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REMOTE GAMING AND PROJECTION 

BACKGROUND 

0001. Some gaming systems permit users to be net 
worked with one another and play against one another. 
However, the gaming Systems still execute locally on each 
machine or device of each participating user. The same is 
true for non-networked gaming. That is, with non-networked 
gaming a user directly sits in front of and interacts with the 
gaming System in order to play a desired game. This means 
that bulky and unnecessary equipment is either carried 
around by a user in order to install and power up in a location 
that Suits the user or means that the user picks a Single 
location to install and power up the gaming System in a 
location that he/she consistently revisits when game play is 
desired. 

0002 On a related note, there are many instances in 
which a user would like to share what is appearing on his/her 
display with one or more others having different display 
devices. Typically, this is achieved by hardwired connec 
tions between the Sharing display and a third device called 
a projection device. The display devices that desire to view 
the shared display then directly connect or interface to the 
projection device. The Sharing device directly connects and 
interfaces through hardwired connections to a special pro 
jection device. Similar to gaming, the direct connection 
between a sharing display and a projection device is an 
inconvenient and cumberSome Solution for mobile users. 

BRIEF DESCRIPTION OF THE DRAWINGS 

0.003 FIG. 1 is a diagram of an example architectural 
layout of a remote gaming and projection System, according 
to an example embodiment of the invention. 
0004 FIG. 2 is a diagram of a method for remote gaming 
and projection, according to an example embodiment. 
0005 FIG. 3 is a diagram of a method for remote 
projection, according to an example embodiment. 
0006 FIG. 4 is a diagram of another method for remote 
projection, according to an example embodiment. 
0007 FIG. 5 is a diagram of a remote projection system, 
according to an example embodiment. 
0008 FIG. 6 is a diagram of a remote gaming system, 
according to an example embodiment. 

DETAILED DESCRIPTION 

0009 FIG. 1 is a diagram of one example architectural 
layout 100 of a remote gaming and projection System, 
according to an example embodiment of the invention. The 
architecture 100 is implemented in a machine-accessible and 
readable medium and is operational over a network. The 
network may be hardwired, wireless, or a combination of 
hardwired and wireless. Moreover, the network may be a 
Wide Area Network (WAN), a Local Area Network (LAN), 
or a home-based network. 

0.010 The architecture 100 includes a variety of compo 
nents, Such as a host 110, a gaming System 111, an optional 
host display device 112, a network 120, and one or more 
clients 130 and 140. The host 110 is a processing device 
which houses and processes the gaming System 111. The 
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gaming System 111 can be any commercially available 
gaming System 111 (e.g., Xbox, Nintendo, Play Station, 
Game Boy, Gaming PC, etc.) or custom-developed gaming 
System 111. In one layout of the components, the gaming 
system 111 and host 110 are also interfaced to a host display 
112. 

0011. The gaming system 111 interacts with one or more 
client devices 130 and 140 over a network 120. Communi 
cation over the network 102 may be done via wireless 
protocols or hardwired protocols. The client devices 130 and 
140 are smaller interface devices that merely communicate 
instructions or commands to the gaming System 111. That is, 
the features of any particular game associated with the 
gaming System 111 process on the host device 110 and not 
on the client devices 130 and 140. 

0012. In one embodiment, each client device 130 and 140 
also include an input controller 131 and 141. The input 
controllers 131 and 141 are interfaced directly to the client 
devices 130 and 140 and provide for user interaction with a 
game that is playing on the gaming System 111. For example, 
the input controllers 131 and 141 may be joysticks or other 
types of game controllerS 131 and 141, which are connected 
via wires and interfaces to the client devices 130 and 140 or 
which are connected wireleSS via interfaces to the client 
devices 130 and 140. 

0013 Each client device 130 and 140 is also associated 
with its own display device 132 and 142. The display 
devices 132 and 142 are real-time and dynamic projections 
of the output being produced by an executing gaming System 
111. This can be achieved by projecting the presentations of 
images and Video being presented on the host display 112 
over the network 120 to the client displays 132 and 142. 
Alternatively, this can be achieved by Streaming output 
produced by the gaming System 111 over the network to the 
client devices 130 and 140, where the client devices 130 and 
140 buffer, optionally decompress, and play the streamed 
output on the client displays 132 and 142. 
0014. During game play an example illustration of inter 
actions between the components of the architecture 100 may 
be as follows. A game player powers up a Small interface 
device identified as a client device 130 and grabs an input 
controller 131. Next, the client device 130 contacts a main 
menu for the gaming system 111 over the network 120 and 
projects the main menu back over the network to the client 
130, which feeds the images directly to a client display (e.g., 
television monitor). The game player then begins to interact 
with the images and embedded Selections of the main menu 
which is presented on the client display 132 using the input 
controller 131. The input controller 131 communicates 
selections to the client device 130, which relays them to the 
gaming system 111 over the network 120. In response to the 
Selections, the gaming System 111 updates Selections or 
images which are streamed back to the client 130 over the 
network 120 and dynamically presented on the client display 
132. The game player believes he/she is directly interacting 
with a gaming System 111 that is local to his/her client 
display 132. In fact, the entire gaming System 111 is 
remotely located in a central location and is not in proximity 
to the client 130 or the client display 132. 
0015 Arrangements and processing associated with the 
architecture 100 permits the manufacturing and develop 
ment of Smaller and less obtrusive client devices 130 and 
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140, which acts as interface conduits to gaming Systems 111 
that are centrally hosted on hosts 110 over a network 120. 
Thus, a home gaming System 111 may reside in a Single 
location and Service an entire home network having a client 
devices 130 and 140 and client displays 132 and 142 
dispersed throughout the household at various locations. 
0016. In some alternative arrangements of the architec 
ture 100, the host 110 may be any processing device having 
a host display 112. An application processes on the host 110 
and desires to project the presentations of the host display 
112 to one or more displays 132 and 142 of clients 130 and 
140 over a network 120. In these embodiments, the host 110 
may register or initially negotiate a projection Session with 
a logical projection device. 
0.017. The projection device is logical because it does not 
have to be directly connected (hardwired) to the host display 
112 as is conventionally the case with conventional projec 
tion devices; rather, the host 110 uses standard network 
connections and protocols to establish a projection Session 
the logical projection device. The logical projection device 
then monitors and dynamically communicates images 
appearing on the host display 112 to one or more client 
displays 130 and 140. In this manner, expensive and bulky 
projection devices are avoided and a host 110 may dynami 
cally share its host display 112 with a plurality of client 
displays 132 and 142. In this way multiple entertainment 
Sources Such as games or movies can be remotely accessed 
from any display on the network. 
0018 FIG. 2 is a diagram of one method 200 for remote 
gaming and projection, according to an example embodi 
ment. The method 200 (hereinafter “processing”) is imple 
mented in a machine-accessible and readable medium and is 
enabled through network arrangements, protocols, and 
resources to communicate over a network. The network may 
be hardwired, wireless, or a combination of hardwired and 
wireless. Additionally, the network may be a WAN, LAN, 
and/or home-based network. 

0019. Initially, at 210, a gaming system is hosted on a first 
device over a network. This means that the gaming System 
is processed, at 211, on the first device and enabled to 
communicate via network protocols (wireless or hardwired). 
That is the gaming System is modified to receive and 
transmit commands via network protocols. In Some 
instances, the gaming System may be modified using a 
middle layer application that translates commands received 
over a network into formats that an unmodified version of 
the gaming System recognizes and packages information 
outputted by the unmodified gaming System into network 
formats that a client device can interpret and process. Thus, 
the gaming System itself may not have to be modified at all 
in order to be enabled over a network. Still, modification to 
the gaming System to enable it to process over a network 
may be one embodiment of the invention. 
0020. At 220, features of the gaming system are accessed 
over the network, where those features are identified by and 
originate with a Second device. In Some embodiments, the 
Second device is the client devices 130 and 140 described 
above with the architecture 100 of FIG. 1. The Second 
device may issue hardwired or wireleSS protocol communi 
cations, at 221, to identify the features and communicate 
with the gaming System. Again, at 222, the network itself 
may be a WAN, LAN, and/or home-based network. 
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0021. In some embodiments, the second device also 
includes an input controller, Such as the input controllers 131 
and 141 of the architecture 100 of FIG. 1. At 223, the input 
controller is manipulated or controlled by a game player or 
user and communicates with the Second device. Thus, a 
game player interacts with a particular game executing 
within the gaming System by using an input controller (game 
controller). The game controller communicates with the 
Second device, and the Second device identifies Selections of 
features (commands or operations) of the game in network 
communications which are Sent over the network to the 
gaming System for processing. The game player believes the 
gaming System is local to the Second device, but the Second 
device is only an intermediary between the input controller 
and the gaming System that resides in a remote location from 
the Second device and is not in close proximity to the gaming 
System. 

0022. The second device also receives continuous and 
dynamic output from the gaming System. This output rep 
resents States of the game being played by a game player and 
is typically represented as a Series or Stream of images that 
continuously change to form a Video having audio as well. 
The output from the gaming System is Streamed over the 
network from the gaming System to the Second device. The 
Second device feeds this or plays this on a client display, 
Such as a television, that is local to the Second device. 
0023. In one embodiment, at 224, the outputted images 
and/or audio associated with the gaming System may be 
compressed on the host of the gaming System before being 
Streamed to the Second device. In these embodiments, at 
224, the compressed images and/or audio are decompressed 
on the Second device before being played to the client 
display. 

0024. As a result, at 230, the images, video, and/or audio 
produced as regular output by the gaming System is pro 
jected onto a display that is local to the Second device. That 
is, the display is proximate or in close proximity to the 
Second device. AS was mentioned above and again at 231, 
the display may be a typical television monitor which is 
interfaced or connected to the Second device, Such as 
through an audio/video cord and inputs available on the 
Second device and the television monitor. 

0025. In one embodiment, at 232, the output of the 
gaming System may be simultaneously projected to two or 
more display devices. The plurality of displayS may be 
asSociated with a Single Second device or may be associated 
with two or more different second devices, where each 
Second device is interfaced over the network to the gaming 
System. In this way, a Single game executing within the 
gaming System may Support a plurality of geographically 
dispersed gamers, where each game player has their own 
Second device and display device proximate to their Second 
device. 

0026. It is also worth noting that with the teachings of 
method 200, conventional hardware associated with gaming 
Systems may be eliminated entirely, if desired. That is, 
gaming Software may be hosted on web sites or Servers and 
the Second devices, client devices may be used as Small leSS 
obtrusive interface devices that Select, rent, buy, and play 
games which are then installed and played remotely on the 
gaming Systems remote Server. This would eliminate a lot of 
bulky equipment and devices and would provide gamers 
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with access to a vastly richer Set of available games, while 
not impacting the gaming experience of the game players. It 
would also provide a new revenue Stream for game makers 
to rent or temporarily license different games, which might 
not have otherwise been purchased by game players. More 
over, distribution is Streamlined since games do not have to 
be physically shipped to game players for game play. 

0027 FIG. 3 is a diagram of a method 300 for remote 
projection, according to an example embodiment. The 
method 300 (hereinafter “logical projection device') is 
implemented in a machine-accessible and readable medium 
and is enabled to process over a network. The network may 
be hardwired, wireless, or a combination of hardwired and 
wireleSS. 

0028. At 310, the logical projection device receives a 
request from a host to project a display of the host to one or 
more viewing devices. A viewing device may be a televi 
Sion, a conventional projector, a processing monitor associ 
ated with a processing device, and the like. The request 
received from the host is obtained over normal network 
transactions. That is, the host and the logical projection 
device do not have to be directly connected and hardwired 
to one another. ESSentially, the logical projection device and 
the host are two resources on a network that communicate 
with one another via normal and typical network protocols. 
0029. Once the request is received, at 320, the logical 
projection device and the host negotiate a logical network 
connection between the logical projection device and a 
display of the host. That is, at 321, the logical projection 
device begins monitoring presentations of images occurring 
on the host display, or monitors, at 322, Video and/audio 
being played on the host. One technique for doing this is for 
the host to identify the port associated with its host display 
and provide access to that port over the network to the 
logical projection device. In this way, the logical projection 
device can monitor and detect changes in the presentations 
occurring on the host display and can acquire those changed 
presentations for delivery to other viewing devices. 
0.030. At some point after the logical projection device 
and the host negotiate a projection Session, the logical 
projection device, at 330, receives one or more requests 
from one or more viewing devices that desire to View the 
presentations being monitored on the host display of the 
host. In one embodiment, these requests are received from 
the one or more viewing devices after being invited to view 
the presentations by the host and/or the logical projection 
device. 

0.031 That is, as part of the negotiation, at 320, the host 
may identify viewers that may permissibly view or are to 
receive notice that Viewing is available. Alternatively, the 
host may independently notify viewers of the availability of 
the presentations via the logical projection device. In one 
embodiment, the logical projection device Sends a link to 
each of the one or more potential viewers, and when a 
particular viewer activates the link, the logical projection 
device negotiates a projection Session with the activating 
Viewer's port for its viewing device and begins Streaming 
the presentations of the host display to the Viewing display 
device. 

0032. In some embodiments, at 331, the logical projec 
tion device may also serve as a more intelligent intermediary 
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between the host and a viewing device, Such that the viewing 
device can issue commands that are received by the logical 
projection device, where those commands are directed 
towards an application processing on the host. That appli 
cation may be driving the presentations appearing on the 
host display device. In these embodiments, at 332, the 
logical projection device forwards received commands to 
the application processing on the host. In this Sense, the 
logical projection device when interfaced to a viewing 
device associated with a gaming System application of the 
hosts may facilitate remote gaming in the manners presented 
above with method 200. 

0033. At 340, the presentations being captured on the 
host display are dynamically transmitted by the logical 
projection device to display devices associated with the one 
or more viewing devices. Transmission to the viewing 
device may be achieved via multicasting, unicasting, broad 
casting, or other transmission techniques. 

0034 FIG. 4 is a diagram of one method 400 for remote 
projection, according to an example embodiment. The 
method 400 is implemented in a machine-accessible and 
readable medium. The method 400 is represented as instruc 
tions that when executed perform the processing of the 
method 400 that is depicted in FIG. 4. 
0035. The instructions do not have to reside on a single 
medium. That is, the instructions may reside on a plurality 
of different media and logically associated with one another 
when executed. Moreover, the medium may be removable, 
permanent Storage associated with one or more devices, 
and/or memory associated within the one or more devices. 
In one embodiment, the medium is removable and interfaced 
to one or more processing devices where the instructions are 
uploaded to the devices, loaded, and initiated to perform the 
processing of the method 400. In another embodiment, the 
medium is downloaded from a remote device to another 
device where the instructions are loaded and initiated to 
perform the processing of the method 400. 

0036). In some embodiments, the instructions are installed 
on a Server and represent a remote gaming System's opera 
tion and interaction with one or more client devices. In 
another embodiment, the instructions are installed on a 
device and that device is interfaced to a network which is in 
communication with a host and one or more clients over the 
network. Operation of the instructions on the device pro 
vides a remote gaming interface. 
0037. At 410, the instructions monitor presentations 
occurring on a display of a host. One technique for doing this 
is to negotiate with a host for purposes of monitoring ports 
asSociated with the displays presentations. In Some embodi 
ments, audio ports associated with the host are also moni 
tored. Thus, the host display and its presentations are 
intended to include audio devices and audio ports associated 
with the host display and used with presentations occurring 
on the host display. 
0038. At 420, these monitored presentations are dynami 
cally pushed or projected to one or more additional display 
devices associated with one or more additional clients. The 
presentations are communicated over a network using tra 
ditional network arrangements, resources, and/or protocols. 
Moreover, a single client may be associated with more than 
one client display device. The clients are viewers of the 
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monitored and captured presentations occurring on the host 
display. The host interfaces with the instructions using 
conventional network communication and does not have to 
be directly hardwired to a device processing the instructions 
of the method 400. 

0039. In one embodiment, at 411, the instructions also act 
as an intermediary over the network between host applica 
tions processing on the host and applications processing on 
the client. In this manner, the instructions which are enabled 
to act as a network intermediary may facilitate remote 
gaming in the manners presented above with respect to 
FIGS. 1 and 2. 

0040. In another embodiment, at 412, the instructions act 
as a logical projection device for the host. In this manner, the 
instructions may perform the operations and Services pre 
sented above with respect to method 300 of FIG. 3. 
0041 FIG. 5 is a diagram of one remote projection 
system 500, according to an example embodiment. The 
remote projection system 500 is implemented in a machine 
accessible and readable medium and is enabled to be 
accessed and communicate over a network. The network 
may be hardwired, wireleSS, or a combination of hardwired 
and wireleSS. Moreover, in Some embodiments, the remote 
projection system 500 implements at least a portion of the 
processing described above with respect to methods 200, 
300, and 400. 
0042. The remote projection system 500 includes a host 
501, a client 502, and a network 503. Optionally, the remote 
projection System 500 may also include a projection appli 
cation 503 and an input controller 504. The host 501 is a 
processing device, which may or may not have a display 
device interfaced thereto. The host 501 may process a 
variety of applications and Systems. In one embodiment, the 
host 501 processes a gaming System, Such as the gaming 
system 111 of FIG. 1. The host 501 is interfaced to and 
enabled with the network 503 for purposes of providing 
output and receiving instructions or commands over the 
network 503. 

0043. The client 502 is also a processing device which is 
interfaced to a client display. Furthermore, the client is 
interfaced to and enabled with the network 503 for purposes 
of receiving output from the host 501 and providing instruc 
tions or commands to the host 501 over the network 503. In 
Some embodiments, the client's display is a television, a 
projector, or a monitor associated with the client 502. 
0044) The network 503 may be a WAN, LAN, and/or a 
home-based network. The network 503 may be an insecure 
network, Such as the Internet or may be a Secure network 
over an insecure network Such as a Virtual Private Network 
(VPN). The host 501 and the client 502 communicate with 
one another over the network 503 using conventional hard 
wired or wireleSS protocol communications. 
0.045. During operation of the remote projection system 
500. The host 501 or the client 502 desire to communicate 
the presentations (images and/or audio) appearing on the 
host display with a client display of the client 502. In one 
embodiment, the host 501 utilizes the services of a projec 
tion application 503 to achieve this, where the projection 
application monitors the audio and Visual ports of the host 
501 and capture the presentations and package them and 
transmit them over the network 503 to the ports of the client 

Mar. 2, 2006 

502 associated with the client’s display. The presentations 
are dynamically pushed from the host 501 to the client 502 
over the network. 

0046) The client 502 may also issue commands over the 
network 503 to one or more applications processing on the 
host 501. One such collection of applications that may 
process on the host 501 is a gaming System, Such as the 
gaming system 111 of FIG. 1. The client 502 may also 
include an input controller 504, Such as a gaming controller 
that interfaces directly to the client 502. The input controller 
504 permits a game player to view the presentations of the 
gaming System processing on the host 501 via the client's 
display. The game player then manipulates or interacts with 
the input controller 504 to communicate commands to the 
gaming system via the client 502 and over the network 503 
to the host 501. In this manner, the remote projection system 
500 permits remote gaming. 
0047 FIG. 6 is a diagram of one remote gaming system 
600, according to an example embodiment. The remote 
gaming System 600 is implemented in a machine-accessible 
and readable medium and is enabled to be processed over a 
network. In Some embodiments, the remote gaming System 
600 includes techniques processed by the methods 200, 300, 
and/or 400 of FIGS. 2-4. 

0048. The remote gaming system 600 includes a gaming 
System processing on a host device 601, an input controller 
interfaced locally to a client device 602, and a means for 
interfacing the input controller 602 to the gaming system 
601 over a network. The gaming system 601 is either 
modified to communicate and receive network communica 
tions or interfaced to a middleware application that performs 
the network enablement of the gaming system 601. In other 
words, the middleware application translates output from the 
gaming System 601 and communicates it over a network, 
and translates commands received from the network on 
behalf of the gaming system 601 into formats that the 
gaming System 601 recognizes and may process. 

0049. The input controller 602 is interfaced to a client 
device that acts as a conduit for exchanged between the 
gaming system 601 and the input controller 602 over the 
network. A game player interacts or activates the input 
controller 602 in response to presentations occurring on the 
client's display. The presentations are generated as output by 
the gaming System 601. The game player believes or expe 
rience game play with the gaming System 601 as if the 
gaming System 601 were local and proximate to the game 
player and his/her client device. In fact, the input controller 
602, the client device, and the gaming system 601 are 
interfaced together through a means for interfacing 603. 
0050. The means for interfacing 603 is any technique or 
combinations of techniques that monitor and track interac 
tions of the input controller 602, associated with the client 
device, and transmits those interactions as commands or 
feature Selections over the network to the gaming System 
601 on the host device. The means for interfacing 603 also 
monitors output or optionally a display of the host having 
presentations. The output or presentations are produced by 
the gaming System 601 on the host device, the means for 
interfacing 603 monitors, traps, and records this output or 
presentations, packages it and transmits it over the network 
to the client device. The client device decompresses it, if 
necessary, and plays it on the client display. 
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0051. The result is that the game player believes that 
he/she is using the input controller 602 to play a game 
asSociated with the gaming System on his or her client 
device. In fact, the game is being played remotely over a 
network through the facilitation of the means for interfacing 
603, where the game is actually being played on a gaming 
System processing on a remote host device. 
0.052 The above description is illustrative, and not 
restrictive. Many other embodiments will be apparent to 
those of skill in the art upon reviewing the above descrip 
tion. The scope of embodiments should therefore be deter 
mined with reference to the appended claims, along with the 
full Scope of equivalents to which Such claims are entitled. 
0053) The Abstract is provided to comply with 37 C.F.R. 
$1.72(b) and will allow the reader to quickly ascertain the 
nature and gist of the technical disclosure. It is Submitted 
with the understanding that it will not be used to interpret or 
limit the Scope or meaning of the claims. 
0054. In the foregoing description of the embodiments, 
various features are grouped together in a Single embodi 
ment for the purpose of Streamlining the disclosure. This 
method of disclosure is not to be interpreted as reflecting that 
the claimed embodiments have more features than are 
expressly recited in each claim. Rather, as the following 
claims reflect, inventive Subject mater lies in less than all 
features of a single disclosed embodiment. Thus the follow 
ing claims are hereby incorporated into the DeScription of 
the Embodiments, with each claim standing on its own as a 
Separate exemplary embodiment. 

1. A method comprising: 
hosting a gaming System on a first device; 
accessing features of the gaming System from a Second 

device, wherein the first device and Second device are 
remote from one another and communicate with one 
another over a network, and 

projecting images of the accessed features on a display 
device which is in proximity and interfaced to the 
Second device, wherein the images are presented 
remotely by the gaming System on the first device. 

2. The method of claim 1 further comprising, processing 
the gaming System on the first device. 

3. The method of claim 1 further comprising, compressing 
the images on the first device and transmitting the com 
pressed images to the Second device where the images are 
decompressed and displayed on the display device. 

4. The method of claim 1, wherein accessing further 
includes interacting with an input controller interfaced to the 
Second device to access the features of the gaming System 
over the network. 

5. The method of claim 1, wherein accessing further 
includes issuing hardwired or wireleSS protocols to commu 
nicate between the first and Second devices over the net 
work. 

6. The method of claim 5, wherein issuing further includes 
communicating over a network that is at least one of a Wide 
Area Network (WAN), a Local Area Network (LAN), and a 
home-based network. 

7. The method of claim 6, wherein projecting further 
includes displaying the images on a television monitor 
which is the display device. 
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8. The method of claim 6, wherein projecting further 
includes Simultaneously displaying the images on two or 
more display devices. 

9. A method comprising: 
receiving a request from a host to project its display; 

negotiating a connection to the host and its display, 
wherein the connection receives changes in presenta 
tions of the host's display; 

receiving a request from one or more viewing devices to 
View the presentations, and 

dynamically transmitting the presentations to the one 
more viewing devices. 

10. The method of claim 9 further comprising: 
receiving commands directed to an application on the 

host; and 

forwarding the commands to the application on the host, 
wherein the commands are received from one of the 
one or more viewing devices and wherein the com 
mands direct the application on the host to alter the 
presentations. 

11. The method of claim 10, wherein receiving further 
includes receiving commands associated with a gaming 
System being processed on the host as the application, and 
wherein the one or more viewing devices include input 
controllers that issue the commands. 

12. The method of claim 9, wherein negotiating further 
includes negotiating over at least one of a wide area network 
(WAN), Local Area Network (LAN), and a wireless net 
work. 

13. The method of claim 9, wherein negotiating further 
includes monitoring imageS as the presentations, wherein 
the images are associated with at least one of an electronic 
game, a Video, and a presentation. 

14. The method of claim 9, wherein negotiating further 
includes monitoring images of a Video as the presentations, 
and wherein the one or more viewing devices are television 
monitors or processing device monitors that receive the 
Video as changes in the Video occur on the host's display. 

15. A System, comprising: 

a host; 

a client; and 

a network that connects the host and the client, wherein 
the host includes presentations on its display device 
that are pushed dynamically to a display device inter 
faced to the client, and wherein the client issues com 
mands over the network to the host to alter the presen 
tations on the host's display device which 
Simultaneously alters the presentations of the client's 
display device. 

16. The System of claim 15 further comprising, a projec 
tion application that resides on a third device of the network 
which monitors the presentations of the host's display 
device and pushes changes to the client's display device 
over the network. 

17. The system of claim 15 further comprising, an input 
controller interfaced to the client that issues the commands 
from the client to the host, and wherein the commands are 
received by a gaming System processing on the host. 
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18. The system of claim 15, wherein the network is at least 
one of a Wide Area Network (WAN), a Local Area Network 
(LAN), and a home-based network. 

19. The system of claim 15, wherein the client's display 
device is a television. 

20. The system of claim 20, wherein the presentations are 
asSociated with a Video playing on the host and being 
Simultaneously displayed on the host's display device and 
the client's display device. 

21. A System, comprising: 
a gaming System processing on a host; 
an input controller interfaced to a client; and 
a means for interfacing interactions of the input controller 

to the gaming System over a network wherein images 
presented from the gaming System and altered by the 
interactions are displayed on a client display device. 

22. The system of claim 21, wherein the means for 
interfacing uses hardwired or wireleSS protocols to commu 
nicate the interactions from the input controller of the client 
to the gaming System of the host and to communicate the 
images from the gaming System to the client display device. 

23. The medium of claim 21, wherein the means for 
interfacing also manages and communicates with a plurality 
of additional input controllers associated with the client or 
with additional clients. 
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24. The system of claim 21, wherein the client display 
device is a television monitor. 

25. A machine readable medium for remote video pro 
jection having instructions thereon, the instructions when 
executed performing the method comprising: 

monitoring presentations presented on a display device of 
a host; and 

dynamically pushing the presentations to one or more 
additional display devices associated with one or more 
clients. 

26. The medium of claim 25 further comprising, installing 
the instructions on a Server as a Service that is accessible 
over a network. 

27. The medium of claim 25 further comprising, installing 
the instructions on a device interfaced to a network and in 
communication with the host and the one or more clients 
over the network. 

28. The medium of claim 25 further comprising, acting as 
an intermediary between an application processing on the 
host and one or more applications processing on the one or 
more clients. 

29. The medium of claim 26, wherein the instructions 
when accessed act as a logical projection device for the 
host's display device. 
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