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SYSTEMS AND METHODS FOR FITNESS 
AND VIDEO GAMES 

[0001] The present application claims priority to US. Pro 
visional Patent Application No. 61/478,913, ?led Apr. 25, 
2011 and titled “SYSTEMS AND METHODS FOR FIT 
NESS AND VIDEO GAMES”. 
[0002] The present application is a continuation-in-part of 
and claims priority to US. patent application Ser. No. 13/440, 
987, ?led Apr. 5, 2012, and titled “SYSTEMS AND METH 
ODS FOR FITNESS AND VIDEO GAMES”, Which claims 
priority to US. Provisional Patent Application No. 61/472, 
191, ?led Apr. 5, 2011 and titled “SYSTEMS AND METH 
ODS FOR FITNESS AND VIDEO GAMES” and Which is a 
continuation-in-part and claims priority to US. patent appli 
cation Ser. No. 13/433,285, ?led Mar. 28, 2012 and titled 
“SYSTEMS AND METHODS FOR FITNESS AND VIDEO 
GAMES”, Which claims priority to US. Provisional Patent 
Application No. 61/468,444, ?led Mar. 28, 2011 and titled 
“SYSTEMS AND METHODS FOR FITNESS AND VIDEO 
GAMES” and US. Provisional Patent Application No. 
61/472,191, ?led Apr. 5, 2011 and titled “SYSTEMS AND 
METHODS FOR FITNESS AND VIDEO GAMES”. 
[0003] Each of the above applications is hereby incorpo 
rated by reference herein in its entirety for all purposes. 

FIELD OF THE INVENTION 

[0004] The present application relates to ?tness, and more 
particularly to systems and methods for ?tness and video 
games. 

BACKGROUND 

[0005] A ?tness craZe has sWept the United States and 
many other countries. From fat-free potato chips to tread 
mills, people around the World have become obsessed With 
Weight loss and healthy living. Accordingly, record numbers 
of neW ?tness products/exercise equipment have emerged to 
meet this obsession (including stair climbers, treadmills, 
recumbent bicycles, ski machines, and the like). 
[0006] Many pieces of exercise equipment, When used 
regularly, are very useful for Weight loss, for improving car 
diovascular stamina, and for strengthening various muscles. 
HoWever, most exercise equipment suffers from a major 
drawback: the equipment is boring to use because of its 
inability to successfully encourage a user (e.g., an exerciser) 
to continue exercising. As a result, most purchasers of exer 
cise equipment stop using the equipment shortly after pur 
chasing it. 
[0007] Numerous applications for mobile phones, tablet 
computers or the like are available for tracking ?tness and 
exercise. Examples include applications that track food con 
sumed, provide Work out routines or the like. Such applica 
tions continue to groW in popularity. 
[0008] HoWever, a need exists for mobile applications and 
systems that motivate an exerciser to continue exercising, 
exercise harder and have fun. 

SUMMARY 

[0009] In some aspects, a system is provided that includes 
(1) a plurality of mobile devices; and (2) an application on 
each mobile device, the application adapted to (a) alloW exer 
cisers to form an exercise group; (b) track position or change 
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in position of each exerciser in the exerciser group; and (c) 
display an avatar having a position that is controlled by a 
position or change in position of one or more member of the 
exercise group. 
[0010] In some aspects, a method for exercising using a 
mobile device is provided that includes providing an applica 
tion on a ?rst mobile device. The application adapted to (1) 
display an avatar on the ?rst mobile device; (2) monitor 
exercise performed by a user of the ?rst mobile device to 
obtain monitored exercise information; (3) communicate 
monitored exercise information from the ?rst mobile device 
to one or more other mobile devices employed by one or more 

other users; (4) receive monitored exercise information from 
one or more other mobile devices employed by one or more 

other users; (5) display an avatar on the ?rst mobile device; 
and (6) adjust a position of the avatar on the ?rst mobile 
device based on monitored exercise information of the ?rst 
user and monitored exercise information from one or more 

other mobile devices. 
[0011] In some aspects, an application for a mobile device 
is provided that includes program code adapted to alloW the 
mobile device to (1) display a video game have one or more 
avatars controllable by location information of a user of the 
mobile device and location information of at least one user of 
another mobile device; (2) share location information for the 
mobile device With at least one other mobile device; and (3) 
obtain location information of at least one other mobile 
device. 
[0012] In some aspects, a system is provided that includes 
a plurality of mobile devices and an application on at least a 
?rst mobile device. The application is adapted to track posi 
tion information regarding the ?rst mobile device, communi 
cate the position information to a Web server, receive position 
information from the Web server regarding other mobile 
devices Within a predetermined distance of the ?rst mobile 
device, and use the position information regarding the other 
mobile devices to affect one or more characteristics of a video 
game executed on the ?rst mobile device. 

[0013] In some aspects, a method is provided that includes 
(1) executing a video game on a mobile device; (2) receiving 
position information regarding one or more additional mobile 
devices Within a predetermined distance of the mobile device; 
and (3) using the position information regarding the one or 
more additional mobile devices to affect one or more charac 

teristics of the video game executing on the mobile device. 
[0014] In one or more aspects, an application for a mobile 
device includes program code adapted to alloW the mobile 
device to (1) execute a video game on the mobile device; (2) 
receive position information regarding one or more additional 
mobile devices Within a predetermined distance of the mobile 
device; and (3) use the position information regarding the one 
or more additional mobile devices to affect one or more 

characteristics of the video game executed on the mobile 
device. 
[0015] In some aspects, an application is provided that is 
adapted to execute on at least a ?rst mobile device. The 
application is adapted to (a) track information regarding a 
user of the mobile device; (b) create an avatar based on the 
tracked information; and (c) employ the avatar to provide 
pre-emptive Warnings to assist in avoidance of unWanted 
behavior by the user. 
[0016] Numerous other aspects are provided, as are various 
methods, apparatus and computer program products for car 
rying out these and other aspects of the invention. Each com 
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puter program product may be carried by a medium readable 
by a computer (e.g., a carrier Wave signal, a ?oppy disc, a hard 
drive, a random access memory, etc.). 
[0017] Other features and aspects of the present invention 
Will become more fully apparent from the following detailed 
description, the appended claims, and the accompanying 
draWings. 

BRIEF DESCRIPTION OF THE FIGURES 

[0018] FIG. 1 illustrates a system for employing a mobile 
device to motivate an exerciser to exercise via communication 
With one or more other exercisers through one or more other 
mobile devices over a communication netWork in accordance 
With the present invention. 
[0019] FIG. 2A-C are schematic diagrams of a ?rst exem 
plary races in Which a group may participate and Which may 
be displayed on a mobile device in accordance With the 
present invention. 
[0020] FIG. 3 is a schematic diagram of a second exem 
plary race in Which a group may participate and Which may be 
displayed on a mobile device in accordance With the present 
invention. 
[0021] FIG. 4 is an exemplary baseball game in Which a 
group may participate and Which may be displayed on a 
mobile device in accordance With the present invention. 
[0022] FIG. 5 is an exemplary social netWork game in 
Which a group may participate and Which may be displayed 
on a mobile device in accordance With the present invention. 
[0023] FIG. 6 is an exemplary car race in Which a group 
may participate and Which may be displayed on a mobile 
device in accordance With the present invention. 
[0024] FIG. 7 is a schematic diagram of a system for 
employing proximity of other mobile device users to affect 
game play in accordance With the present invention. 
[0025] FIG. 8 is a schematic diagram of an application for 
tracking smoking habits executing on a mobile device of a 
user in accordance With the present invention. 
[0026] FIG. 9 is a schematic diagram of an application for 
tracking health executing on a mobile device of a user in 
accordance With the present invention. 
[0027] FIG. 10 is a schematic diagram of another exem 
plary video game executing on a mobile device in accordance 
With the present invention. 
[0028] FIG. 11 illustrates an application that may display 
life expectancy information and/ or a count doWn clock on a 
mobile device in accordance With the present invention. 

DETAILED DESCRIPTION 

[0029] Embodiments of the present invention provide sys 
tems and methods that motivate an exerciser to continue 
exercising, exercise harder and have fun during exercise. For 
example, in some embodiments, systems and methods are 
provided that alloW an exerciser to employ a mobile phone, 
tablet or other similar portable computing device to join a 
group of exercisers in an exercising program. 
[0030] FIG. 1 illustrates a system 100 for employing a 
mobile device 10211 to motivate an exerciser 10411 to exercise 
via communication With one or more other exercisers 104b-n 
through one or more other mobile devices 102b-n over a 

communication netWork 106. The exercisers 104a-n may 
form an exercise group 108. Mobile devices 102a-n may 
include mobile (e.g., cellular) phones, other personal digital 
assistants (PDAs), tablet computers or the like Which run an 
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application 110 provided in accordance With the present 
invention and described further beloW. Exercisers 104a-n 
may be runners, cyclers, Walkers or any other suitable exer 
cisers. Communication netWork 106 may be the intemet, one 
or more mobile telephone netWorks such as a 3G or 4G 

netWork, an intranet, a WiFi netWork or the like. 
[0031] In one or more embodiments of the invention, each 
mobile device 102a-n may execute an application 110 that 
may: 
(1) Employ GPS features of the mobile device to track posi 
tion or change in position of the exerciser using the mobile 
device; 
(2) Determine change in position information of the exer 
ciser; 
(3) Prompt the exerciser When and/ or for hoW long the exer 
ciser should change position; 
(4) Determine speed information of the exerciser; 
(5) Display a representation of the position, change in posi 
tion, and/or speed of one or more exercisers on one or more of 

the mobile devices 102a-n; 
(6) Communicate messages to one or more exercisers from 
one or more other exercisers; 

(7) Monitor and/ or communicate other biometric information 
of an exerciser such as heart rate, step rate, pulse, distance 
traveled, speed, etc.; 
(8) Communicate position, change in position, heart rate, step 
rate, pulse, distance traveled, and/ or other biometric informa 
tion to one or more other exercisers, a third party such as 
family, friends, a doctor, an insurance company, a social 
netWork, etc.; 
(9) AlloW each exerciser to select an exercise group in Which 
to participate; and/or 
(10) Display information about the success of one or more 
exercisers and/or of the group at achieving a goal (e.g., time 
exercised, distance traveled, speed achieved, heart rate 
achieved, etc.). 
In one particular embodiment, the application 110 may dis 
play information about and/or facilitate execution of a race in 
Which each of the exercisers 104a-n may participate. For 
example, the race may be a relay race, a race betWeen tWo 
destinations such as betWeen tWo cities, across the island of 
Manhattan, across a state or the like, a race around the World, 
etc. Exerciser 104a (Exerciser 1) may be directed by mobile 
device 102a, such as by a visual and/or audio prompt, to 
exercise by Walking, running, cycling or otherWise changing 
position for a predetermined time period and/or predeter 
mined distance. In some embodiments, the application 110 
may track the position of the exerciser 104a (exerciser 1) 
using a GPS feature of the mobile device 102a and commu 
nicate the position information to the exerciser 104a (exer 
ciser 1) and/or to one or more ofthe mobile devices 102b-n of 
the exercisers 104b-n (and/or another third party if desired 
such as a family member, friends, retailers and/ or restaurants 
near the exerciser, a social netWork site such as Facebook, 
Google+ or TWitter, etc). Each mobile device 102a-n may 
display a representation of the exerciser 104a’s position (and/ 
or change in position) as the exerciser 104a changes position. 
Other biometric information may be monitored, communi 
cated and/or displayed such as heart rate, step rate, pulse rate, 
distance traveled, speed, etc. 
[0032] Once the exerciser 104a (exerciser 1) completes 
his/her exercise such as by Walking, running, cycling or oth 
erWise changing position for the predetermined time period 
and/or predetermined distance, the second exerciser 104b 
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(exerciser 2) may be begin exercising by walking, running, 
cycling or otherwise changing position for a predetermined 
time period and/or predetermined distance. In some embodi 
ments, the application 110 may track the position of the 
exerciser 104b (exerciser 2) using a GPS feature of the mobile 
device 1021) and communicate the position information to the 
exerciser 104b (exerciser 2) and/or to one or more of the 
mobile devices 10211, 1020-11 of the exercisers 10411, 104c-11 
(exercisers 1, and 3-11). Each mobile device 10211-11 may dis 
play a representation of the exerciser 104b’s position (and/or 
change in position) as the exerciser 1041) changes position. 
Other biometric information also may be monitored, commu 
nicated and/or displayed such as heart rate, step rate, pulse 
rate, etc. (In some embodiments, the periods in which exer 
cisers exercise may overlap.) 
[0033] The above process may repeat until each exerciser 
10411-11 has completed an exercise routine. For instance, each 
exerciser 10411-11 may walk, run, cycle or otherwise change 
position one, two, three, etc., times during the race. Each 
exerciser 10411-11 may exercise the same number or a different 
number of times during the race. While the above has been 
described with regard to exercisers changing position, it will 
be understood that other forms of exercise may be employed 
in which the exerciser does not change position signi?cantly. 
For example, an exerciser may run or march in place, perform 
jumping jacks, etc., all of which may be detected by changes 
in acceleration measured by accelerometers within a mobile 
device such as a mobile phone, tablet computer, etc. Alterna 
tively or additionally, heart rate, pulse, acceleration or other 
biometric monitors may monitor and/or provide biometric 
information to a mobile device and track exercise. 

[0034] FIG. 2A is a schematic diagram of an exemplary 
race 200 in which the group 108 may participate and which 
may be displayed on each mobile device 10211-11 using appli 
cation 110. With reference to FIG. 2A, the race 200 includes 
four destinations including a desert 202, a castle 204, a city 
206 and paradise 208 that are connected by paths 21011-c, 
respectively. An avatar 212 is shown traversing path 210!) 
between castle 204 and city 206. Fewer, more and/or different 
destinations may be employed. 
[0035] In operation, race 200 may be displayed on each 
mobile device 10211-11 via application 110 running on each 
mobile device 10211-11. In general, each mobile device 10211-11 
need not be running application 110 simultaneously and exer 
cisers 10411-11 may launch application 110 at any time on a 
respective mobile device 10211-11 (or any other suitable 
device) to check the status of avatar 212 within the race 200. 
In some embodiments, the program code for managing and/ or 
administering race 200 (or any video game as described 
below) may reside on a Web server or other server 112 (FIG. 
1) in communication with the mobile devices 10211-11 and/or 
may be managed and/or administered by a social networking 
site such as Facebook, Google+ or Twitter. For example, web 
server 112 may include program code 114 and/or one or more 
databases 116 for managing and/or administering the race 
200, storing information regarding exercisers 10411-11 and/or 
their exercise activities, allowing new members to join the 
group 108, ?ltering potential new group members, etc. Like 
wise, race status and/or statistics may be displayed and/or 
viewed on such social networking sites or another web site. 

[0036] With reference to FIGS. 1 and 2A, the position of 
avatar 212 is controlled by the exercise (e.g., such as change 
in position, heart rate, steps taken, other biometric param 
eters, etc.) of exercisers 10411-11. For example, exerciser 10411 
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(exerciser 1) may be directed by mobile device 10211, such as 
by a visual and/or audio prompt, to exercise by walking, 
running, cycling or otherwise changing position for a prede 
termined time period and/ or predetermined distance. In some 
embodiments, the application 110 may track the position of 
the exerciser 10411 (exerciser 1) using a GPS feature of the 
mobile device 10211 and display a change in position of the 
avatar 212 in response to a change in position of exerciser 
10411. In this manner the avatar 212 may travel along paths 
21011-210c between the various destinations 202-208. Each 
mobile device 10211-11 may display the avatar 212 changing 
position as the exerciser 10411 changes position. Each exer 
ciser 10411-11 may be assigned a portion or “leg” (portion) of 
the race 200 to complete by moving a predetermined distance 
or for a predetermined time period, or otherwise exercising. 
In some embodiments, the exercisers 10411-11 may assist one 
another by offering encouragement, taking over the leg of the 
race 200 from another exerciser or the like. The avatar 212 
may likewise change position based on biometric data mea 
sured for an exerciser such as heart rate, steps taken, pulse, 
etc. 

[0037] In one exemplary embodiment, the race 200 may be 
between two locations 22011 and 220b, such as across Man 
hattan, Boston, San Francisco or the like and the avatar 212 
may be shown progressing between the two locations 22011, 
2201) within the city in response to exercise performed by 
members of the exercise group 108. The “goal” of the race 
200 may be to run across Manhattan or another city (e.g., by 
having the avatar 212 travel between the ?rst and second 
locations 22011 and 2201)). Each exerciser 10411-11 is motivated 
to do his/her part to help the group 108 and will experience 
how much the group can achieve by working together. This is 
even more pronounced in an embodiments such as shown in 
FIG. 2C in which avatar 212 travels between cities, such as 
between Manhattan and Boston, or Denver and Seattle as 
shown in FIG. 2C, or between any other remote locations 
(e. g., New York and China). In such embodiments, the avatar 
212 is able to travel much farther through activities of the 
group 108 than would be possible through the activities of an 
individual. In some embodiments, the race 200 may take 
days, weeks, months or longer to complete and/or the dis 
tance traveled by avatar 212 may be the actual distance trav 
eled by the members of the group 108 during exercise. 
[0038] FIG. 3 is a schematic diagram of a race 300 in which 
multiple exercise groups 108 may compete with one another 
within the race 300. The race 300 is similarto the race 200, but 
includes a separate avatar 31211-11 for each exercise group 108. 
In such embodiments, the mobile device of each exerciser in 
each group may be employed to display the race 300 and 
(multiple) avatar positions as the exercisers compete. Any 
number of exerciser groups may compete. In some embodi 
ments, “handoffs” between exercisers within a group may be 
displayed as shown by avatar 31211 which indicates that the 
current exerciser of an exercise group is ending his/her leg of 
the race and another member of the exercise group is begin 
ning his/her leg of the race. 

[0039] Exercisers within a group may not wish to share 
actual GPS coordinates with other members of their exercise 
group. Accordingly, in some embodiments, the application 
110 may only communicate information representative of 
position or change in position of an exerciser to other mobile 
devices. For instance, when exerciser 10411 begins his/her leg 
of a race, the application 110 on the mobile device 10211 may 
treat the exerciser 10411 as being at position x:0. Subsequent 
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positions of the exerciser 104a may be adjusted accordingly 
so as to mask actual GPS coordinates of exerciser 10411. As 

mentioned, other biometric data such as heart rate, pulse rate, 
step rate, other parameters mentioned in Table 1 below, or the 
like may be monitored and employed to affect position, speed 
or the like of avatars 212 and/or 312a-n. 

[0040] As stated, in some embodiments, the program code 
for managing and/or administering a race (or any video game 
as described beloW) may reside on a Web server or other 
server 112 in communication With the mobile devices 102a-n 
and/ or may be managed and/or administered by a social net 
Working site such as Facebook, Google+ or TWitter. In addi 
tion to races (e. g., travel from one location to another), other 
competitive sports activities may include a “virtual” baseball, 
dodge ball, tennis, hockey, lacrosse, kickball, etc., in Which 
accelerometers Within a mobile device are used to detect a 
kick, jump, sWing of a baseball bat (or arm/hand that mimics 
a sWing of a baseball bat), sWing of a tennis racquet, hockey 
stick or lacrosse stick, or the like. For example, With reference 
to FIG. 4, an exercise group 108 may participate in a virtual 
baseball game 400 in Which each exerciser 104a-n in the 
group 108 is assigned a position With an avatar 412a-n that is 
displayed in that position on a virtual baseball ?eld 414 dis 
played on each mobile device 102a-n. In some embodiments, 
a remote Web server, such as Web server 112 in FIG. 1, may be 
programmed to communicate With the mobile device of each 
exerciser 104a-n, host the virtual game, issue avatar position 
updates to each mobile device used by an exerciser 104a-n 
(e. g., based on biometric or other information received from 
each mobile device as described beloW). 

[0041] During a game, the position and/or behavior of each 
avatar 412a-d on a baseball ?eld 414 may be controlled by the 
GPS location and/or other data measured by each mobile 
device 102a-n (and/or by biometric data collected by the 
mobile device 102a-n such as heart rate, speed, cadence, 
pulse, etc.). For example, exerciser 1 (represented by avatar 
412a) may pitch a ball to exerciser 2 (represented by avatar 
41219) by pretending to pitch a ball With his/ her mobile device. 
For instance, exerciser 1 (represented by avatar 412a) may 
hold his/her mobile device in his/her pitching arm, and carry 
out a pitching motion While holding the mobile device. Accel 
erometers Within the mobile device (or an accelerometer in 
communication With the mobile device) may measure forces 
generated during the pitch, for example, by measuring x, y 
and/or Z axis acceleration. Each mobile device 102a-n may 
display an avatar representative of exerciser 1 pitching a ball 
and/ or ball speed in the “virtual” game may be based on the 
real World pitch of exerciser 1 (e.g., as measured by acceler 
ometers in the mobile device of exerciser 1, one or more 
external accelerometers in communication With the mobile 
device of exerciser 1 such as an accelerometer mounted in a 
Write band, or the like). Exerciser 2 (represented by avatar 
4121)) may hit the ball pitched by exerciser 1 (represented by 
avatar 412a) by sWinging his/her mobile device at the appro 
priate time based on the pitch of exerciser 1 (represented by 
avatar 412a) or by performing some predetermined exercise 
requirement (e.g., running for a predetermined time, distance 
and/ or speed, maintaining a predetermined heart rate range 
for a predetermined time, or the like). Assuming exerciser 2 
(represented by avatar 4121)) actually hits the virtual ball (e. g., 
sWings his/her mobile device at the correct time or performs 
a predetermined exercise requirement), each mobile device 
102a-n may display a ball being hit by the avatar 41219 of 
exerciser 2. Exerciser 3 (represented by avatar 4120), Who 
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may be playing in?eld or out?eld, may catch the ball hit by 
exerciser 2 by running or performing some other predeter 
mined exercise so as to cause his/her avatar 4120 to run 

toWard the virtual ball hit by the avatar 41219 of exerciser 2. 
Exerciser 3 may “catch” the ball hit by exerciser 2 using 
his/her mobile device, for example. In general, all types of 
ball play may be similarly conducted using the accelerom 
eters and/or GPS features of mobile devices 102a-n (or exter 
nal biometric measurement devices that provide biometric 
information to the mobile devices). Other virtual games may 
be similarly played such as tennis, football, basketball, 
hockey, volleyball, or the like. While only four avatars are 
shoWn in FIG. 4 representing four exercisers, it Will be under 
stood that feWer or more exercisers and/or avatars may be 
employed. 
[0042] Note that virtual game play may or may not be 
performed in real time. In some embodiments, the position or 
other characteristics of an avatar may be changed during or 
after exercise is performed. 
[0043] In one or more embodiments, an exercise group, 
such as a group of friends, a group With members that share 
certain characteristics such as similar age, interests, historical 
exercise performance, education, or the like (Which in some 
embodiments may be identi?ed via a social netWorking site), 
may agree to play a virtual game While each group member 
Works out. For instance, one group member may Wish to Work 
out at a local gym, While another may Wish to Work out in 
his/her home, etc. As described above, each gaming device 
such as a cellular telephone, tablet computer, etc., may 
include an application Which displays a video game in Which 
each group member may control one or more aspects of the 
video game. For instance, each group member’s exercise may 
control the position, speed, movement or the like of a video 
game character. In this manner a group of friends may be 
motivated to Work out together. Similarly, an exerciser may 
enter a “pick up” game With previously unknoWn exercisers. 
In a further example, such games may be used in a match 
making embodiment (e.g., to introduce people With similar 
interests and/ or geographic location that meet predetermined 
criteria such as age, education, marital status, or the like). For 
example, a ?rst exerciser may be at a local health club and 
Wish to meet another exerciser Within the health club. He/ she 
may send out a request for someone Within the health club to 
participate and/ or compete in a video game or virtual compe 
tition. In some embodiments, an application on a mobile 
device may be used to access a social netWorking cite to 
identify exercise partners. That is, application 110 may access 
a Web site to identify exercisers at the health club. For 
instance, the health club may maintain a Facebook or similar 
page that may be used to identify exercisers currently at the 
health club that may Wish to interact, such as train or compete, 
With other exercisers at the health club. The request may 
include ?lters such as required characteristics of the invited 
exerciser (e.g., female, single, age, employment status, etc.). 
Accordingly, an application With such functionality may be 
provided to execute on a mobile device or other gaming 
device of the exercisers. Speci?cally, in some embodiments, 
application 110 may include computer program code that 
alloWs an exerciser to indicate a desire to participate With 
local exercisers; identify the current location of the exerciser 
(e.g., using GPS features of the mobile device executing 
application 110 or by selection by the exerciser); and com 
municate position information to a Web site. The Web site may 
employ geographical information about the exerciser to iden 
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tify other nearby exercisers that have indicated a desire to 
exercise With others. The Web site may then introduce the 
exercisers (e. g., by specifying Where the exercisers can meet 
or by introducing avatars of the exercisers on respective 
mobile devices). In some embodiments, the Web site may host 
a virtual game/race as described above. Any suitable biomet 
ric information may be monitored during exercise such as 
position, speed, heart rate, cadence, etc. 
[0044] FIG. 5 is a schematic diagram of an exemplary video 
game 500 for use by mobile devices 10211-11 via a Web server 
or other server 1 12 in communication With the mobile devices 
10211-11 and/or may be managed and/or administered by a 
social networking site such as Facebook, Google+ or TWitter. 
In the embodiment of FIG. 5, a virtual farm 502 is provided 
that includes crops 504, a tractor 506, a barn 508, a silo 510, 
chickens 512, coWs 514 and/or any other typical farm items 
(not shoWn). In some embodiments, the goal of such a video 
game 500 may be to groW more crops, buy more land, obtain 
more eggs, chickens, coWs or milk, ploW ?elds, harvest crops, 
or the like. In accordance With embodiments of the present 
invention, performance of such activities may be enhanced by 
exercise of one or more exercisers 10411-11. For instance, if 
exerciser 10411 is playing the video game 500, exerciser 10411 
may be assigned (or establish) an exercise goal such as a 
number of miles to Walk or run, a number of minutes to Walk 
or run on a treadmill, a length of time to perform an aerobics 
routine, a number of jumping jacks to perform, etc. Comple 
tion of such goals may be monitored by a mobile device 
10211-11 as previously described (e.g., through use of acceler 
ometers of the mobile device or external accelerometers, 
GPS-features, use of heart rate monitors, veri?cation by a 
third party such as a friend or health club staff, etc.). In 
exchange for completion (or partial completion) of the exer 
cise goal, an exerciser may be reWarded With more land, more 
or heartier crops, more coWs or more milk production from 

coWs, neW farm animals or equipment, gas or diesel fuel for 
farm equipment, more grain in the silo 510, more tokens or 
virtual money for farm item purchases, or the like. 

[0045] In some embodiments, an exercise group 108 may 
be assigned to a farm (e.g., a community farm). Exercisers 
10411-11 Within the exercise group 108 may be assigned farm 
tasks that are enhanced by exercise as described above. Being 
a part of such a group may be provide additional motivation 
for each exerciser 10411-11 to complete regular exercise (e.g., 
due to peer pressure). 

[0046] In some embodiments, an application 110 for a 
mobile device is provided that includes program code adapted 
to alloW the mobile device to display and interact With a 
virtual farm having one or more avatars controllable by loca 
tion and/ or other exercise information of a user of the mobile 
device. For example, the application 110 may track location 
and/or other exercise information such as heart rate, pulse, 
steps, etc., and reWard the exerciser With enhanced game play 
Within the virtual farm environment (e. g., more land, more or 
heartier crops, more coWs or more milk production from 
coWs, neW farm animals or equipment, gas or diesel fuel for 
farm equipment, more grain in the silo, more tokens or virtual 
money for farm item purchases, or the like). In one or more 
embodiments, the application 110 may share location infor 
mation With at least one other mobile device and/or obtain 
location information of at least one other mobile device. In 
some embodiments, the program code may be adapted to 
alloW a user of the mobile device to join an exercise group and 
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communicate With mobile devices of other members of the 
exercise group (e. g., Within the virtual environment). 

Other Embodiments 

[0047] The exercisers 10411-11 may Wish to have a more 
interactive experience. Accordingly, in some embodiments, 
the race 200 and/ or 300 may be part of a video game in Which 
the avatar 212 and/or avatars 31211-11 encounter monsters, 
snipers, assassins, Wild animals, obstacles or other typical 
video game scenarios that the avatar(s) must navigate through 
and/or survive. In this regard, if exerciser 10411 is currently 
exercising, his/her exercise level may directly affect video 
game play of either the exerciser 10411 or of the other exer 
cisers 104b-11. For instance, exercise of exerciser 10411 may be 
employed to affect the speed, striking force, game level, etc., 
of the avatar 212. Exemplary video game character perfor 
mance levels that may be affected by a measured exercise 
parameter are shoWn beloW in Table 1. Such parameters may 
be measured using suitable sensors such heart rate monitor 
chest straps, pedometers, accelerometers, or the like. 

TABLE 1 

VIDEO GAME 
MONITORED EXERCISER CHARACTER PERFORMANCE 
PERFORMANCE LEVEL LEVEL CONTROLLED 

pedaling rate speed, striking force 
stepping rate speed, striking force 
rowing rate speed, striking force 
running rate speed, striking force 
pulse rate speed, energy level, accuracy 
striking force striking force 
swing velocity sWing velocity 
distance traveled game level 
time exercised game level 

[0048] In one example, exercise of exerciser 10411 may be 
used to control speed, striking force or game level of a video 
game in Which avatar 212 is a character. One or more of the 
other exercisers 104b-11 in group 108 may control other 
parameters of the avatar 212 such as movement to the right, 
left, up, doWn, other movements such as jumping, kicking, 
?ring a Weapon, steering a car, etc. For instance, While exer 
cising, the exerciser 10411 may not be free to use his/her hands 
to manipulate the mobile device 10211 in a manner that Would 
cause the avatar 212 to turn right or left, kick, jump, ?re a 
Weapon, etc. Nonetheless, the exercise of the exerciser 10411 
may be used to affect the speed, striking force, game level, 
etc., of the avatar 212. One or more of the other exercisers 
104b-11 in group 108 Who is/are not exercising may use his/her 
respective mobile device 102b-11 to cause movement of the 
avatar 212 to the right or left, to kick, etc., or otherWise 
proceed through the video game (e.g., using accelerometers 
Within the mobile device, tapping the screen of the mobile 
device, etc.) While the exerciser 10411 is exercising. 
[0049] In some embodiments, primary control of the avatar 
212 may pass back and forth betWeen tWo or more members 
of an exercise group over and over during a Work out routine 
(e.g., as the person exercising changes). For example, FIG. 6 
is a schematic diagram of a video game 600 executing on 
mobile devices 10211 and 10219 of exercisers 10411 and 104b, 
respectively. Other numbers of mobile devices and/or exer 
cisers may be used. 
[0050] Mobile devices 10211-b include an application for 
the video game 600. In the example shoWn, a race car 602 is 
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shown. Any other video game type, character, setting or the 
like may be used (as described above, for example). Mobile 
devices 102a-b may communicate With each other directly, 
such as via WIFI, a cellular network, some other protocol, 
etc., or may communicate indirectly through a Web server 112 
or similar system. In the embodiment shoWn, control of the 
steering and/or braking of car 602 is controlled by the exer 
ciser 10211 or 1021) Who is not exercising, While control the 
speed of the car 602 is controlled by the exerciser 10211 or 
1021) Who is exercising. Who exercises When and/or for hoW 
long may be determined by the exercisers 102a, 102b, a third 
party such as other members of an exercise group, a trainer, a 
retailer that may offer reWards for completing an exercise 
program, or the like. For instance, in some embodiments, Web 
server 112 may host a Web interface in Which the race 600, or 
information or statistics about the race 600, may be observed. 
Through such a Web interface, an exerciser or other party may 
enter a desired exercise duration for the game 600, When 
and/or for hoW long each exerciser Will exercise, etc. Such 
information may be communicated to the mobile devices 
102a-n before and/ or during game play, for example. 
[0051] In one or more embodiments, a mobile device 102a 
may include an application 110 having computer program 
code adapted to (1) log into a Web site; (2) indicate a desire to 
join an exercise group and/or select an exercise group to join; 
(3) specify duration and/or type of exercise desired; (4) 
specify Who in a group Will exercise When and/or for hoW 
long; (5) receive an indication from the Web site When an 
exerciser should begin exercising; (6) receive updates from 
the Web site regarding hoW an exerciser Within the group is 
progressing; (7) display changes in the video game in 
response to exercise (e.g., change in position of an avatar in 
response to exercise performed by members of the group); (8) 
display changes in the video game in response to inputs from 
members of the group (e.g., direction, speed or otherbehavior 
of an avatar); and/or (9) alloW users to control one or more 
aspects of the video game When not exercising (e.g., direc 
tion, speed, or other behavior of an avatar). In some embodi 
ments, a Web site hosting such a group may offer incentives, 
reWards or the like to group members for being in the group, 
achieving exercise objectives, etc., (e.g., coupons to restau 
rants, virtual tokens or reWards for on-line social games, etc.). 

[0052] In other embodiments, the exerciser 104a may con 
trol movements of an avatar as Well. In one particular embodi 
ment, an application 110 may be adapted to process voice 
commands of the exerciser 10411 to control movement or 
other behaviors of an avatar. Exemplary voice commands are 
shoWn in Table 2 beloW. 

TABLE 2 

VOICE COMMAND OF VIDEO GAME CHARACTER 
EXERCISER CHARACTERISTIC CONTROLLED 

“L” or “Left” turn left 

“R” or “Right” turn right 
“I” or “Jump” jump 
“D” or “Duck” duck or drop to the ground 
“B” or “Back” move back 

“K” or “Kick” kick 

In other embodiments, another sound of exerciser 104a may 
be used to control the avatar, such as a “clacking” sound. For 
instance, the exerciser 104a may clack his/her tongue once to 
turn right, tWice to turn left, thrice to jump, etc., similar to 
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Morse code. In some embodiments, the exerciser 104a may 
select/record sounds that are to be interpreted by the applica 
tion 110 to correspond to turning left or right, jumping, duck 
ing, kicking With a left or right leg, ?ying, etc. 

Additional Embodiments 

[0053] In some embodiments, a gaming device such as a 
mobile telephone, tablet computer, or the like, may include a 
video game With characteristics that change based on the 
number of other gaming devices near the gaming device. For 
example, FIG. 7 is a schematic diagram of a system 700 for 
employing proximity of other mobile device users to affect 
game play. With reference to FIG. 7, a plurality of mobile 
devices 702a-n associated With users 704a-n are shoWn each 
running an application 710. FeWer or more mobile devices 
and/or users may be present. Application 710 is adapted to 
communicate over a communication netWork 706 to a Web 
server 712 (having program code 714 and one or more data 

bases 716). 
[0054] In operation, application 710 may be executed on 
numerous mobile devices such as cellular telephones, tablet 
computers or the like. Each mobile device executing applica 
tion 710 may communicate location information regarding its 
respective mobile device to Web server 712 and Web server 
712 may collect, aggregate and/or otherWise assemble loca 
tion information. In some embodiments, Web server 712 ana 
lyZes the collected location information to determine a group 
708 of mobile devices 702a-n that are Within a predetermined 
distance of each other (e.g., same room, building, block, city, 
state, etc.). The distance may be selected by the Web server 
712, or in some embodiments, based on a user of a mobile 
device (e.g., mobile device 10211 in this example). For 
instance, user 70411 may Wish to play a video game having 
characteristics that vary based on the number of people near 
the user 70411 at any given time. User 70411 may specify What 
distance aWay from the user 70411 a person must be to affect 
game play (e.g., 10, 20 or 30 feet, 100 yards, same city block, 
1 mile, same city, etc.). Web server 712 then may communi 
cate With the application 710 executing on mobile device 
70211 to communication hoW many people (e.g., mobile 
device users) are near user 70411. Application 710 may 
include a video game, or interact With another video game on 
mobile device 702a, so that the number of people speci?ed by 
Web server 712 affects game play on mobile device 702a. 
Alternatively or in additional, Web server 712 may provide 
position information, or relative position information to 
mobile device 70211, for mobile users near user 70411, and 
application 710 may use this information to affect game play. 
For instance, a number, density, location, or the like of back 
ground characters in a video game may be based on the 
information provided by Web server 712 (e.g., an opposing 
team’s army siZe, the number of monsters in a game, the 
density of a forest in the game, or any other relevant video 
game parameter). In this manner, a dynamically changing 
video game is provided that is affected by real World activi 
ties. Note that application 710 need not be identical on each 
mobile device 702a-n (e.g., some applications 710 may be 
communicating information to Web server 712 for other pur 
poses). 
[0055] In general, the application 710 may monitor 
Whether mobile devices are Within a predetermined geo 
graphic area of one another, such as by using GPS location 
information from each mobile device. Characteristics of a 
video game running on one or more of the mobile devices may 










