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SYSTEM, METHOD, AND APPARATUS FOR 
INTERACTIVE PLAY 

FIELD OF THE INVENTION 

0001. The present invention relates generally to an inter 
active system. More particularly the present invention con 
cerns a system, apparatus, and methods for interactive play. 

BACKGROUND OF THE INVENTION 

0002 Interactive toys have become increasingly popular 
in recent times. Children enjoy playing with toys that com 
municate or respond to different selections or prompts from 
the player. For example, U.S. Pat. No. 6,663,393 (Ghaly) U.S. 
Pat. No. 5,607.336 (Lebensfeld et al.), U.S. Pat. No. 6,648, 
719 (Chan) and U.S. Pat. No. 6,585,556 (Smirnov) all dis 
close toys, dolls or action figures who actor respond based on 
Some activation by the user, or by the Surrounding events. 
0003. Additionally, online gaming has seen an explosion 
in popularity. Typical online gaming scenarios, sometimes 
referred to as Massively Multi-player On-Line(MMO) games 
are played on networks, such as the Internet with many 
people, are provided by servers on the network to user com 
puters. A user may interact with the MMO, also referred to as 
a “virtual world', by interacting with the user's computer. 
0004 Entertainment systems involving toys and online 
virtual worlds are known in the art. These systems typically 
integrate virtual representations of toys into the virtual world 
allowing a user to visualize the toy and interact with the toy 
online. These systems bring certain advantages in that they 
allow the user to identify the toy with actions online. The 
interaction with the virtual world may increase the attach 
ment of the user to the toy and to the manufacturer making 
other toys capable of virtual world interaction. These systems 
are somewhat limited in their interactive functionality. 
0005. It would be advantageous for the user of an interac 

tive toy to take part in a virtual world where interactions with 
the toy could alter the users experience in the virtual world. 
Additionally, it would be advantageous for interactions 
within the virtual world to effect the interactive toy. There 
fore, a need exists for a system, methods, and apparatus for 
interactive play. 

SUMMARY OF THE INVENTION 

0006. The present invention provides a system, apparatus 
and methods for overcoming some of the difficulties pre 
sented above. In an exemplary embodiment, a method of an 
interactive toy the toy is configured to contain a body with a 
display, a memory and a processor. In this embodiment, the 
display is preferably a LCD display integrated into the body 
of the toy. As used herein, the terms “toy’ and “interactive 
toy’ are not limited by the appearance of the toy. For example, 
in some embodiments, the term “toy may refer to a doll, a doll 
with a robot appearance, a plush toy such as a teddy-bear, a 
toy car, a key-chain, or virtually any other interactive device 
designed for play. In an exemplary embodiment, the proces 
sor is connected to the display and to the memory. The 
memory contains a set of computer executable instructions 
Sufficient to, when executed by the processor, display an 
authentication code on the display. In an exemplary embodi 
ment the code displayed may be entered by a user into a 
computer connected to a network. Once the code is authenti 
cated by a server on the network, the user is allowed to 
participate in games within a virtual online world. 
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0007. One feature of this embodiment is that the virtual 
world in Some instances contains a virtual character with an 
appearance similar to the interactive toy. By entering the 
authentication code, the virtual world may be configured to 
provide an experience to the user that corresponds with the 
interactive toy. Further, in some embodiments, the interactive 
toy is configured with a set of codes. The processor execut 
able instructions within the toy configure the processor to 
display codes from this set based on parameters. Exemplary, 
but not limiting parameters include interaction with the toy, a 
level of points achieved with play with the toy, and a periodic 
time basis. 

0008 Ina another embodiment an interactive play system 
is provided. In this embodiment the play System includes an 
interactive toy, as described above, but also includes a user 
computer connected to a network, Such as the internet. In this 
embodiment, the user computer is configured to allow the 
user to input the authentication code through a keyboard and 
it is communicated to a server on the network. Once authen 
ticated, the server serves a virtual world to the user computer 
over the network. In one embodiment, the virtual world is 
displayed on the display of the user computer through a 
web-browser interface. The web-browser interface, in some 
embodiments, includes a Software plug-in, Such as a flash 
player, that is capable of displaying the virtual world on the 
user computers display. The Software plug-in in some 
embodiments, may write a file to the user computer contain 
ing information related to interaction within the virtual world. 
0009 Inanother embodiment, a method of interactive play 

is provided. In this embodiment, an authentication code is 
displayed on the display of an interactive toy. The is then 
authentication code is authenticated on a server on a network. 
A virtual world is then provided by the server to a user 
computer. Periodically, codes from a set stored in the inter 
active toys memory are additionally displayed. When these 
codes are authenticated on the server, additional functionality 
is imparted to the virtual world. The display of these codes in 
an exemplary and non-limiting embodiment are on a basis 
Such as a timed basis, based on interaction with the interactive 
toy, achieving a point total in game play with the interactive 
toy, or interaction with the virtual world. 
0010. In a still further embodiment, a computing appara 
tus is provided. in this embodiment, the computing apparatus 
includes a display, a processor, a memory, a communications 
transceiver, and a keyboard. The computing apparatus is con 
nected to a network, Such as the Internet, through a commu 
nications port. In this embodiment, the computing apparatus 
contains processor executable instructions that, when 
executed by the processor, configure the computing apparatus 
to authenticate an interactive toy on a server on the network. 
Further, the computing apparatus is configured to display a 
virtual world on its display. In some embodiments, entering 
codes displayed on the display of the interactive toy impart 
additional functionality to the virtual world. In other embodi 
ments, interacting with the virtual world causes the instruc 
tions to write a file containing information about the interac 
tion. 

0011. In some embodiments, the computing apparatus is 
connected to the interactive toy. In these embodiments, both 
the computing apparatus and the interactive toy include a 
communications transceiver and communications port 
enabling communication between the computing apparatus 
and the interactive toy. In an exemplary embodiment, the 
computing apparatus contains machine executable instruc 
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tions that, when executed by the processor, configure the 
computing apparatus to interpret the file written by the virtual 
world and cause an action on the interactive toy. 

BRIEF DESCRIPTION OF THE DRAWINGS 

0012 Various embodiments of the present invention 
taught herein are illustrated by way of example, and not by 
way of limitation, in the figures of the accompanying draw 
ings, in which: 
0013 FIG. 1 illustrates an exemplary interactive toy con 
sistent with various embodiments; 
0014 FIG. 2 illustrates an exemplary interactive toy con 
sistent with various embodiments; 
0015 FIG. 3 illustrates and interactive play system con 
sistent with various embodiments; 
0016 FIG. 4 illustrates the flow consistent with provided 
methods: 
0017 FIG. 5 illustrates the flow consistent with provided 
methods: 
0018 FIG. 6 illustrates the flow consistent with provided 
methods: 
0019 FIG. 7 is a further illustration of exemplary interac 

tive toys consistent with various embodiments; 
0020 FIG. 8 illustrates another exemplary interactive toy 
consistent with various embodiments; 
0021 FIG. 9 illustrates another exemplary interactive toy 
consistent with various embodiments; 
0022 FIG.10 illustrates another exemplary interactive toy 
consistent with various embodiments: 
0023 FIG. 11 illustrates another exemplary interactive toy 
consistent with various embodiments; 
0024 FIG. 12 illustrates another exemplary interactive toy 
consistent with various embodiments; 
0025 FIG. 13 illustrates a computing apparatus consistent 
with provided embodiments; 
0026 FIG. 14, illustrates the flow of a provided method; 
and 
0027 FIG. 15 illustrates the flow of a provided method. 
0028. It will be recognized that some or all of the Figures 
are schematic representations for purposes of illustration and 
do not necessarily depict the actual relative sizes or locations 
of the elements shown. The Figures are provided for the 
purpose of illustrating one or more embodiments of the inven 
tion with the explicit understanding that they will not be used 
to limit the scope or the meaning of the claims. 

DETAILED DESCRIPTION OF THE INVENTION 

0029. In the following paragraphs, the present invention 
will be described in detail by way of example with reference 
to the attached drawings. While this invention is capable of 
embodiment in many different forms, there is shown in the 
drawings and will herein be described in detail specific 
embodiments, with the understanding that the present disclo 
Sure is to be considered as an example of the principles of the 
invention and not intended to limit the invention to the spe 
cific embodiments shown and described. That is, throughout 
this description, the embodiments and examples shown 
should be considered as exemplars, rather than as limitations 
on the present invention. Descriptions of well known compo 
nents, methods and/or processing techniques are omitted so 
as to not unnecessarily obscure the invention. As used herein, 
the “present invention” refers to any one of the embodiments 
of the invention described herein, and any equivalents. Fur 

Apr. 28, 2016 

thermore, reference to various feature(s) of the “present 
invention' throughout this document does not mean that all 
claimed embodiments or methods must include the refer 
enced feature(s). 
0030 Interactive toys are increasingly popular. Interaction 
with most interactive toys occurs solely within the physical 
experience. These toys may contain lights, video displays, 
and speakers Sufficient to provide an interactive experience 
with the user. User interaction may cause sounds to be emitted 
lights to flash or in some instances video to be displayed. 
Some interactive toys are additionally coordinated with Vir 
tual worlds provided through the internet. These toys allow 
for limited interaction for a user to experience their toy online. 
0031 One feature of the present invention is that it pro 
vides an interactive system that includes an interactive toy 
and an online virtual world. In this system a user may interact 
with a toy and through the interaction new functionality in 
“unlocked' in the virtual world. Further, in some embodi 
ments, interaction with the virtual world causes the interac 
tive toy to respond in Some manner. Exemplary responses 
include video display, illumination of lights or Light Emitting 
Diodes, emission of sounds or music from speakers, and the 
like. Additionally, in Some embodiments, new functionality 
may be imparted to the interactive toy based on interaction 
with the virtual world. As used herein, the terms “toy’ and 
“interactive toy’ are not limited by the appearance of the toy. 
For example, in some embodiments, the term “toy may refer 
to a doll, a doll with a robot appearance, a plush toy such as a 
teddy-bear, a toy car, a key-chain, or virtually any other inter 
active device designed for play. 
0032. One embodiment of a provided interactive toy is 
illustrated in FIG.1. In this embodiment, interactive toy 10, 
illustrated as a robot, it contains a toy body 50. Mounted on 
toy body 50 is display 20. Within toy body 10 is processor 30 
and memory 40. Processor 30 is connected to display 20. 
Memory 40 contains multiple codes. In this embodiment, 
processor 30 is configured to control content displayed on 
display 20. In an exemplary embodiment, memory 40 con 
tains a set of processor executable instructions (software) 
that, when executed by processor 30, cause an authentication 
code to be displayed on display 20. As used herein the term 
“authentication code” refers to an alpha-numeric code unique 
to the toy. In some embodiments, this code may be used to 
authenticate the toy on a server on a network. In one embodi 
ment, the set of processor executable instructions additionally 
configures the processor to periodically cause other codes to 
be displayed on display 20. In further embodiments, display 
20 provides interactive games that can be played independent 
of a network. 
0033. This periodic display configuration may be on a 
periodic timed basis. For example, in one embodiment, 
memory 40 contains a set of 16 alpha-numeric codes. These 
codes may be displayed for a discrete time period over a 
number of days. On the first day code 1 may be displayed for 
2 hours, and code 2 may be displayed for 3 hours. On the 
second day code 3 may be displayed for 6 hours followed by 
code 1 for 1 hour. In this manner the display may cycle 
through various combinations of codes in different days. In 
another embodiment, the periodic display may be controlled 
by interaction with interactive toy 10. In this embodiment, 
processor 30 may track the interaction a user is having with 
the toy and once a threshold is reached cause a code to be 
displayed on display 20. In a further embodiment, interactive 
toy 10 is configured with a number of games and controls. 
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Video portions of these games may displayed on display 20. 
As a user interacts with the game processor 30 records points 
achieved by the user in game-play. Once a certain point total 
is achieved, processor 30 causes a code to be displayed on 
display 20. 
0034. One feature of this embodiment is the displayed 
codes allow the user to interact with a “virtual world’ through 
the use of a user computer. In one embodiment, the user 
computer is connected to a server on a network and the 
authentication code is entered a webpage and interactive toy 
10 is authenticated on the network. In this embodiment, once 
the authentication code is received by the server, a query is 
run on a database. The results of the query are checked to 
determine if the authentication code is present in the database, 
and if so an account is created for the user and interactive toy 
10 is authenticated on the network. In another embodiment, 
the server additionally hosts the virtual world and serves it to 
the user computer via the network. On the user computer, the 
virtual world is displayed for the user to interact with. 
0035 Various provided embodiments utilize communica 
tion technologies and networks. AS is known in the art, net 
works can be classified in a number of ways. A network may 
be classified by the range Supported by the underlying tech 
nology. For example, some network technologies are 
designed to provide communication across significant 
ranges. The Public Switched Telephone Network (PSTN) is a 
network with almost global reach. Significant portions of the 
PSTN comprise a wired infrastructure. Portions of the PSTN 
comprise optical fiber media. Other portions of the PSTN 
infrastructure may include microwave or radio frequency 
links communicating across a wireless medium. Wireless and 
cellular telephone networks interface to the PSTN. 
0036. The development of cellular networks has evolved 
over time. Initially, cellular networks only supported voice 
traffic. More recently, data technologies have been enabled 
across these networks. One of the earlier cellular based data 
technologies was General Packet Radio Service (GPRS). 
GPRS is packet based wireless communication service that 
provides data communication services in the 50 to 100 Kilobit 
per second (Kbps) speed range. The GPRS standard is based 
on the Global System for Mobile (GSM) standard and com 
pliments existing services such as circuit Switched cellular 
phone connections and the Short Message Service (SMS). As 
used herein, the terms circuit switched and packet switched 
refer to types of network connections. Circuit switched con 
nections are typically dedicated connections between users 
during the entirety of the communication. Packet switched 
refers to a connection in which packets are routed across a 
network based on destination and source addresses of the 
packets. 
0037 Other cellular based data technologies exist and oth 
ers are currently under development, Enhanced Data GSM 
Environment (EDGE) is a faster data transfer technology 
capable of data rates up to almost 400 Kbps. Like GPRS, 
EDGE is based on the GSM standard and uses the GSM Time 
Division Multiple Access (TDMA) frame structure. Cellular 
or mobile based data technologies continue to evolve. The 
High Speed Downlink Packet Access (HDSPA) is one of the 
next steps in the evolution of the Universal Mobile Telecom 
munications Service (UMTS). The goal of UMTS is to pro 
vide up to 2 Megabits per second (Mbps) to the user which 
will allow the transmission of text, video, voice multi-media 
and other services. Other Third Generation (3G) cellular 
efforts are additionally based on the GSM architecture. The 
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CDMA2000 based data services include Evolution Data 
Optimized (EV-DO) and 1X-EVDO may additionally be 
employed to practice aspects of the present invention. 
(CDMA2000 is a registered trademark of the Telecommuni 
cations Industry Association). 
0038. Other types of data networks, may or may not inter 
face with voice networks. These networks may have essen 
tially global ranges, such as the Internet. These networks may 
include wireless metropolitan area network technologies 
such as the technology currently referred to as WiMax. Met 
ropolitan area networks may include wired or optical media 
as well as a wireless medium. Local area networks may be 
wired, typically employing twisted-pair wired media, or 
wireless. Wireless local area networks (WLANs) may include 
networks employing wireless technologies like Direct 
Sequence Spread Spectrum (DSSS) or Orthogonal Frequency 
Division Multiplexing (OFDM). These two wireless tech 
nologies are currently the basis for well known WLAN tech 
nologies commonly referred to as WiFi or 802.11a, b, g, and 
l. 

0039 Wireless networks may additionally be classified as 
Wireless Personal Area Networks (WPAN). Typically in 
WPAN technologies the data rates can be quite significant but 
the ranges may be limited to under 20 meters. One example of 
WPAN technology includes a frequency hopping spread 
spectrum technology, Such as the technology currently known 
as BLUETOOTH (BLUETOOTH is a registered trademark 
of the Bluetooth Special Interest Group). Other WPAN tech 
nologies that are currently under development include Ultra 
Wideband, which currently is being implemented as an 
impulse technology, a DSS technology, and a frequency hop 
ping OFDM technology. 
0040 Some provided embodiment embodiments employ 
short range communication technologies. These low range 
technologies may include the WPAN technologies mentioned 
above or may comprise other low data rate low range com 
munication transceivers. 

0041. In another embodiment, illustrated in FIG. 2 inter 
active toy 10 contains a communications transceiver 60 and 
communications port 70. In this embodiment, interactive toy 
10 may communicate codes directly to a users computer via a 
communications medium. Various embodiment may addi 
tionally include a number of Light Emitting Diodes and 
speakers (not shown) that assist in providing an interactive 
experience to a user. In various embodiments communica 
tions transceiver may be a wireless transceivers, a Universal 
Serial Bus (USB) transceiver, a FireWire transceiver, a RFID 
transceiver, a BlueTooth transceiver, a WiFi transceiver, an 
Ultra-Wideband transceiver, a modem transceiver, a wireless 
local area network transceiver, a wireless personal area net 
work transceiver, a direct sequence spread spectrum trans 
ceiver, an orthogonal frequency division multiplexing trans 
ceiver, or a frequency hopping transceiver. Further 
communications port 70 in various embodiments may be a 
wireless communication port comprising an antenna, a wired 
media communication port, a USB port, a FireWire port, and 
a twisted pair wired media port. 
0042. As is known in the art USB ports allow connection 
of devices and communication through the use of Universal 
Serial Bus transceivers. USB is an alternative to Peripheral 
Component Interconnect (PCI) connectivity. Further, 
FireWire refers to an additional connection port and trans 
C1V. 
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0043. One feature of embodiments containing communi 
cations capabilities, is that interaction within the virtual world 
may be communicated to interactive toy 10 via communica 
tion port 70 and communications transceiver 60. For 
example, a user may achieve a point total or other interaction 
with a virtual copy of the interactive toy 10. In some embodi 
ments, this achievement causes the server to send a commu 
nication to the user's computer. The user computer then com 
municates with interactive toy 10 causing an event to occur. 
Exemplary events include but are not limited to illumination 
of LEDs 120, emission of music or other sounds from the 
speaker (not shown), display of images or video on display 
20, display of codes on display 20, or other such action. 
0044 An exemplary embodiment of an interactive play 
system is illustrated in FIG. 3. The system includes an inter 
active toy 10 having a display 20. Other features, described 
above, are omitted from FIG. 3 for convenience. In this 
embodiment, Interactive toy 10 is configured to communicate 
with user computer 80 via a wireless communication 
medium. User computer 80 includes a display 20, a processor 
30, memory 40, and communications transceiver 60. In some 
embodiments, user computer may comprise additional com 
munications transceivers 60 (one shown for convenience). 
User computer 70 additionally includes communications 
ports 70. In FIG.3 one communications port 70 is illustrated 
with an antenna for wireless connectivity to interactive toy 10 
and another communications port 70 is illustrated providing 
connection to network 90. As is known in the art, connection 
to network 90 may be through a wireless or wired media. User 
computer 80 is additionally illustrated with keyboard 250. 
Additional components are omitted for convenience. 
0045 One feature of an embodiment of interactive play 
system is that codes may be displayed on display 20 on 
interactive toy 10. In embodiments where interactive toy 10 
does not include a communications transceiver 60 a user may 
enter the codes through keyboard 250. In other embodiments, 
codes may be communicated directly from interactive toy 10 
to user computer 80 through communications transceivers 60 
and communications ports 70. 
0046. Another feature of various embodiments of the 
interactive play system is that interactive toy 10 may be 
authenticated on server 100. Once authenticated, user com 
puter 80 may display a virtual world environment on display 
20 allowing a user to interact with the virtual world. In various 
embodiments, the virtual world contains a virtual toy 130 
with an appearance of interactive toy 10. One aspect of an 
embodiment containing a virtual toy 130 is that user interac 
tions with virtual toy 130 may cause events to happen on 
interactive toy 10. For example, a user may play a game in the 
virtual world that involves interactive toy 10. Once an event 
occurs in the virtual world, lights or LEDs 120 on interactive 
toy 10 may light, Sounds or songs may be played on interac 
tive toy 10, or images or video displayed on display 20 on 
interactive toy 10. 
0047. As described above, network 90 may be any form of 
network 90, but in an exemplary embodiment is the Internet. 
Server 100 is additionally connected to network 90 through 
communications port 70 and is configured to communicate 
with user computer 80 via communications transceiver 60. 
Server 100 contains a processor 30, memory 40, and in some 
embodiments storage media 140. Server 100 additionally 
includes database 110. One feature provided by embodiments 
of the interactive play system is that interactive toy 10 is 
authenticated on server 100 and a user is provided a virtual 
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world on user computer 80. As the user interacts with the 
virtual world, server 100 stores data related to interactive toy 
10, the user, and his/her activities in the virtual world. As a 
user achieves certain objectives in the virtual world, accrued 
points and other data, Such as a set of codes for each interac 
tive toy 10, are stored on storage medium 140. Once point 
totals exceed a threshold value, or other objectives are met, 
server 100 communicates the accomplishment back to user 
computer 80 which, in Some embodiments, are communi 
cated to interactive toy 10. 
0048. Further, as described above, interactive toy 10 peri 
odically displays codes on display 10. These codes, once 
authenticated on server 100 may provide additional features 
to the virtual world. For example, a user's virtual toy 130 may 
be enabled with additional functionality, secret rooms or 
spaces may be opened for virtual toy 130 to explore, addi 
tional virtual point totals may be assigned, access to addi 
tional virtual worlds, access to additional virtual objects, 
access to additional virtual cash, and access to additional 
virtual games to name a few. In some embodiments, each 
code displayed is unique to an add-on functionality. Further, 
in some embodiments are displayed on a time periodic basis, 
they may expire if not authenticated within a predetermined 
time period. 
0049. In various embodiments, the virtual world hosted 
and served by server 100, is displayed on user computer 80 
through a web-browser interface. In one such embodiment 
the web-browser interface contains a plug-in that allows ani 
mation and control. Many browser plug-ins are well known in 
the art and may be used to practice the current invention. An 
exemplary plug-in is a flash control plug-in. The browser 
interface and plug-in are configured to provide a graphical 
and in Some instances audible experience to a user. 
0050. An exemplary provided methodisillustrated in FIG. 
4. Flow begins in block 150 where an authentication code is 
displayed on the display 20 of an interactive toy 10. In block 
160 the toy is authenticated on a server 100 on network 90. 
Flow continues to block 170 where server 100 provides a 
virtual world to a user computer 80. In block 180 a code is 
selected from a set of codes contained in memory 40 of 
interactive toy 10. In this embodiment, the selected code is not 
displayed on display 20 of interactive toy 10. This code is 
validated in block 190. Flow continues to block 200 where 
additional functionality is provided by server 100. In some 
embodiments The codes are entered into user computer 80 
through keyboard 250. In other embodiments codes are com 
municated from interactive toy 10 to user computer 80 
through the use of communications transceivers 60 and com 
munications ports 70. User computer 80 then communicates 
the codes to server 100 across network 90. Authentication or 
validation of a code at server 100 may comprise executing a 
query on database 110 to determine if the code is stored in 
database 110. As discussed above, the additional functional 
ity provided in block 200 may be additional functionality 
within the virtual world or in some embodiments may be 
additional functionality communicated to interactive toy 10. 
0051 FIG. 5 illustrated an additional embodiment of a 
provided method. Like the above embodiment flow begins at 
block 150 where an authentication code is displayed on the 
display 20 of an interactive toy 10. In block 160 the toy is 
authenticated on a server 100 on network 90. Flow continues 
to block 170 where server 100 provides a virtual world to a 
user computer 80. In block 180 a code is selected from a set of 
codes contained in memory 40 of interactive toy 10. Flow 
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continues to block 210 where the selected code is displayed 
on display 20 of interactive toy 10. Flow continues to block 
200 where additional functionality is provided by server 100. 
The remainder of the method is the same as the method 
illustrated in FIG. 4. 

0052 FIG. 6 illustrates another embodiment of a provided 
method. This embodiment functions the same as FIG. for with 
the exception of conditional block 220. In this block interac 
tive toy 10 determines is an appropriate condition is met 
before selecting and displaying a code. Until the condition is 
met the method remains in condition block 220. Once the 
condition is met flow continues back to block 180 where a 
new code is selected. As discussed above, in various embodi 
ments codes are released based meeting conditions. One con 
dition is passage of time. In this embodiment, codes are 
selected and displayed on a time periodic basis. Another 
condition is a level of interaction with the interactive toy 10. 
A further condition is the achievement of a point total in a 
game. 

0053 FIGS. 7-12 illustrate various embodiments of inter 
active toy 10. Embodiments of interactive toy 10(a) through 
10(e), shown in FIG. 7 illustrate exemplary functionality of 
displays 200a) through 200e). In some embodiments like dis 
play 200c) may be used to display messages or advertise 
ments. In other embodiments, illustrated in interactive toy 
10(d), display 200d) may be used to display video or still 
imagery, in further embodiments, illustrated in interactive toy 
10(e), display 200e) is used to display a video game. In 
another embodiment of interactive toy 10(b), display 200b) is 
used to display a mood. FIG. 8 illustrates another embodi 
ment of interactive toy 10, configured with display 20 and 
communications connector 350. As is known in the art, this 
embodiment contains communications transceivers and ports 
capable of communications on communications connector 
350. In this embodiment, communications connector 350 
may be any wired media connector, such as a USB, FireWire, 
twisted pair, S-Video, or coaxial connector to name a few 
examples. 
0054 Another embodiment of interactive toy 10 is illus 
trated in FIG. 9. In this embodiment interactive toy 10 is 
equipped with display 20, capable of displaying alpha-nu 
meric codes, LED 120, speaker 430, communications port 70 
and communications connector 350. One feature of this 
embodiment is that it is able to communicate codes directly to 
user computer 80, and receive communications from user 
computer 80, through communications port 80 and commu 
nications connector 350. An alternate embodiment is illus 
trated in FIG. 10. A primary distinction between this and the 
embodiment illustrated in FIG. 9, is this embodiment is not 
equipped with the ability to communicate with user computer 
80. A feature of this embodiment is that codes displayed on 
display 20 must be manually entered into user computer 80 
with keyboard 250. 
0055 FIG. 11 illustrated a further embodiment of interac 

tive toy 10. In this embodiment, toy body 50 is fabric and 
interactive toy 10 is a stuffed “plush” toy. FIG. 11 further 
illustrates multiple communications ports 70, which require 
multiple communications transceivers 60. One communica 
tions transceiver being Suitable for wired media communica 
tion over communications connector 350, another being suit 
able for communication over a wireless medium. FIG. 11 
further illustrates embodiments of interactive toy 10 that 
include controls 440. Controls 440, depicted here as on/off 
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controls, in some embodiments include controls sufficient to 
control a video game displayed on display 20. 
0056. A further embodiment of interactive toy 10 is illus 
trated in FIG. 12. In this embodiment interactive toy 10 is a 
key chain having a toy body 50, display 20 and controls 440. 
as stated above, in embodiments where interactive toy 10 is 
capable of displaying a video game on display 20, further 
controls 440 are present allowing a user to interact with the 
video game. One feature of this embodiment is that in 
embodiments where codes are displayed on a time periodic 
basis, a user is able to carry interactive toy 10 with them 
throughout the day and record the code when displayed ensur 
ing they do not miss the display. 
0057. At the heart of the interactive system provided by 
one embodiment is the user computer 80. Certain provided 
architecture and functionality is illustrated in FIGS. 13-15. 
FIG. 13 illustrates an embodiment of user computer 80. In this 
embodiment, user computer 80 is configured with browser 
environment 260 and driver 290. The virtual world hosted by 
server 100 is provided to a user through browser environment 
260. In one embodiment, browser environment contains a 
web-browser with a software plug-in 270. Software plug-in 
270 is capable of visually displaying the virtual world on 
display 20 of user computer 80. Many software plug-ins are 
known in the art and may be used to practice the current 
invention. An exemplary plug-in is a "Flash” plug-in well 
known in the art. In some embodiments, software plug-in 270 
is capable of writing a file 280 through a write command. In 
these embodiments, the contents of file 280 are related to 
activities within the virtual world. Many file formats are 
known in the art and may be used to practice various embodi 
ments the invention. An exemplary file is commonly known 
as a “cookie'. 
0.058 User computer 80, in embodiments where interac 
tive toy 10 is capable of communication, is configured with 
driver 290. Driver 290 contains interpreter 300 which is con 
figured to retrieve file 280 with a pull command, interpret the 
contents of file 280 and send action signals to interactive toy 
10. The specific actions are described above. Further, in 
embodiments where interactive toy, can communicate with 
user computer 80, driver 290 may be configured to receive 
codes and other data from interactive toy 10 and communi 
cate it to server 100 across network 90. 
0059 Operational flow of an exemplary driver 290 is illus 
trated in FIG. 14. In block 310 driver 290 issues a pull com 
mand to retrieve file 280. Flow continues to conditional block 
320 where driver 290 determines if file 280 exists. If file 280 
does not exist, flow returns to block 310 and periodically 
repeated. If it is determined in conditional block 320 that file 
280 exists, flow continues to block 330 and file 280 is 
retrieved and interpreted by interpreter 300. Flow continues 
to conditional block 340 where the validity of file 280 is 
determined. If the file is not valid, flow continues back to 
block 310. If conditional block validates file 280, flow con 
tinues to block 350 where a signal is sent to interactive toy 10. 
In block 360 interactive toy 10 responds to the signal by 
performing an action. Flow continues to block 370 where file 
280 is deleted. 
0060 Operational flow of an exemplary browser environ 
ment 260 is illustrated in FIG. 15. Server 100 provides virtual 
world to browser environment 260. Flow begins in block 390 
where a user is playing on the provided virtual world. Flow 
continues to conditional block 400 where it is determined if 
the user accomplishes a predetermined goal within the virtual 
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world. If the user has not achieved the goal flow remains 
within conditional block 400 until the goal is achieved. Once 
the goal is achieved, flow continues to conditional block 410 
where it is determined if the achieved goal is one that should 
cause an action by interactive toy 10. If it is not flow continues 
back to conditional block 400 and waits for the next accom 
plishment. If conditional block 410 determines that the 
accomplished goal is one where interactive toy 10 action is 
appropriate, flow continues to block 420 where software 
plug-in 270 writes file 280. 
0061 Thus, it is seen that a system, methods and apparatus 
for interactive play are provided. One skilled in the art will 
appreciate that the present invention can be practiced by other 
than the above-described embodiments, which are presented 
in this description for purposes of illustration and not of 
limitation. The specification and drawings are not intended to 
limit the exclusionary Scope of this patent document. It is 
noted that various equivalents for the particular embodiments 
discussed in this description may practice the invention as 
well. That is, while the present invention has been described 
in conjunction with specific embodiments, it is evident that 
many alternatives, modifications, permutations and varia 
tions will become apparent to those of ordinary skill in the art 
in light of the foregoing description. Accordingly, it is 
intended that the present invention embrace all such alterna 
tives, modifications and variations as fall within the scope of 
the appended claims. The fact that a product, process or 
method exhibits differences from one or more of the above 
described exemplary embodiments does not mean that the 
product or process is outside the scope (literal scope and/or 
other legally-recognized scope) of the following claims. 

1. An interactive toy comprising: 
a toy body, the toy body comprising a display: 
a memory within the toy body, the memory comprising a 

plurality of codes; and 
a processor within the toy body, the processor connected to 

the memory and the display, the processor configured to 
cause one of the plurality of codes to be displayed on the 
display. 

2. The interactive toy of claim 1, further comprising a set of 
processor executable instructions stored on the memory, the 
set of processor executable instructions sufficient to configure 
the processor to: 

display an initial authentication code on the display; and 
periodically display on the display a code from the plural 

ity of codes. 
3. The interactive toy of claim 2, wherein the periodic 

display is in response to an interaction with the toy. 
4. The interactive toy of claim herein the periodic display is 

on a timed basis. 
5. The interactive toy of claim 2, wherein the periodic 

display is controlled on an achieved point basis, the achieved 
point basis derived from play with the interactive toy. 

6. The interactive toy of claim 1, wherein the interactive toy 
is configured to interact with an online entertainment world, 
the online entertainment world comprising a virtual world 
displayed on a user computer, the computer connected to a 
network, the network comprising a server that hosts the Vir 
tual world. 

7. (canceled) 
8. The interactive toy of claim 6, wherein the server com 

prises a set of authentication codes, and the interactive toy is 
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validated by executing a query on the database and comparing 
the results of the query to the toy's authentication code. 

9. The interactive toy of claim 6, wherein the virtual world 
includes a virtual toy with an appearance of the interactive 
toy. 

10. The interactive toy of claim 6, further comprising a set 
of processor executable instructions stored on the memory, 
the set of processor executable instructions sufficient to con 
figure the processor to: 

display an initial authentication code; 
periodically display a code from the plurality of codes in 

response to an interaction with the toy, and wherein the 
a user computer comprises a connection to the network 
and a keyboard allowing a user to enter the code dis 
played on the display. 

11. The interactive toy of claim 6, wherein the interactive 
toy further comprises a communications transceiver within 
the toy body, and a communications port, the user computer 
comprises a communications transceiver and a communica 
tions port. 

12. The interactive toy of claim 11, wherein the interactive 
toy further comprises a light emitting diode connected to the 
processor. 

13. The interactive toy of claim 12, wherein the processor 
is configured to illuminate the light emitting diode in 
response to receiving a signal from the communications port. 

14. The interactive toy of claim 11, wherein the interactive 
toy further comprises a speaker connected to the processor. 

15. (canceled) 
16. (canceled) 
17. (canceled) 
18. The interactive toy of claim 11, wherein the processor 

is configured to cause the toy's communications transceiver 
to communicate a code through the communications ports 
and the user's computer is configured to receive the code and 
communicate it to the server. 

19. The interactive toy of claim 6, wherein the server com 
prises a storage medium for storing data related to the inter 
active toy and the plurality of codes. 

20. The interactive toy of claim 19, wherein each of the 
plurality of codes allows the server to serve to the user com 
puter functionality unique to that code. 

21. The interactive toy of claim 19, wherein the function 
ality unique to that code is served to the user computer when 
the code is verified on the server. 

22. The interactive toy of claim 19, wherein the function 
ality comprises functionality selected from a group consisting 
of additional virtual point totals in a virtual game, access to 
additional virtual worlds, access to additional virtual objects, 
access to additional virtual cash, and access to additional 
virtual games. 

23. The interactive toy of claim 6, wherein the display of 
the virtual world on the user computer comprises displaying 
the virtual world on a web-browser application on the user 
computer. 

24. The interactive toy of claim 6, wherein the virtual world 
provides a plurality of visual and audible activities to a user on 
the user computer. 

25-89. (canceled) 


