a 
user-controlled character. Avatars can be graphical images 
that represent real persons in virtual or game space. Typically, 
a user may customiZe the avatar in variety of Ways dealing 
With appearance, such as facial features and clothing. This 
alloWs the user a more personaliZed and involved video gam 
ing experience. For instance, the Nintendo Corporation has a 
user-created, system-Wide avatar, the MII®, Which a user 
may then use as his or her user-controlled character in video 
games that support this feature, such as WII SPORTS®. 
[0022] Once a “leader” ultimately picks a particular piece 
of content, such as a particular movie, the chosen content may 
be Watched by the group of users and their respective avatars 
may appear in a virtual “destination” to Watch the movie 
together. The virtual destination and a representation of the 
group Watching the content may appear on the display of each 
user’s respective console, thus simulating a physical gather 
ing of those users. The group of users may talk during the 
movie on their headsets and have their avatars perform emo 
tions and gestures that the user in the physical World is feeling 
based on the content being played. 
[0023] Additionally, the system may provide themed des 
tinations that may be chosen by the system or by one or more 
of the users of the group vieWing the content. For example, a 
content service provider, such as an online provider of movies 
that can be rented for vieW, may provide a themed destination 
that resembles a home theater environment. Another service 
provider may provide a themed destination that resembles a 
full theater. Other themed destinations may include ones that 
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resemble a beach, aquarium, outer space, mountains, drive-in 
theater or any other destination. The themed destination may 
be chosen by a leader of the group or by the collective agree 
ment of the users. Hidden/unlockable themes may also be 
provided based on events occurring around a user. For 
example, if one of the users in the group is having a birthday 
on that day, the system may provide a special destination 
Where a birthday cake and balloons may appear as the users 
are Watching a movie together. 

Infrastructure for Supporting a Shared Media Nomination 
and Watching Experience 

[0024] FIG. 1 illustrates an example netWork environment. 
Of course, actual netWork and database environments may be 
arranged in a variety of con?gurations; hoWever, the example 
environment shoWn here provides a frameWork for under 
standing the type of environment in Which an embodiment 
may operate. 
[0025] The example netWork may include one or more 
client computers 20011, a server computer 200b, data source 
computers 2000, and/or databases 270, 27211, and 27219. The 
client computers 200a and the data source computers 2000 
may be in electronic communication With the server com 
puter 20019 by Way of the communications netWork 280 (e. g., 
an intranet, the Internet or the like). The client computers 
200a and data source computers 2000 may be connected to 
the communications netWork by Way of communications 
interfaces 282. The communications interfaces 282 can be 
any type of communications interfaces such as Ethemet con 
nections, modem connections, Wireless connections and so 
on. 

[0026] The server computer 2001) may provide manage 
ment of the database 270 by Way of database server system 
softWare such as MICROSOFT®’s SQL SERVER or the like. 
As such, server 2001) may act as a storehouse of data from a 
variety of data sources and provides that data to a variety of 
data consumers. 

[0027] In the example netWork environment of FIG. 1, a 
data source may be provided by data source computer 2000. 
Data source computer 2000 may communicate data to server 
computer 2001) via communications netWork 280, Which may 
be a LAN, WAN, Intranet, Internet, or the like. Data source 
computer 2000 may store data locally in database 27211, 
Which may be database server or the like. The data provided 
by data source 2000 can be combined and stored in a large 
database such as a data Warehouse maintained by server 2001). 
[0028] Client computers 20011 that desire to use the data 
stored by server computer 2001) can access the database 270 
via communications netWork 280. Client computers 200a 
access the data by Way of, for example, a query, a form, etc. It 
Will be appreciated that any con?guration of computers may 
be employed. 
[0029] The client computers 200a depicted in FIG. 1 may 
be PCs or game consoles, for example. TWo or more clients 
200a may form a “party.” A “social video application” 220 
running on the server 2001) may designate one of the clients 
20011 as the “remote holder.” The remote holder may be the 
?rst member of the party to request a netWork session. Such a 
request may be, for example, a request for streaming video. 
The remote holder may then invite other clients to establish a 
netWorked, social multimedia experience, i.e., to join the 
party 
[0030] The remote holder may have control over a shared 
“remote control” 210 that controls content playback. When 


















