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METHOD OF DYNAMICALLY MODIFYING A COMPUTER GAME

CROSS REFERENCE TO RELATED APPLICATIONS

[0001] The present application claims the benefit of similarly titled United States
provisional patent application no. 60/629,226 filed November 18, 2004, which is

incorporated herein by reference in its entirety.

BACKGROUND OF THE INVENTION

Field of the Invention

[0002] The invention is directed generally to computer game modifications. More
particularly, the invention describes a system and method for allowing developers and/or
retailers to develop and offer game modifications to consumers and for consumers to

play, create and share game modifications through a network infrastructure.

Description of the Related Art

[0003] Referred to as game modification, computer and video games have historically
been modified to allow for different play of the stock game. For example, a computer
game originally coded for play with World War II weaponry, could be changed, i.e., files
added, in order to allow the user to utilize modern weaponry, e.g., M16 machine gun, in

the World War II setting and situations.
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[0004] Creating a2 game modification requires technical knowledge of the inner workings
of the game being modified, and this skill has typically been beyond the skill of the

ordinary user, €.g., consumers, who play such games.

[0005] Accordingly, there is a need in the art for a method and system which allows the
consumer, i.e.; buyers and players of video games, to create (and thus become modifiers),
use and share game modifications. Further, there is é need in the art for a game
modification network, through which modifications may be developed, sold, and shared

~

by modifiers, retailers, and users.

SUMMARY OF THE INVENTION

[0006] In a first exemplary embodiment of the present invention, a method for modifying
the content of a game capable of being played on a processor is described. The method
includes: providing access to a modification application to implement a modification to a
game; providing the ability for a user to identify a game to modify to the modification
application; providing access to content files for use in modifying the identified game;
accepting user selection of at least one content file for use in modifying the content of the
selected game; and creating at least one modification configuration file for implementing

the data in the at least one content file during play of the selected game.

[0007] In a second exemplary embodiment of the invention, a method for sharing a
modified version of an underlying game is described. The method includes: accepting at

a host an invitation from a first player to play a modified version of the underlying game
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for forwarding to at least a second player; inviting a second player to play the modified
version of the underlying game; receiving an acceptance from the second player to play
the modified version of the underlying game; determining if the second player has access
to a modification application for sharing the modified version; if the second player does
have access to the modification application, prompting the second player to log-in to
modification application; if the second player does not have access to the modification
application, prompting the second player to request access to the modification
application, granting access to the modification application if requirements for access are
met and prompting the second player to log-in to the modification application;
determining if the second player has the underlying V'ersion of the game installed on the
second player’s processor; if the second player does have the underlying game, installing
the modified version of the underlying game on the second player’s processor; if the
second player does not have the underlying game, inviting the second player to obtain the
underlying game, determining when the underlying game has been obtained and

installing the modified version of the underlying game on the second player’s processor.

[0008] In a third exemplary embodiment of the present invention, a method for
facilitating the purchase of game modifications is described. The method includes:
detecting when a user has accessed a modification application, the modification
application containing at least one subapplication for each underlying game for
modifying the underlying game; scanning the processor of the user to determine if each
underlying game for which the modification application has at least one subapplication

are located on the user’s processor; if the user’s processor contains all underlying games
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for which the modification application has at least one subapplication, determining if the
user has current modifications to the underlying games included in the at least one
subapplication for each underlying game; if the user’s processor does not have current
modifications for each of the underlying games, offering the user access to the at least
one subapplication for each of the underlying games containing current modifications;
and if the user’s processor does not contain all underlying games for which the
modification application has at least one subapplication, determining which underlying
games the user is missing, offering the user access to the underlying games and
subsequently offering the user access to the at least one subapplication containing current

modifications for each of the underlying games.

[0009] In a fourth exemplary embodiment of the preéent invention, a method for
facilitating the design and publication of modified game content is described. The method
includes: providing at least one processor including at least one database for collecting
and storing data related to the development of modified game content for a previously
relea;ed underlying game; providing a search interface to the at least one processor
including at least one database wherein a user can enter search terms to identify personnel
and modification projects; storing files related to the development of a game content
modification; publishing a developed game content modification; and providing a

platform for facilitating at least one test of the developed game content modification.
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BRIEF DESCRIPTION OF THE DRAWINGS

[0010] The present invention may be better understood, and its numerous features and
advantages made apparent to those skilled in the art by referencing the accompanying
drawings.

[0011] Figure 1 is a flowchart of the basic process of modifying a computer game;
[0012] Figure 2 is a flowchart of the process employed by the invention when used by a
consumer;

[0013] Figure 3 is a flowchart of the process of sharing game modifications with other
users;

[0014] Figure 4 is a flowchart of the process of auto-detecting installed games on the
client processor and using this for marketing purposes; and

[0015] Figure 5 is a flowchart of the process used by the publishing infrastructure.

DETAILED DESCRIPTION OF THE INVENTION

[0016] As one skilled in the art will realize from a reading of the embodiments described
herein, the methods described below, either in their entirety or individual steps and
groupings of steps thereof, may be practiced on any number or various types of
processors, processing systems, servers and/or networks, including open, closed,
proprietary, public networks and the like. This includes stand-alone processors, i.e., not
connected to the Internet or other open network, and networked processors connected to
the Internet or other open network, through hard-wire or wireless capabilities. The
processors may be any device capable of running a video game, including, but not limited

to, a personal computer (“PC”) having hard drive or other form of data storage such as
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flash RAM and/or ROM or game console, e.g., Microsoft’s Xbox®, Nintendo

GameCube®, Sony PlayStation®, etc.

[0017] Figure 1 is a flowchart that details the normal process of game playing versus the
process of playing a modified game. When the user goes to start the game, the user must
choose whether to play the stock game, or to play a modified version of the game. The
user typically makes this choice 110 either prior to launching the game by adding special
commands to the initial execution of the game, or after the game has started through a

menu of recognized modifications offered by the game.

[0018] In the case where the user is playing the stock game 120, the game will load the
stock content files 160 and the stock configuration files 150 to play the game as
originally sold by the publisher. Examples of content files 160 and 180a and 180b are 3d
models, textures, sounds, and image files. Examples of configuration files 150 and 170a

and 170b are .ini and text files.

[0019] In the case where the user would like to play a modified version of the game, the
game will typically load not only the stock content files 160 and the stock configuration
files 150, but also any modified configuration and/or content files 170a, 170b, 180a,
180b. These modified files could be added content files 180a and added configuration
files 170a which are in addition to the stock content and stock configuration files 150,
160. Alternatively, the stock content files 160 and the stock configuration files 150 may

be superseded by new configuration files 170b and/or new content files 180b.
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[0020] Figure 2 is a flowchart of the process employed by the invention when used by a
consumer for creating a new modification. The modification application (hereafter
“MA”) may reside on the consumer’s processor, e.g., PC, phone, PDA, or console,
(hereafter “user processor”) may reside partially on the consumer’s processor and
partially on at least one host server or, in a preferred embodiment, the MA resides on at
least one host server. In order to access the MA on the host server, the consumer logs in
through, for example, a Web interface accessible via the Internet or a proprietary
interface accessible through a console connected through proprietary or public lines, e.g.,
phone lines. In a preferred embodiment, the consumer must be a subscriber in order to
obtain a valid login identifier (“ID”) and password. Alternatively, access may be free and
no login ID and password required or free with login ID and password required. Further
still, the consumer may access for free, but be required to provide payment information in
order to access and use individual game content items and/or subapplications as described

below.

[0021] The MA may be accessed independently of game-play 190 or during game-play.
In the latter instance, the game may be paused and a menu provided, wherein one of the
menu choices is “Create Modification?” 192 If the consumer accesses the MA outside of
game play, the MA queries the consumer to identify for which game(s) the consumer
wishes to create a modification 194. Once the user has launched the MA, the user is
asked to select the content 200 to add to the game modification that he or she is creating.

The MA maintains a library of content available for each game. Some examples of game
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content are a game map and level, gameplay styles for a map or level, a tank, a race car, a
spaceship, a speedboat, a fighter jet, a handgun, a laser rifle, swords, grenades,
crossbows, fireballs, a humvee vehicle, an animal, human and non-human characters such
as gangsters, aliens, cowboys, zombies, marines, dwarves, werewolves, business people,
and an infantry soldier. The user is then asked to make any desired changes 205 to the
various values and settings for this content. In the case of a tank, this could include the
speed of movement of the tank in miles per hour, the cost to construct in dollars, and
whether the tank uses an artillery canon or a flamethrower as its main weapon. One
skilled in the art recognizes that the types and amount of content, values and settings is
unlimited. The examples provided herein are not intended to be limiting. The user may

make changes to multiple content items 210.

[0022] Once the user is satisfied with the content and the settings of that content that
have been selected for the game modification, the user has the option of making changes
215 to the stock content files. Stock game content is content that came with the game at
the time of purchase. For example, a game about World War Il might come with a U-
Boat as one of the submarines that a user might pilot. The user can change 220 the
settings that govern the U-Boat within the game, for instance, to allow it to go into deeper
water than the designers of the original game allowed for. In the example of the U-Boat
as game content, the stock content files might include a 3d model of the U-Boat, a rusty
texture file that is painted on the model, and the sound file of a propeller underwater.

The present invention implements the content changes from steps 200-220 with, referring
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'to Figure 1, additional content files 180a which are in addition to the stock content files

160 or via new content files 180b which supersede the stock content files 160.

[0023] When the user no longer desires to change the configuration settings relating to
the stock content 160, the user then may press the ‘play modification’ button 225 in the
MA. This action triggers a series of processes. Firsﬂ)-/, the server will interpret 230 the
user selections and create modified (mod) configuration files 170a or 170b that will

cause the game to include the desired content changes of the user.

[0024] An alternate embodiment for creating the modified configuration files 170a and
170D is for the server to create a list of changes to the stock configuration files 150 that
are stored within the game on the user’s processor. The MA would then create the set of
additional configuration files 170a, 170b by processing the change list on the stock

configuration files 150 that were installed with the game.

[0025] The MA will download 235 the configuration files 150 and 170a or 170b from the
server. Following this, the MA will check 240 with the server if any additional content
files 180a are required in order for the game modification to function. In the case where
additional content files 180a are required on the client processor, the MA will download

245 all such additional content files.

[0026] The preferred embodiment for the game modification is to use a system where all

or as many as possible of the modified content files 180a, 180b are installed on the user
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processor at the same time as either the MA is installed and/or accessed and subsequently
updated each time the user accesses the MA to modify and/or play the game. Installation
could be accomplished on-line over the network connection between the user processor
and the host server or via CD-ROM off-line at the user processor. This dramatically
reduces the download time required to create each subsequent modification of the game
by the user. Alternatively, the content files are installed on the user processor as selected

by the user.

[0027] Once all of the appropriate content files 180a or 180b and configuration files
170a or 170b are on the user processor, the MA installs 250 those files into the
appropriate user file folders in whatever format is required by the selected game.
Alternatively, the install may be accomplished via a web browser plug-in. The MA then
launches 255 the game in the appropriate way such that the user can play the modified

version of the game that he or she created.

[0028] The user at any time will then make the decision 260 to either make a new
modification to the game or to exit the MA, or to use some other functionality included in

the MA.

[0029] An alternate embodiment of this invention is to remove the client/server aspect
and to create the whole invention as a self-sustained application on the user’s processor

wherein no Internet or other networking connectivity is required. In this embodiment, the
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user would be limited in the types of modifications that may be created as the MA would

be static.

[0030] Figure 3 is a flowchart of the process of sharing game modifications with other
users. At some time after starting the MA, the user may invite another user 300, typically
a friend, to play any game modification that the user has created or played
himself/herself. The user provides the MA with one or more email addresses 305 and a
written note to the intended invitees. The written note could be a standard note supplied

by the MA, including proposed date and time for playing modification.

[0031] The MA conveys this list to the host server, and the host server sends 310 an
invitation to each of the friends. This invitation can be sent to the friend’s processor,
mobile phone, personal digital assistant (“PDA”), console or other device. The message
to play the game modification selected by the user 300 is sent via email, sms, or other
electronic messaging protocol. When the friend receives the invitation 315, the friend can
either ignore the invitation 320, or can begin the process of setting up his or her processor
325 to play the game modification. If the friend already has the MA 325, the friend can
immediately access the MA 335. However, if not, the friend can purchase or sign-up to
use the MA 330 so that he/she may continue the process to use the game modification

300.

[0032] When the friend starts the MA 335, it will perform a check 337 to verify that the

user has the appropriate underlying computer game required to play the game
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modification 300. If the friend does not have the appropriate computer game, then he/she
will have to purchase/access 339 the required game. The friend could purchase the game
in any of a variety of ways, including purchasing off-line from a brick and mortar vendor
which would delay the game play or, the MA could provide an on-line vendor cite where
the friend could purchase and download in real-time. Alternatively still, the MA could

act as a real-time vendor of the underlying game.

[0033] At this point, the friend will have both the required access to the MA and the
required computer game. The friend can then accept the invitation 340 to play the game
modification. The friend’s MA will download 345 the game modification from the
invitation. If the user and the friend do not intend to play the game modification together
on an online platform, e.g., server 347, then the friend finishes this process and plays the
game modification alone 349. However, if they do intend to play the game modification
together, the server will prepare a game server 350 té play the game modification online
automatically in real-time or near real-time. The processors of both the user and the
friend will indicate 355 that the server is ready to play. Both the user and friend will
execute whatever commands are appropriate to play the game modification online 360 for
that particular game. This will complete the process of inviting a friend to play a game

modification.

[0034] Figure 4 is a flowchart of the process of auto-detecting installed games on the
user processor and using this information for marketing purposes, i.e., in order to offer

game modifications or the ability to modify games via the MA. This embodiment
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assumes that the user has access rights to the MA. When the user launches the MA, the
MA automatically checks 400 for all supported games to see if they are installed on the
client processor. If the MA detects that supported games are installed 402, the MA offers
405 the user to purchase and/or access and download the appropriate subapplication of
the MA for each installed game that is supported but that is not already installed. The

subapplication contains the library of modified content for that particular game.

[0035] For example, if there is a subapplication of the MA that supports a hypothetical
game called “Bungee Jump”, then the MA will check 400 to see if the user has the
Bungee Jump game installed on his/her processor. If the user does, in fact, have that
game installed, then the client will offer the user 405 to purchase access to the
}subapplication of the MA that supports the game Bungee Jump. In the case where the
user does want to buy access to the subapplication of the MA 410 (like for Bungee
Jump), the MA (or a website) will process the transaction 415 and the MA will download

and install 420 the newly purchased subapplication.

[0036] If there are any games that are supported by the MA 422, but not installed on the
client’s processor, the client will offer the user to purchase each of those games 425. So
for example, say the user does not have the game Bungee Jump installed but the MA. does
support that game. In this case the user will be offered to purchase 425 Bungee Jump.
Once Bungee Jump is installed, the client will detect it 402 and offer to the user to
purchase the subapplication containing modifications to Bungee Jump 405 as detailed in

the beginning of this process. If there are no such games that are supported by the
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invention but are not installed, then the user will exit this process and continue with
normal client activity. However, if the user does want to purchase the game 430, the user
will be able to purchase the game 435 within either the MA or through a website
provided by the MA. Alternatively, the user may purchase the game from a brick and
mortar vendor. After this step, the user will exit this process and continue with normal

client activity.

[0037] Figure 5 details a process according to an embodiment of the invention for
utilizing a publishing infrastructure (hereafter “infrastructure”) in order to create, test and
market game modifications. The publishing infrastru;:ture is intended to facilitate and
simplify the process of producing game modifications for the game modification
developer. The preferred embodiment of the method surrounding the publishing
infrastructure is to allow free usage of the publishing infrastructure in return for exclusive
distribution rights of the products created therein. For example, if'a person is a developer
and needs the use of a collaboration and publishing infrastructure for his or her team to
create a game modification with 5 Army tanks, the person can use the publishing
infrastructure with no hard cost associated with it. Once the game modification with the
army tanks is created, however, it may only be distributed through the MA described
herein with respect to Figures 1-4. Alternate embodiments are to charge a flat or

monthly fee for the use of the publishing infrastructure.

[0038] The infrastructure is comprised of applications for facilitating the creation, testing

and distribution of game modifications. One skilled in the art recognizes that such an
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infrastructure may be implemented through any number of client/server and networking
configurations and architectures. In a preferred embodiment, the developer accesses the
infrastructure from a web browser or client application. Typically, at the point of starting
use of the system the developer will create an online profile 500 of him/herself that
details contact information, skills, known software applications, and any other required
personal information. This can be viewed online by other developers, particularly when
the developer is requesting to join a project team 516, or when a developer has created

his or her own project 504 and is searching 508 for other developers to join the team.

[0039] Once the developer profile is created 500, if the developer desires 502 the
developer can create a project 504 on the system. Such a project contains a profile that
describes the intended output of the project, a file storage system 520, task assignment
system 524, bug tracking system 526, messaging sysfem 527, and other functionality that

can be used to aid in the production of the project.

[0040] In some cases, a developer who has created a project may want to add team
members 506 to the project as additional labor. The developer will search 508 for team
members based on the skill sets, experience levels, and other criteria contained within the
developer profile. The developer will select appropriate candidates for joining his or her
project and invite them 510 to join the team. The invitee may accept or decline this

invitation.
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[0041] To work on a project, a developer must either create his or her own project 502, or
join a project created by another developer. The process of joining another developer’s
project is firstly to search 514 for desired projects based on the criteria in the project
profile. For any projects that the developer deems worthy of joining, the developer will
request to join the project 516. The creator or otherwise authorized team member of such
projects will accept or decline this request. If the request is accepted, the developer will

become a team member for that project and can work 518 on that project.

[0042] The process of working on a project 518 includes using many collaboration and
work-saving features that operate over the Internet. The first such feature is a file system
520. This is a filesystem that can be accessed by team members through a web browser,
fip (file transfer protocol) client, or similar client application. Team members from a
single location or widespread geographic areas are all able to write, read, move, delete,
and otherwise manipulate files and folders in a shared environment. It also allows for file
versioning, a process whereby the servers that host the publishing infrastructure maintain
all past versions of a file in case the developer would like to view an older version of any

given file.

[0043] Another feature supporting project work is a task assignment system 524. This
allows developers to create tasks for themselves, or other team members working on
projects that the user is a member of. The tasks are stored in the database, and can be

linked to files within the system.
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[0044] Another feature supporting project work is the defect tracking system 526. This
system allows a developer to create database entries that detail any “bugs” or defects in
the project. These defect entries may be assigned to the user, or to other team members

within the system.

[0045] Another feature supporting project work is a messaging system 527. This is an
interface that allows team members to communicate in writing by creating emails, instant
messages, or notes that are given to other team members. These communications can be

linked to other files within the system.

[0046] The collaboration system also features a shared file pool 529 for use with other
teams. This system allows various teams to both use from and contribute to a central
library of files for a project. For example, one team might create and complete 528 a 3d
model of a tank that another team can use. Any team that uses a file contributed to the
shared pool must compensate the team by paying a share of royalties from revenue
generated by the project that uses the shared file. An alternate embodiment of the file
sharing pool compensation is for teams that contribute to the shared pool to receive
ownership shares (similar to stock shares) that receive a percentage of the total revenue
generated by the invention. Another alternate embodiment is non-monetary system
whereby a team that wishes to use a file must contribute a file of equal quality to the

shared pool for others to use.
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[0047] During the normal course of work 518, the user may complete one or more
aspects of the project 528 that are worthy of being published 532 as part of a game
modification. For example, the user may complete a single army tank and wish to publish
it for use in the MA as a game modification. While the project might be to create 5 such

tanks, this one tank is ready to publish 532.

[0048] Alternatively, the developer or team may complete an entire game modification
530 that does not use the MA for delivery to the end user. This is a standalone game
modification and typically includes a software installer to make use easier for the game-

playing user.

[0049] The process of publishing content 532, such that users of the MA can play it as a
game modification, is facilitated by a special publishing interface. This publishing
interface allows the developer to publish his or her content for use as a game
modification without requiring underlying knowledge of the manipulation of game
configuration files. For example, the developer would publish a tank by selecting the
appropriate 3d model, texture, sound and other files that comprise the tank, and select any
values such as cost by entering a number into a text input field. At the appropriate time,
the system will generate the required game configuration files such that the published

tank is included within the game.

[0050] Further to the processes of publishing content 530, 532, the infrastructure uses a

compatibility layer which allows modified content created independently by numerous
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developers or development teams for a particular game or type of game to be
interoperable and combined together to form new game elements. The compilation of
modified content to form a game modification can occur at any point, all the way up to
the point of playing the game, without any speciﬁcation of what the content is or will be.
For example, according to steps 500-528 of Figure 5, a first developer might create a
soldier character for an American Revolution war game, and second developer might
create a musket-style gun with a bayonet, and a third developer creates a game “map”
that is modeled on the Battle of Trenton which serves as the environment for the users to
play within. Because this content is published according to the requirements of the
compatibility layer, a user, i.e., the game player, using the MA, can add each item of
content all together into one game that he/she can play. This is accomplished by using a
neutral compatibility layer where the file references for the individual content items are
not named according to the default scheme required by the game as per the prior art, and
thus can later be changed so that the file references for the content items point at the

appropriate reference locations for the new items of content.

[0051] For example, in an implementation of the compatibility layer, modified game
maps may contain references to game content that is specified only to the extent that they
could be used to represent content during game play, but unless selected, do not appear
during game play. These references are "null" references or arbitrary strings such as
"ReplaceMe" that can be located later by the MA. For instance, the Battle of Trenton
game map mentioned above could contain ten (10) “null” rifle references, and ten (10)

“null” sword references which are placeholders within the map. The infrastructure
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allows the game playing user, as desired, to place from zero (0) to ten (10) of the various
rifles and from zero (0) to ten (10) of the various swords at the pre-specified locations to
create the modified game. The unused references do not show up in the game. This

allows the user to dynamically add varying amounts of game content.

[0052] In another example of the implementation of the compatibility layer, in a game
map which includes weapon spawn s, i.e., places within the map where weapons appear
during game play, the developer places “null” weapon spawns as placeholders in the map
that can be edited later by the MA to contain actual weapon spawns for in-game play..
The actual weapon spawn to be created is specified outside of the map in, e.g., a script
file, that the “null” weapon spawn is directed to during the creation of the map. With the
script file outside of the map it can be changed without affecting the map itself.
Additionally, with “null” weapon spawn scripts, the game map is open to a wide variety
of weapon play types that can be created at will by the game player using the MA, for
example, a battle of many types of modern rocket propelled grenades but set at the Battle

of Trenton during the American Revolutionary war.

[0053] Similarly, “null” weapons are placeholders for weapons in a proposed game
modification. The “null” weapons allow additional weapons to be added to the game with
out the need for the game to be recompiled. The “null” weapons are multiple copies of
certain classes of weapons, and they can be made to be completely unique weapons by

changing a few parameters, and giving them a new model. With the “null” weapons it is
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possible to create a wide range of game play, by being able to provide a large selection of

many different kinds of weapons.

[0054] While the preferred embodiment of the infrastructure system and method requires
users to format developed content according to the specifications of the compatibility
layer, the infrastructure may include the ability to auto-detect content references that can
be retro-fitted to use the compatibility layer, i.e., where content has been specified, the
infrastructure is able to detect those content references and retro-fit to include a “null”
reference in order to allow for configuration and inclusion within modification games in

the MA.

[0055] The process of providing qu;ality control for the published content is a three-phase
beta testing process. In phase one 534, the developer or team is required to test the
published file within the MA as if it were generally available to all users. However; only
the project team has access to this published content in phase. In the example of
publishing an army tank, once the tank has been published, the developer (or another
team member) would direct the MA to include the tank in a game modification. The
developer would download and play the game modification to verify that there were no
defects in the tank. If there are any defects, then the developer will fix the files and re-
publish them. If there are no defects, the developer will certify that the tank has passed

phase one.
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[0056] Once the developer or other team member has tested the content he or she may
certify that it functioned successfully with no defects by clicking a button within the

interface. This will complete phase one 534.

[0057] Phase two 536 of the beta testing process is when the content is made available in
the MA for only a select group of developers outside of the project team that test new
content. The developers will test the content through the MA as if it were generally
available to all users, even though only they and the project team are allowed to see the
content. Once a certain number of phase two testers Acertify that the content is defect free
and of high artistic quality, the content will move on to phase three 538. If a tester says
that the content has a defect, the developer will have to correct the defect and resubmit to
stage two before it can be published. Additionally, if'a preponderance of stage two testers
say that the content is of low artistic quality, the developer will have to improve the
artistic quality and resubmit to stage two testing before becoming eligible for stage three

testing.

[0058] In the example of the tank in phase two 536, once phase one 534 is completed the
tank will become available to a larger group of testers that are not part of the project
team. Each person that tests the tank will record the results of their testing. Say that the
tank has a flaw in the turret. The tester will report the flaw. If the defect is both serious
and verified by authorized users of the publishing system, this will cause the developer to
get a notification that the content has failed stage two testing. The developer must repair

the defect and begin the process again at phase one 534.
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[0059] Phase three 538 of the beta testing process is when the owners of the publishing
infrastructure system itself approve the content. There are two approvals required here.
The first is a test for defects by employees of the owners of the infrastructure in much the
same way of testing as phase one 534 and phase two 536. Any substantial defects found
must be repaired by the developer and the process begun again 534. The second approval
is for whether the quality and type of content is appropriate for the system itself. Take the
example of a tank. It may successfully make it to phase three and pass the testing for
defects. However, there may already be a similar tank published. In this case, the tank
would be refused publishing into the modification application.

[0060] If the content is approved, it is added to the MA library, described above with
reference to the processes shown in Figures 1-4, and made available for use by
subscribers to the MA 540. The processes described herein facilitate mixing and
matching of game modifications across content types, game lévéls (environments within
an individual game), game titles (individual games such as Half Life or Madden 20006),
and processors (such as a personal computer, Xbox, Playstation). A further feature of an
exemplary embodiment of the present invention is the availability and display of the
history of where each available game modification has been used. For example, a user
may like a particular weapon modification. This user can view the history of which
games and where this weapon modification has been used and play or modify those
games further. The ability to view history of modification use may inspire new and

different modifications across different games.
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[0061] The embodiments set forth herein are intended to be exemplary and in no way
limiting. One skilled in the art can appreciate the many variations to portions of these
embodiments and the resulting alternative embodiments which fall within the scope of
the invention as set forth herein. Further, one skilled in the art understands the many
hardware and software configurations that may be used to implement the embodiments

that are within the scope of this invention without undue experimentation.
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Claims:
1. A method for modifying the content of a game capable of being played on a
processor comprising;:

providing access to a modification application to implement a modification to a
game;

providing ability for a user to identify a game to modify to the modification
application;

providing access to content files for use in modifying the identified game;

accepting user selection of at least one content file for use in modifying the
content of the selected game; and

creating at least one modification configuration file for implementing the data in

the at least one content file during play of the selected game.

2. The method according to claim 1, wherein the accessible content files include
stock content files for the selected game and added content files selectable from a library

of content files.

3. The method according to claim 2, wherein accepting user selection of at least one
content file for modifying the content of the selected game includes:
accepting user selection of at least one content parameter, selected from a choice

of content parameters.
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4. The method according to claim 3, wherein the content parameters include new

content and selectable changes to existing content.

5. The method according to claim 2,

wherein the at least one modification configuration file is one of either an added
configuration file or a new configuration file;

further wherein added configuration files implement data in the added content
files and new configuration files implement data in stock content files, including changes

to stock content.

6. The method according to claim 1, further comprising installing a game

modification at the processor including the at least one modification configuration file.

7. The method according to claim 1, wherein the modification application resides

solely on at least one server separate from the processor.

8. The method according to claim 1, wherein providing access to the modification
application comprises:
considering user identification information entered at a login screen provided on a

display associated with the processor.
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9. The method according to claim 1, wherein the game to modify is determined by

the modification application when a user accesses the modification application during

play of the game.

10.  The method according to claim 1, the game to modify is determined by the
modification application when the game is affirmatively selected by a user outside of

play of the game.

11.  The method according to claim 1, wherein the modification application is
accessible via the Internet and a user is charged for use of the modification application
either by (i) requiring a subscription to access the modification application or (ii)

requiring a fee for use of individual content files.

12. The method according to claim 1, wherein the modification application resides

partially on at least one server separate from the processor and partially on the processor.

13. The method according to claim 1, wherein the modification application resides

solely on the processor.

14. The method according to claim 1, wherein the processor is selected from the

group consisting of a personal computer, a game console, and a personal digital assistant.
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15. A method for sharing a modified version of an underlying game comprising:

accepting at a host an invitation from a first player to play a modified version of
the underlying game for forwarding to at least a second player;

inviting a second player to play the modified version of the underlying game;

receiving an acceptance from the second player to play the modified version of
the underlying game;

determining if the second player has access to a modification application for
sharing the modified version;

if the second player does have access to the modification application, prompting
the second player to login to the modification applicétion;

if the secon(i player does not have access to the modification application,
prompting the second player to request access to the modification application, granting
access to the modification application if requirements for access are met and prompting
the second player to login to the modification application;

determining if the second player has the underlying version of the game installed
on the second player’s processor;

if the second player does have the underlying game, installing the modified
version of the underlying game on the second player’s processor;

if the second player does not have the underlying game, inviting the second player
to obtain the underlying game, determining when the underlying game has been obtained
and installing the modified version of the underlying game on the second player’s

processor.
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16. The method according to claim 15, further comprising providing a platform on

which the first and second player can play the modified game.

17.  The method according to claim 15, wherein requirements for access to the
modification application include purchasing access to the modification application

through an on-line payment process.

18. The method according to claim 15, wherein the format of the invitation is an

electronic message.

19. A method for facilitating the purchase of game modifications comprising:

detecting when a user has accessed a modification application, the modification
application containing at least one subapplication for each underlying game for
modifying the underlying game;

scanning the processor of the user to determine if each underlying game for which
the modification application has at least one subapplication are located on the user’s
processor;

if the user’s processor contains all underlying games for which the modification
application has at least one subapplication, determining if the user has current
modifications to the underlying games included in the at least one subapplication for each

underlying game;
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if the user’s processor does not have current modifications for each of the
underlying games, offering the user access to the at least one subapplication for each of
the underlying games containing current modifications; and

if the user’s processor does not contain all underlying games for which the
modification application has at least one subapplication, determining which underlying
games the user is missing, offering the user access to.the underlying games and
subsequently offering the user access to the at least one subapplication containing current

modifications for each of the underlying games.

20.  The method according to claim 19, wherein offering the user access to the

underlying games includes an on-line purchase request.

21.  The method according to claim 20, wherein offering the user access to the
underlying games includes directing the user to the website of an on-line vendor of the

underlying games.

22.  The method according to claim 19, wherein offering the user access to the at least
one subapplication for each of the underlying games includes an on-line purchase

request.

23. The method according to claim 22, further comprising providing access to the at
least one subapplication for each of the underlying games in response to completion of

the on-line purchase.
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24. A method for facilitating the design and publication of modified game content
comprising:

providing at least one processor including at least one database for collecting and
storing data related to the development of modified game content for a previously
released underlying game;

providing a search interface to the at least one processor including at least one
database .wherein a user can enter search terms to identify personnel and modification
projects;

storing files related to the development of a game content modification; and

publishing a developed game content modification.

25.  The method according to claim 24, wherein the data includes developer profile
data, modification project data, proposed content modification data and modification

testing data.

26.  The method according to claim 24, wherein the files include at least one of the
following group consisting of game content modification tasks, identified game content

modification defects, developer messages regarding the game content modification.

27.  The method according to claim 24, wherein the platform facilitates one or more

tests of the developed game content.
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28. The method according to claim 24, wherein the search terms include types of

content, developer name, and name of underlying game.

29.  The method according to claim 24, wherein the at least one processor including at

least one database and the platform are accessible via the Internet.

30.  The method according to claim 24, wherein access to the at least one processor

including at least one database and the platform require a subscription.

31.  The method according to claim 24, wherein a fee is collected prior to allowing

access to individual game content modifications.

32. The method according to claim 24, wherein the developed game content
modification is published in accordance with compatibility specifications to allow use of
the developed game content modification across multiple games titles, game levels and

PYOCESSors.
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