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kens to each distinct digital executable content, controlling use
of the total licensed tokens provided to the digital content exe-
cution device by a license manager separate from and in com-
munication with the digital content execution device and in re-
sponse to a request to execute digital content on the digital
content execution device, the license manager allowing execu-
tion of the requested digital content on the digital content exe-
cution device through the allocation of the number of tokens
assigned to the digital content from the licensed token pool.
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DIGITAL CONTENT LICENSING METHOD

CROSS-REFFRENCE TO RELATEDAPPLICATIONS
[0001] This Application claims priority to U.S. Patent Application Serial No.
12/726,782, filed March 18, 2010, which claims priority to U.S. Provisional Patent
Application Serial No. 61/161,145, filed March 18, 2009, both of which are incorporated

herein by reference in their entirety.

TECHNICAL FIFLD
[0002] The present disclosure relates, in general, to methods for licensing of digital
content.
BACKGROUND
[0003] Although computer programs, individually also referred to as computer

software products, video games, music, etc., can be sold to an end user, a more frequent
approach is to license the digital product or program to an end user, with the software vendor
or owner retaining ownership of all of the rights to the product.

[0004] Each license is devised to control the usage of the product or software by
stating the conditions under which the product may be used, such as the location of use, the
number of times used, etc. Digital products are licensed in many ways. By one category,
licenses can be divided into node-locked licenses or network licenses. By another category,
licenses can be divided into product licenses or product suite licenses. In general most
licenses could be described by a combination or a simple variation thereof of the above two
categories; i.e. node-locked product licenses, node-locked product suite licenses, network
product licenses, and network product suite license.

[0005] Node-locked licenses restrict the use of software and digital products to a
given computer. The major limitation of this approach is that it requires customer to purchase
software separately for each potential user. Since each user does not use each software on his
machine all the time, software purchased via this approach would idle most of the time. This
is a very inefficient use of customers’ money.

[0006] Network licenses allow access to the software products on computer networks
formed of a number of interconnected computers or nodes which may be linked to each other
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and/or a central host. This addresses the primary inefficiency of node-locked licenses. Since
the customer must purchase licenses only to cover the anticipated number of peak
simultaneous users of that software.

[0007] Product licensing restricts the use of the license to only the product for which
it is valid. In other words, the license is not transferable to other products. The limitation of
this approach is that a customer must purchase the peak licenses, either node-locked or
network, for each product separately. Again, peaks usages for different product do not occur
at the same time. Hence, the customer ends up purchasing more software licenses than really
required.

[0008] Product suite licenses allow access to several software products using common
licenses. A suite would generally include several individual programs which may be run
concurrently with each other or individually and may or may not be linked to other programs
in the suite. Traditional licensing approaches for computer programs or suites typically
involve one license for all of the programs in each entire suite such that a user on a node of a
computer network is charged with one license use regardless of which program the user is
running from a particular program suite. A major limitation of this approach is that it
assumes that each product in the suite has an equal value. Also, product suites typically
involve a small number of software products which complement each other, and the
expansion of suite licensing to license a wide range of software products is commercially
impractical.

[0009] A recent development in licensing has been the units based licensing of
multiple products. In such a system, different products are assigned different values in terms
of units. A customer would license a certain number of units to run any and all of these
products. While on paper, this system appears to address limitations listed above, in reality it
does not due to the manner in which it is implemented by several organizations. Under this
setup, when a user runs multiple products, the user is charged multiple units, also called
stacking of units. Since the customers have limited budgets for purchasing software products,
this system (i) forces the users to terminate one product in order to run another, thus
decreasing the user's efficiency, or (ii) forces the customer to purchase additional licenses
with no additional value thus undermining the profitability of their organization. This system
does not encourage users to try new products, even though they are accessible and available

on their network.
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[0010] Other types of licensing techniques, such as a leveling license approach,
enable new digital content to be used without incurring many or any additional licensed units.
Either license approach can work for companies having multiple users tied together in a
company based computer network.
[0011] Home computer users typically download many different types of digital
content, including computer software, digital music, video games, movies, etc. While some
homes can have multiple computers and multiple simultaneous users interconnected by a
home based computer network, the number of users is relatively small, being on the order of
two or three network connected nodes in each network at lower use or license fees.
[0012] Further, home computer users typically download the different forms of digital
content from many different sources. These multiple sources make license management
inoperable. In addition, the relatively small, individual users who download digital content
from multiple sources are unable to take advantage of group discounts, parental monitoring
and block-out, etc.

SUMMARY
[0013] Embodiments of a method of licensing the use of digital content on a digital
content execution device are disclosed herein. In one such embodiment, the method includes
providing a total number of licensed tokens from a licensed token pool for executing digital
executable content on the digital content execution device and assigning a number of tokens
to each distinct digital executable content. Further, the method includes controlling use of the
total licensed tokens provided to the digital content execution device by a license manager
separate from and in communication with the digital content execution device. The method
also includes, in response to a request to execute digital content on the digital content
execution device, the license manager allowing execution of the requested digital content on
the digital content execution device through the allocation of the number of tokens assigned
to the digital content from the licensed token pool.
[0014] In another such embodiment, the method includes providing access to a
licensed token pool of licensed tokens usable by the at least one digital content execution
device to execute digital content and assigning a number of license tokens for execution of
each distinct digital content. The method also includes in response to a request to execute
digital content on the at least one digital content execution device, a license manager allowing

execution of the requested digital content through the allocation of the assigned number of
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licensed tokens assigned to the digital content from the licensed token pool only if the number
of assigned tokens does not exceed the total number of license tokens in the licensed token

pool.

BRIEF DESCRIPTION OF THE DRAWINGS

[0015] The description herein makes reference to the accompanying drawings wherein
like reference numerals refer to like parts throughout the several views, and wherein:
[0016] Fig. 1 is a pictorial representation of a network having a communication

network coupled to a computer server and application service provider;

[0017] Fig. 2 is a flow diagram depicting operation of a token based club digital
content licensing management method that can be used in the network of Fig. 1;

[0018] Fig. 3 is a pictorial representation of an alternate network;

[0019] Figs. 4-7 are pictorial representations of a token based club digital content

licensing arrangement; and
[0020] Fig. 8 is a pictorial representation of a computer network digital content

execution device and application service provider communication network.

DETAILED DESCRIPTION
[0021] Referring now to the drawings and to Fig. 1 in particular, there is depicted a
computer network containing at least one customer computer network 10 and, preferably, a
plurality of customer computer networks 10, 12, etc. which can independently communicate
through a communications network 13, such as the Internet, with one or more remotely
located networks.
[0022] By way of example only, the customer computer networks 10 and 12 each
include at least one and, optionally a plurality of individual nodes, with three nodes 14, 16,
and 18, being depicted by way of example only in networks 10 or 12. Fach of the nodes 14,
16, and 18 is connected to a network server 20 and has its own network address so that any
one of the nodes 14, 16 and 18 can communicate with the other nodes 14, 16, and 18 within
the network 10 or 12. The network server 20 is connected to and is in communication with a
host CPU 22.
[0023] Although the individual nodes 14, 16, and 18 are depicted as being connected

in a spoke configuration to the network server 20, it will be understood that this arrangement
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is by example only as the individual nodes 14, 16, and 18 may be connected in a ring
configuration or any other configuration found in computer networks. Further, the network
server 20 and the host CPU 22 may be combined into a single computer.

[0024] As will be clearly understood by those in the computer art, each of the nodes
14, 16, and 18, as well as the network server 20 and the host CPU 22, may be formed of a
processing unit, hereafter CPU, such as a microprocessor, as well as input and output
components coupled to the processing unit, including a memory, input components, such as a
key inputs, mouse, etc., and output components, such as a screen display, printer, etc., not
shown.

[0025] The processing unit and coupled I/O components maybe implemented in any
electronic device, such as a desktop or laptop computer, a handheld or portable computer-like
device, MP3 and other electronic media players, cellular telephones, etc.

[0026] For explanatory purposes only, a node is defined as a unique combination of a
user, or a CPU or host, or a display, or a user and a CPU, or a CPU and a display, or a user
and a display, or a user, a CPU and a display.

[0027] A license manager 24 (or 25) is embodied in a software program which may be
resident or stored in the memory of the network server 20 or the host CPU 22 and/or capable
of being stored in a storage media, such as a disk, CD-ROM, etc. The license manager 24
may also be resident or stored in the memory of a separate central processing unit or
microprocessor which is coupled to the network server 20 or the host CPU 22.

[0028] The function of the license manager 24, as described in greater detail hereafter,
is to control access to, as well as monitor the execution or running of one or more pieces of
individual digital content or media coupled together or sold as a suite or even sold or licensed
individually. The suite is formed of a plurality of individual digital content which may be
separately executable or executable in multiple numbers, and is resident in the memory of
and/or a hard drive connected to the host CPU 22. In this arrangement, the network server 20
merely distributes an authorized licensed program from the suite to the requesting node.
[0029] Before defining the details of one aspect or example of a licensing method
which may be employed, definitions of key terms will first be presented.

[0030] Licensed Units: The total number of units licensed by a customer on a
customer computer network.

[0031] Customer Computer Network (CCN) Assigned Units: The value in terms of
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units assigned to each discrete digital content in the product suite licensed by one customer
for execution on the customer computer network.

[0032] Customer Computer Network (CCN) Node Running Total: The total number
of units checked out by one node on the customer computer network at a given time. In a
leveling licensing arrangement on the customer computer network, the CCN node running
total is equal to the product or digital content having the highest CCN assigned units value of
all of the products or digital content executed by the one CCN node at one given time. In a
stacking licensing arrangement, the CCN node running total is equal to the total of the CCN
assigned units of all of the products or digital content executed by the one CCN node on the

customer computer network.

[0033] Customer Computer Network (CCN) Checked Out Units: The sum of node
running totals of all nodes on the customer computer network.

[0034] Total Checked Out Units: The sum of the CCN checked out units.

[0035] Available Units: Licensed units minus total checked out units.

[0036] Customer Computer Network (CCN) Required Units: Number of units

required to start a new product or digital content run by one node on one customer computer
network. In aleveling licensing arrangement, if the CCN assigned units for the new product
or digital content are greater than the CCN node running total, the CCN required units equals
the CCN assigned units of the new product minus the CCN node running total. If the CCN
assigned units for the new product or digital content are less than or equal to the CCN node
running total, then the CCN required units equals zero. In a stacking licensing arrangement,
the CCN required units equals the number of CCN assigned units for the new product or
digital content.

[0037] Customer Computer Network (CCN) Returned Units: Number of units
returned to the available units when a product or digital content is terminated by one node on
the customer computer network. In a leveling licensing arrangement, if the CCN assigned
units of the terminated product or digital content are less than the CCN node running total,
then the CCN returned units equals zero. If the CCN assigned units for the terminated
product are equal to the CCN node running total, then the CCN returned units equals the
CCN assigned units for the terminated product minus the next highest CCN assigned units
value of the remaining products or digital content running on the node. In a stacking

licensing arrangement, the CCN returned units equals the CCN assigned units of the content
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terminated on the customer computer network.

[0038] Each piece of digital content in a program suite licensed to a particular
customer computer network, such as customer computer network 10 and 12, is provided with
assigned units, such as the CCN assigned units defined above. The actual number of assigned
units assigned to each discrete digital content in the program suite can be arbitrarily chosen,
and the number of assigned units for two or more pieces of digital content can be identical or
different.

[0039] By way of example only, the number of assigned units assigned to each piece
of digital content is selected as a function of one license price of each product or program
divided by an arbitrary factor. By example only, the price of each discrete digital content or
digital product is divided by $250 to yield the number of assigned units assigned to each piece
of digital content. It will also be understood that the number of assigned units assigned to
each digital content may also be based on the size of the individual products, the amount of
time typically employed to run each digital content, or its inherent value to an end user in a
particular application.

[0040] The above-described assigning of units for each piece of digital content in the
program suite can be further understood by referring to United States Patent No. 6,859,792,
issued February 22, 2005 entitled Product Suite Licensing Method, the entire contents of
which are incorporated herein by reference. This patent describes a licensing method based
on a unique leveling concept for controlling the licensing of products for digital content in a
product suite in a single computer network.

[0041] Thus, the licensing method requires input from the license manager 24 of the
customer computer network 10 to determine the CCN Checked Out Units of digital content
currently being executed by the customer on the customer computer network 10 for the
customer computer network 10.

[0042] Each customer computer network 10 or 12 communicates with the data
communication network 13 through an Internet service provider or ISP 30, 32, respectively.
In addition, the data communication network or Internet 13 in the present invention
communicates with one or more through Internet service providers 34, 36 and 38,
respectively. Although a single ISP 34 may be employed for communicating with one or
more customer computer networks 10 and 12, for further flexibility and to insure a faster

response time and an execution or run of individual digital content on the application service
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provider for any of the customer computer networks 10 or 12, the plurality of ISPs 34, 36 and
38 are each connectable to memory storage media, such as one or more disks 42, 44 and 46.
Each can access each of the disks, 42, 44 and 46 to obtain data or digital content stored on the
disks 42, 44, and 46.

[0043] Initially, the customer computer network license manager 24 recognizes the
total number of licensed units purchased or made available in the customer server 20. This
total number of licensed units can be paid in any of a number of ways, each primarily based
on a license term or period, such as one year, for example only. The license royalty or fee
will be based on a certain price per license unit, such as $250 per license unit in the above
example. However, the number of licensed units purchased by this license fee covers the
complete license term, such as one year, for example, and acts as a cap limiting the number of
individual programs or products, as described hereafter, which can be executed or run
simultaneously on the customer computer network 10. To state this another way, the total
checked out units at a given time cannot exceed the number of licensed units paid for by the
licensee or entity controlling the network 10.

[0044] The licensed units which are purchased by a particular customer can come in a
number of different forms. In one form, all of the licensed units are treated the same and
useable both on the customer computer network 10 or 12.

[0045] A customer log file 60 is maintained by the license manager 24 for the
customer computer network 10 and a customer log file 60' by the license manager 25 for the
customer computer network 12. The customer log file 60 or 60’ contains the total number of
available units which can be used at the customer computer network 10 or 12 at any given
time. The license manager 24 for the customer computer network 10 will update the
customer log file 60 for each change of the available units on the customer computer network
10. As described hereafter, such a change in the available units on the customer computer
network 10 results from the execution of additional products from the program suite or the
termination of the execution of one of the products in the suite either on the customer
computer network 10, 12.

[0046] A customer may execute any of the digital content on its local customer
computer network 10 or 12 based on the determination by the license manager 24 or 25,
respectively, whether the number of available units is sufficient to execute the next requested

digital content on the respective customer computer network 10 or 12.

8



WO 2010/108006 PCT/US2010/027820

[0047] For example, as illustrated in Fig. 2, if a sufficient number of units is available
for executing the requested digital content, the license manager 24 sets a flag “units =
available” in step 76 and then makes a determination in step 78 whether the user has asked to
lock or not lock the units at this time. If the user has asked not to lock the units at this time,
the flag remains set at "units = available", and the status is logged in step 82 for further
processing. However, if the user has asked to lock the units, the license manager in step 80
sets a flag “units = locked.”, and the status is logged in step 82 for further processing and asks
the license manager 24 to check out the units.

[0048] The license manager in step 84 communicates the unit status logged in step 82
at regular intervals, such as every 1 minute or 15 minutes, for example, or when the status is
updated in steps 72, 76 or 80 and logged in step 82.

[0049] If the status is “units = locked”, the requested content will run as soon as a
CPU becomes available on the ASP network. However, regardless if the status is “units =
available” or “units = unavailable”, the status may change depending on the activities on the
customer computer network 10, 12. Hence, in addition to logging the status on to step 82,
steps 72 and 78 also loop the control back to step 74 so that step 70 will be re-evaluated and
the units status may be changed from “available” to “unavailable” or vice versa depending
upon the change in availability of units in step 76, or a change in CPU status from available to
unavailable, or a second or later queued content may be executed instead of the first queued
request.

[0050] As shown in Fig. 2, the license manager 24 updates the available units in the

customer log file 60 upon any of the following events:

[0051] Termination of a local run on the customer computer network 10;
[0052] The setting of “units = locked” flag in step 80;
[0053] The start of an execution or run of a piece of digital content on the customer

computer network 10;

[0054] Thus, it can be seen that the number of available units in the customer log file
60 can be a dynamically changing number dependent upon execution of digital content on the
customer computer network 10. The execution, locking or unlocking of units and the
termination of execution of any piece of digital content on the customer computer network 10
causes the number of available units to increase or decrease accordingly.

[0055] If a CPU is available as determined in step 90, the license manager 50 makes a
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determination in step 94 if the units’ status is “locked”, “available” or “unavailable”. If the
status is “unavailable”, step 96 is executed wherein the license manager 50 waits for the next
unit status update in steps 82 and 84 from the customer computer network 10, or the license
manager 50 regarding the status of CPUs.

[0056] The license manager 50 controls and monitors all jobs queued, whether due to
unavailability of a CPU or due to the unavailability of units, as follows. As and when a CPU
becomes available due to termination of a job in step 104, the license manager 50 would
check the first job in the queue for its units status in step 94. If units are "available" or
"locked”, that job will be executed as described earlier. If units were "unavailable", the job
will be returned back to the queue and marked as "returned". The license manager will now
check the next job in the queue for its unit’s status. It will continue to check jobs in the queue
until it finds a job with units’ status of "locked" or "available", or there are no more jobs left
to check in the queue. The license manager 50 may also be designed such that a "returned"
job would retain its original position, or it is sent to the bottom of the queue, or it is demoted
by a certain number of spots in the queue. Also, if a job is flagged "returned" a certain
number of times, say 3 times for example, and is waiting in the queue for a certain number of
hours, say 6 hours for example, the license manager may be designed to delete the job from
the queue altogether.

[0057] Referring now to Fig. 3, there is depicted a similar arrangement of a customer
computer network denoted here by reference number 118 which communicates through a
global telecommunication network, such as the Internet 13, in the same manner as described
above and shown in FMigs. 1 and 2.

[0058] However, in this arrangement, the single customer computer network 118 is
formed of a number of individual CPUs 120, 122 and 124, for example only. Each CPU 120,
122 and 124 has its own individual license manager 126, 128 and 130, respectively. Each
CPU 120, 122 and 124 also has access through the Internet 13 via individual Internet service
providers or ISPs 121, 123 and 125, respectively.

[0059] The individual CPUs 120, 122 and 124 may constitute three different users not
normally affiliated with a business customer computer network. These users act
independently and may be in different physical locations without any direct connection
between the CPUs 120, 122 and 124. The users of the CPUs 120, 122 and 124 will initially

join together as a group forming the customer computer network 118 by purchasing a total
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number of licensed units as a group. The individual license managers 126, 128 and 130 have
access to each other via the Internet 13 to maintain a total number of individual checked out
units and available units for each CPU 120, 122 and 124.

[0060] The arrangement shown in Fig. 3 enables a number of what would normally be
independent CPUs to have access to an application service provider to run the latest digital
content of any type, such as application programs, video games, etc., without purchasing the
actual software or video game. Each individual customer is restricted by acting as a group in
terms of abiding by the number of available units before being able to access and execute
digital content; but typically obtains access to a larger number of units than purchased
individually by the customer, and consequently to larger quantities of digital content than
each customer's individually purchased units would allow.

[0061] There is further disclosed a unique token based, club licensing method for
digital content.

[0062] The term “digital content” will be understood to mean any and all forms of
digital content, commonly known as computer software programs, video games, music,
movies, videos, etc., which can be accessed, downloaded, input, or otherwise transferred to a
computer or processor and run or executed.

[0063] Thus, “digital content” includes computer software in the form of application
programs, operating systems, etc., as well as digital content for audio, video, audio/video
executable files. Further, the term “digital content” as used with the present licensing method
further includes digital data or digital files which can be processed by other application
programs or require execution by other software and/or hardware, such as a music player, etc.
[0064] The present licensing method makes use of a customer group or club. “Club”
will be understood to mean any group of one or more individuals which join together to act as
a single entity. The club can be a family or groups of families, for example, as well as a
classroom of students, a small business, or a group of people who have met through the
Internet or elsewhere and desire to be associated and act as a group for accessing digital
content.

[0065] The digital content which is accessible by each group can be made available in
a number of different ways. As shown in Fig. 4, one or more entities 200, 202, 204, 206, etc.,
such as a software company, music company, movie company, etc., may offer a list of

accessible or downloadable digital content.

11



WO 2010/108006 PCT/US2010/027820

[0066] Alternately, an entity can accumulate a product or digital content suite of
downloadable digital content, including some or all of computer software programs, movies,
videos, video games, music, etc., and make them available as a source 210 to each group.
[0067] Either product or digital content suite approach requires the formation of a
club 212 under club defined rules. Financial arrangements are made for billing the individual
club members 214, 216, 218, 220, etc., based on any charge approach, including fees based
on the amount of usage of the product suite, pro rata cost per club member 214, 216, etc.
[0068] Each club 212 will register with the product suite source, but the individual
club members 214, 216, etc., do not have to be directly interconnected on the same network.
Rather, each club member 214, 216, etc., may access the product suite source 210
independently of other club members. Each club member 214, etc., however, will be
recognized by the product suit source 210 as belonging to a particular club 212 and the digital
content pre-approved for selection by the particular club 212 will then be made available for
selection by each club member 214, 216, etc.

[0069] The digital content or product suite license can be charged to the club
members of each club 212 according to any licensing technique, including a stacked licensing
technique wherein the number of assigned licensed units or tokens 220 are associated with
each particular digital content, which can be set by the owner or originator of the digital
content, are added, when the digital content is downloaded or executed by a club member, to
the checked out tokens or units associated with other digital content which is being
simultaneously run or executed by other of the club members 212. Fach club 212 can have a
maximum number of tokens 220 or total group licensed units made available to it based on
the total license fees paid by each club 212. In this manner, when there are insufficient
available license units or tokens 220 remaining for a club member 214, 216, etc., to access
and download a particular piece of digital content, i.e., the number of available license units
is less than the assigned license units for the digital content the user wishes to download that
club member will not be able to access and execute the digital content until additional
licensed units become available by the termination or return of an executed piece of digital
content by another club member to the club product suite.

[0070] Each club member can also optionally be provided with private tokens which
the club member purchases. Private tokens enable a particular club member to access digital

content from the product suite on his own without regard to the available licensed units under
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the licensing technique employed by the club 212. If there are an insufficient number of
private tokens remaining when private tokens have been employed for other currently
executed or downloaded digital content, additional digital content cannot be downloaded until
sufficient numbers of licensed private tokens have been returned to the product suite by the
user.

[0071] The products and content that each club member 214, 216, etc., can access can
be selected and preset by each club 212. For instance, parents may set up a club for their
children and preselect software or other digital content that is appropriate for their children.
The children are then free to make selections from within the pre-screened of digital content
in the product suite. In general, a club 212 will be able to access all of the digital content in
the product suite unless it places its own restrictions on its members.

[0072] The club approach enables individual club members to increase their buying
power. For clubs having larger numbers of members, it is more unlikely that each club
member will attempt to use club tokens 220 simultaneously. Thus, a club 212 formed of
fifteen people may need to only buy enough tokens 220 for ten members to run products
simultaneously.

[0073] A club 212 that frequently reaches its token limit can purchase more tokens
220. Club members thus enjoy the benefit of being able to access a large number of digital
products for a single subscription fee. The digital products are maintained current by the
digital content source or the product originator thereby making it unnecessary for club
members to purchase a product or upgrade existing products which they have purchased.
[0074] Each club 212 can establish its own rules. The following example of the
operation of a club will be understood to be by example only.

[0075] First, each club 212 picks a club name and a unique password. Each member
of the club 212 then provides a login ID and personal password. A club president can be
selected.

[0076] For convenience, several prepackaged club types can be made available.
Choosing a club type sets up the initial operating rules and services that the club members
receive. However, the preset rules and services can be customized. Examples of
prepackaged club types can include a general club 212 accessing any type of digital content, a
family club, a classroom club, a gamers club, music and video club, etc.

[0077] An optional club page can be provided through the digital content source to
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provide a menu of digital content available to the club, a convenient location for advertising
and club messages, etc.

[0078] The club 212 will also set rules for adding new members, such as by invitation
only, open enrollment, etc. Club voting rights can also be established by majority vote,
unanimous vote, dictatorship, etc.

[0079] Each club 212 will decide the monthly fees to be paid by the club 212 from a
schedule of fees established by the digital content source. FEach club 212 can vote on the
addition or removal of club members 214, 216, etc., the types of digital content made
available to club members, mergers with other clubs, etc.

[0080] With respect to financial arrangements, each club member’s credit card is
billed automatically on a monthly basis for each club member’s pro rata shares of the monthly
fee paid by the club 212. Other fee arrangement based on usage is also possible. Each club
member can quit at any time or merely go “inactive” by not paying dues. Perks and incentives
may also be provided by each club on an individual club basis from the digital content source.
For example, bonus token give-always can be provided by each club or each digital content
source to keep club members enrolled. Bonus tokens may be provided for clubs that reach
certain member sizes. Bonus tokens can also be provided to club members based on token
usage over time, usage through related services, such as telephone calls, airlines, shopping,
etc.

[0081] The digital content source can also provide early beta software for club
members and exclusive movie, game or video releases for club members.

[0082] As shown in Fig. 6, a club 212 has purchased ten tokens from the source 210.
The individual members 214, 216, etc., of the club 212 are then able to download and execute
or run selected digital content from the digital content suite authorized by the club 212 from
the source 210. For example, club member 214 is executing digital content which requires
two tokens 220. Club member 216, meanwhile, is executing digital content requiring only a
single token 220. Club member 218 is executing digital content which requires three tokens
220. This leaves four tokens 220 for other use by the same or other club members 214, 216,
etc. Such digital content can be accessed and executed only if it requires four or less tokens
220. If the digital content or multiple pieces of digital content total more than four tokens
220, subsequent club members which access the product suite source 210 must wait until

sufficient tokens 220 have been returned.
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[0083] Fig. 7 shows another example in which club member 220 is executing digital
content requiring three tokens 220. Club member 216 is executing digital content requiring
only a single token 220. Club member 218 is executing digital content requiring three tokens.
This leaves three tokens 220 in the club running total for selection by any of the members of
club 212.

[0084] Referring now to Fig. § there is depicted another aspect of a digital content
licensing management method for use by, for example, an individual consumer, a group of
consumers (e.g. a family) or another entity (e.g. business). Hereinafter, this digital content
licensing management method will generally be described with reference to an individual
consumers. However, this example is merely exemplary, and as discussed previously, the
digital content licensing management method can be used use by a group of consumers,
business, etc.

[0085] For example, one customer computer network 310 may include a customer
server 320 disposed in communication with one or more individual computers or nodes 314,
316 and 318. The nodes 314, 316 and 318 may be connected to the server 320 in any
communication arrangement, including a ring configuration, a star configuration, etc.

[0086] A license manager 324 may also be coupled to the server 320 for controlling
the licensing and use of digital content, including software programs, music, videos, etc. The
customer server 320 communicates through an internet service provider (ISP) 330 and the
Internet 313 to an independent third party or application service provider (ASP) 332. The
application service provider 332, hereafter referred to as the ASP 332, includes one or more
processing units, such as servers, coupled to a license manager 334.

[0087] Also coupled to the ASP 332 through the Internet 313 and internet service
providers are one or more digital content execution devices, such as computers, including
desktops, laptops, personal digital assistance (PDA’s), etc., and MP3 players, etc. Each
individual digital content execution device, such as the MP3 player 340 or desktop computer
342 includes a CPU 344 and 346, respectively, which may have a license management
program 346 and 348 resident therein. Fach device 340 or 342 is coupled through an internet
service provider 349, 350 to the Internet 313 for communication with the ASP 332.

[0088] Digital content may be stored or accessible at each digital content execution
device 310, 340 and 342. That is, the digital content, whether in form of computer software,

games, music, videos, etc. can be stored in the memory of the device or computer network
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310, 340 and 342 or externally of such devices or networks. Alternatively, digital content
may be stored or accessible at the ASP 332. The digital content can also be stored at another
location that may or may not be related to the digital content execution devices 310, 340 and
342 or the ASP 332.

[0089] The ability of each user of the devices 340 and 342, or the users of the nodes
314, 316, and 318 in the computer network 310 to execute or run the digital content can be
controlled by a license management program stored in the license manager 334 coupled to the
ASP 332. It will be understood that at least a portion of the license management program
may be resident in the license manager 324, 346 and 348 of the devices or networks 310, 340
and 342. Alternatively, the full license management program can be stored in the license
manager 334.

[0090] This license management method is based on tokens which are the same as the
Licensed Units in a previously described licensed management methods. A total number of
tokens are provided to a customer, such as the user of the computer network 310 or the users
of the devices 340 and 342. The total number of tokens provided or purchased by a customer
may be valid over a time period, such as quarterly, yearly, etc., before new license tokens
must be purchased by the customer. The customer can, at any time, increase or decrease the
total number of tokens provided to the customer.

[0091] Each piece of digital content stored or executable by each digital content
device 340 or 342 or by the nodes 314, 316 and 318 on the computer network 310 is assigned
a predetermined number of Assigned Units or tokens. For example, each piece of digital
music content, such as songs, can have an assigned unit value of 1 token. The digital content
executed on any of the devices or networks 310, 340 and 342 may be assigned like amounts
of tokens. Alternatively, the number of tokens assigned to the digital content may vary
depending on the type of device which is executing the digital content or some other suitable
factor. Further, the actual number of tokens assigned to each piece of digital content,
particularly in the case of computer software programs, may vary, depending on the cost of
the software, its typical run or execution time, the amount of computer hardware it requires
for execution, etc. Thus, each piece of digital content executed on any of the networks or the
devices 310, 340 and 342 can have different Assigned Units or token values ranging from one
token to 25 or more tokens, for example only.

[0092] As shown in Fig 8, the ASP or server 332 includes a token pool 360. The
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token pool 360 includes the total number of tokens which are to be allocated to or exchanged
with the digital content execution devices 310, 340 and 342 to enable execution of digital
content stored on such devices 310, 340, and 342 or accessible by or transferred to the devices
310, 340 and 342.

[0093] The token pool can be stored in a computer media or memory and can operate
as a single large pool containing all of the tokens available for licensing by any individuals,
groups of individuals, small businesses, etc. The token pool can be stored on the ASP 332 or
a separate server. A sub-pool, for example, selected from sub-pools 360a, 360b or 360c, can
be associated with (or allocated for) each distinct individual, group of individuals, small
business, etc. Accordingly, if an individual has more than one digital content execution
device, (e.g. nodes 314, 316 and 318 of computer network 310, MP3 player 340, desktop
computer 342) the tokens of their respective sub-pool 360a, 360b or 360c can be shared
between all (or some of) their digital content execution devices.

[0094] Alternatively, or in addition, the token pool can operate as a single large pool
containing all of the tokens available for licensing by one of or a group of devices 310, 340,
342 etc. rather than associated with particular distinct individuals, groups of individuals,
small businesses, etc. Accordingly, each sub-pool 360a, 360b and 360c can be allocated
respectively to each distinct device 310, 340, and 342. In this manner, each device 310, 340,
342 is provided with a predetermined number of licensed units or tokens, for example, in the
case of the device 340 in the form of an MP3 player, the user of the device 340 may pay $10
and be allocated 10 tokens. Each piece of digital content such as each song, which is stored
in the MP3 player 340 or accessible by or transferable to the MP3 player 340, has an assigned
unit or token value of 1 token, for example.

[0095] When the user of the MP3 player 340 desires to access and listen to a song, by
clicking on the song title or other song identification stored on the MP3 player, a request is
transmitted over the Internet 313 to the license manager 334 in the ASP 332. Using any type
of license management system including stacking, leveling, pay and discard, etc., as described
in previous license management examples, the ASP 332 transfers one token 370 to the MP3
player 340 which enables execution of the selected song on the device 340.

[0096] If the user of MP3 player 340 also has, for example, the desktop computer 342,
both devices can use the same sub-pool (e.g. one of sub-pools 360a, 360b or 360c¢).

Accordingly, if the user of the MP3 player 340, as discussed previously is listening to the
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song, and the user of desktop 342 is also listening to a song (with an assigned value of 1
token), the ASP 332 can transfer an additional token to the desktop 342 to enable execution
of the selected song on the device 342. Alternatively, as discussed previously, each sub-pool
360a, 360b or 360c may be related to the individual digital content execution devices
themselves rather than a specific individual, group of individuals, small business etc.

[0097] At the completion of the song, the token 370 can be returned to the sub-pool
360a associated with the device 340 for re-use by the user of the device 340 in a stacking or
leveling or other licensing management method. If the user also has devices 310 and 342
associated with sub-pool 360a, the token may be returned to the sub-pool 360a for re-use by
users using the devices 310 and 342. In a pay and discard licensing arrangement, the one
token is deleted from the total number of tokens in the license pool 360a. At the exhaustion
of the 10 tokens in the license pool 360a purchased by and provided to the user of the device
340, the user is required to purchase additional license units or tokens in order to play
additional songs.

[0098] It will be understood that the aforementioned transfer of one or more tokens
370 corresponding to the assigned value of the digital content requested by and to be executed
on each device 310, 340 and 342, need not be a physical element, but can only be an
“execute” signal from the license manager 334 to the requesting device 310, 340 or 342. The
license manager 334 maintains a current use total of the tokens currently in use by each
device 310, 340 and 342 and controls subsequent execution of additional digital content on
each device 310, 340 and 342 as part of the overall licensing arrangement using the total
number of license tokens provided to the user and the member of tokens which are currently
being used or have been used by each user.

[0099] Alternately, transfer of tokens 370 by the ASP or server 332 from the license
pool 360 can be the actual number of tokens required by the user of one of the devices 310,
340, or 342 requesting execution of digital content on the respected devices 310, 340 and 342.
The number of tokens 370 transferred from the token pool 360 can be accessed by the license
manager 324, 346 and 348 coupled to each device 310, 340 and 342 and then used by the
license manager 324, 346, and 348 to allow execution of the requested digital content which
is stored in the memory of the device 310, 340 and 342 or accessible by and transferable to
the device 310, 340 or 342 from for example, ASP 332.

[00100] It is also possible in a modification of this license arrangement for a user of a
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desktop or laptop computer 342 to be provided with a total number of licensed tokens for use
on the computer 342 or indirectly by the user of the computer 342 through a mobile MP3
player 352. The MP3 player 352 can be wirelessly connected to the computer 342 through an
Internet or other wireless connection so as to be able to access and use the same tokens
provided to the device 342.

[00101] This license management method provides copy protection and security for the
owners or providers of the digital content since the token flow to and from each device 310,
340 and 342 is controlled by the license management program resident in the license manager
334. Thus, even though the digital content itself can be, for example, downloaded and stored
in the memory of each device 310, 340 and 342, each piece of digital content cannot be
executed without the use of tokens under the control of the license manager 334.

[00102] The use of tokens according to this license method also prevents unauthorized
copying of the digital content by the user of each device 310, 340 and 342 since the tokens are
issued by an independent third party according to a prescribed licensing method thereby
adding security and copy protection for the digital content.

[00103] While the invention has been described in connection with what is presently
considered to be the most practical and preferred embodiment, it is to be understood that the
invention is not to be limited to the disclosed embodiments but, on the contrary, is intended to
cover various modifications and equivalent arrangements included within the spirit and scope
of the appended claims, which scope is to be accorded the broadest interpretation so as to

encompass all such modifications and equivalent structures as is permitted under the law.
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What is claimed is:

1. A method of licensing the use of digital content on a digital content
execution device, the method comprising the steps of:

providing a total number of licensed tokens for executing digital executable
content on the digital content execution device;

assigning a number of tokens to each distinct digital executable content;

controlling use of the total licensed tokens provided to the digital content
execution device by a license manager separate from and in communication with the digital
content execution device; and

in response to a request to execute digital content on the digital content
execution device, the license manager allowing execution of the requested digital content on
the digital content execution device through the allocation of the number of tokens assigned

to the digital content from a licensed token pool.

2. The method of claim 1, further comprising the step of:
withdrawing the assigned number of tokens from the total number of licensed

tokens during the execution of the requested digital content.

3. The method of claim 2, further comprising the step of:
returning the number of assigned tokens to total number of the licensed tokens

on completion of the execution of the digital content on the digital content execution device.

4. The method of any of claims 1 to 3, further comprising the step of:

during the execution of one digital content on the digital content execution
device, prohibiting execution of other digital content on the digital content execution device if
the assigned number of tokens for the subsequent requested digital content exceeds the
number of licensed tokens remaining in the total number of licensed tokens for the digital

content execution device.

5. The method of any of claims 1 to 3, wherein the digital content

execution device includes a plurality of separately operable digital content execution devices,
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each independently communicating with a distinct processor, the method further comprising
the steps of:

providing each digital content execution device with a plurality of distinct total
number of licensed tokens, the licensed tokens residing in a discrete licensed token pool; and

in response to a request to execute digital content from any of the digital
content execution devices, the license manager allowing execution of the requested digital
content on the requesting digital content execution device through the allocation of the
number of tokens assigned to the requested digital content from the respective digital content

execution device license token pool.

6. The method of any of claims 1 to 3, wherein the digital content
execution device includes a plurality of separately operable digital content execution devices,
the method further comprising the steps of:

providing a total number of licensed tokens for executing digital executable
content on the plurality of separately operable digital content execution devices; and

in response to a request to execute digital content from any of the plurality of
separately operable digital content execution devices, the license manager allowing execution
of the requested digital content on the requesting digital content execution device through the
allocation of the number of tokens assigned to the requested digital content from the license

token pool for the plurality of separately operable digital content execution devices.

7. The method of any of claims 1 to 3, wherein the plurality of separately
operable digital content execution devices are associated with one of an individual, a group of

individuals and a business.

8. The method of any of claims 1 to 3, wherein the step of providing access
to digital executable content by at least one digital content execution device further comprises
the step of:

storing the digital executable content on the at least one digital content

execution device or a .
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0. The method of claim of any of claims 1 to 3, further comprising the step
of:
providing access to digital executable content by at least one digital content

execution device.

10. The method of claim of any of claims 1 to 3, wherein the licensed token
pool is associated with one of the digital content execution device and a user of the digital

content execution device.

11. The method of licensing the use of digital content on at least one digital
content execution device, the method comprising the steps of:

providing access to a licensed token pool of licensed tokens usable by the at
least one digital content execution device to execute digital content;

assigning a number of license tokens for execution of each distinct digital
content; and

in response to a request to execute digital content on the at least one digital
content execution device, a license manager allowing execution of the requested digital
content through the allocation of the assigned number of licensed tokens assigned to the
digital content from the licensed token pool only if the number of assigned tokens does not

exceed the total number of license tokens in the licensed token pool.

12. The method of claim 11, further comprising the step of:
withdrawing the assigned number of tokens from the licensed token pool during

the execution of the requested digital content.

13. The method of claim 12, further comprising the step of:
returning the number of assigned tokens to the licensed token pool on

completion of the execution of the digital content on the digital content execution device.

14. The method of any of claims 11 to 13, wherein the licensed token pool
is associated with one of the at least one digital content execution device and a user of the

digital content execution device.
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15. The method of any of claims 11 to 13, wherein the user is one of an

individual, a group of individuals and a business.
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