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(57) ABSTRACT 
Systems and methods for providing news regarding a first 
game are described. One of the methods includes obtaining 
group data associated with a first web account group. The 
group data is associated with the first game and a first user 
group playing the first game. The method further includes 
generating shared post data to provide the news. The opera 
tion of generating the shared post data is performed based on 
the group data. The method further includes associating the 
shared post data with a second web account of a second user. 
The group data includes data regarding use of the first game 
by the first user group. The method includes sending the 
shared post data to a client device that is operated to access the 
second web account. The news is provided during a display of 
the first game or a second game on the client device. 
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SOCIAL NETWORK DATA ANALYSS TO 
PROVIDE NEWS FOR ONLINE GAMING 

FIELD 

0001. The present disclosure relates to methods and sys 
tems for providing news related to online gaming. 

BACKGROUND 

0002. With the advancement of the Internet, users have 
changed their way of living. One change in life is associated 
with Social networking rather than face-to-face networking. 
For example, users post images of himself/herself and/or 
his/her family on a social network. The posts allow a user to 
maintain relationships with friends and/or family who live far 
away from the user without a need to visit the friends and/or 
family. 
0003. Also, another change in life is associated with play 
ing online games. Some online games are played using a 
Social network account. 
0004 Generally, users are interested in playing a variety of 
online games. However, not all Internet applications facilitate 
the interests of the users. 
0005. It is within this context that embodiments described 
in the present disclosure arise. 

SUMMARY 

0006 Embodiments described in the present disclosure 
provide methods and systems for performing social data 
analysis to provide news regarding an online game. 
0007. In various embodiments, while a game is being 
played by a user, several network friends of the user may be 
playing another game. The other game may be more exciting 
and interesting to the user. A processor applies various crite 
ria, Such as, for example use of the other game by the Social 
network friends, demographics of the Social network friends 
and of the user, use of the other game by the user, etc., to 
determine whether the user will be interested in playing the 
other game. If the processor determines that the user will be 
interested in playing the other game based on the criteria, the 
processor provides news regarding the other game to the user 
while the user is playing the game. The user can view the news 
and decide whether to download the other game. 
0008. In a number of embodiments, a method for provid 
ing news regarding a first game is described. The method 
includes obtaining group data associated with a first web 
account group. The group data is associated with the first 
game and a first user group playing the first game. The first 
game is played using the first web account group. The method 
further includes generating shared post data to provide the 
news. The operation of generating the shared post data is 
performed based on the group data. The method further 
includes associating the shared post data with a second web 
account of a second user. The group data includes data regard 
ing use of the first game by the first user group, which includes 
network friends of the second user. The method includes 
sending the shared post data to a client device that is operated 
to access the second web account. The news is provided 
during a display of the first game or a second game on the 
client device. 
0009. In several embodiments, a method for providing 
news regarding a first game is described. The method includes 
rendering game data to display the first game or a second 
game and receiving shared post data to display the news. The 
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operation of rendering shared game data is performed during 
the reception of the shared post data. The shared post data is 
generated based on group data. The group data is associated 
with the first game and a first user group. The first game is 
played using a first web account group. The group data 
includes data regarding use of the first game by the first user 
group. The first user group includes network friends of a 
second user. The shared post data is associated with a second 
web account of the second user. The operation of receiving 
the shared post data is performed by a client device that is 
operated to access the second web account. The method 
includes rendering the shared post data to display the news 
with the display of the first game or the second game. 
0010. In various embodiments, a system for providing 
news regarding a first game is described. The system includes 
a memory device configured to store shared post data and a 
processor configured to access group data associated with a 
first web account group. The group data is associated with the 
first game and a first user group playing the first game. The 
first game is played using the first web account group. The 
processor is configured to generate shared post data to pro 
vide the news. The processor is further configured to generate 
the shared post databased on the group data. The processor is 
configured to associate the shared post data with a second web 
account of a second user. The group data includes data regard 
ing use of the first game by the first user group, which includes 
network friends of the second user. The system includes a 
network interface controller configured to send the shared 
post data to a client device that is operated to access the 
second web account. The news is provided during a display of 
the first game or a second game on the client device. 
0011. Other aspects described in the present disclosure 
will become apparent from the following detailed descrip 
tion, taken in conjunction with the accompanying drawings, 
illustrating by way of example the principles of various 
embodiments described in the present disclosure. 

BRIEF DESCRIPTION OF THE DRAWINGS 

0012 Various embodiments described in the present dis 
closure may best be understood by reference to the following 
description taken in conjunction with the accompanying 
drawings in which: 
0013 FIG. 1 is a diagram of an architecture for illustrating 
a manner of providing news of games that are played by one 
or more users, in accordance with one embodiment described 
in the present disclosure. 
0014 FIG. 2 is a flowchart of a method for determining a 
game based on group data to provide news regarding the 
game, in accordance with another embodiment described in 
the present disclosure. 
0015 FIG. 3A is a block diagram of a server system that is 
coupled with a network to illustrate providing of news, in 
accordance with one embodiment described in the present 
disclosure. 
0016 FIG. 3B is a block diagram of an architecture that is 
coupled with the server system via the network to illustrate 
provision of news, in accordance with one embodiment 
described in the present disclosure. 
0017 FIG. 4 is a diagram of a network architecture that 
illustrates use of different web accounts that are associated 
with different networks, in accordance with one embodiment 
described in the present disclosure. 
0018 FIG. 5 is a diagram of a compare logic module that 
compares data received from one or more databases to deter 
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mine a game to generate news regarding the game, in accor 
dance with one embodiment described in the present disclo 
SUC. 

0019 FIG. 6 is a flowchart of a method for displaying a 
message as news to a user during a play of a game, in accor 
dance with one embodiment described in the present disclo 
SUC. 

0020 FIG. 7 is a diagram of a display screen that shows an 
example of a display of news with a display of a game, in 
accordance with one embodiment described in the present 
disclosure. 
0021 FIG. 8 is a diagram of the display screen that shows 
a display of news while the user is playing a game, in accor 
dance with one embodiment described in the present disclo 
SUC. 

0022 FIG. 9 is a diagram of the display screen that shows 
a display of news while the user is playing a game, in accor 
dance with one embodiment described in the present disclo 
SUC. 

0023 FIG.10 is a diagram of the display screen that shows 
a display of a prompt when the user selects the news of FIG. 
7, 8, or 9, in accordance with one embodiment described in 
the present disclosure. 
0024 FIG. 11 is a diagram of a display screen that displays 
real-time news, in accordance with one embodiment 
described in the present disclosure. 
0025 FIG. 12 is a diagram of the display screen, of FIG. 
11, that displays real-time news, in accordance with one 
embodiment described in the present disclosure. 
0026 FIG. 13 is a diagram of the display screen, of FIG. 
11, that displays real-time news, in accordance with one 
embodiment described in the present disclosure. 
0027 FIG. 14 is a diagram of the display screen, of FIG. 
11, that displays a real-time prompt when the news of FIG.11, 
12, or 13 is selected, in accordance with one embodiment 
described in the present disclosure. 
0028 FIG. 15 is a diagram of multiple graphs used to 
illustrate a dynamic change in new with change in use of a 
game, in accordance with one embodiment described in the 
present disclosure. 
0029 FIG. 16 is a block diagram of a client device, in 
accordance with one embodiment described in the present 
disclosure. 

DETAILED DESCRIPTION 

0030. It should be noted that various embodiments 
described in the present disclosure may be practiced without 
some or all of these specific details. In other instances, well 
known process operations have not been described in detail in 
order not to unnecessarily obscure various embodiments 
described in the present disclosure. 
0031 FIG. 1 is a diagram of an embodiment of an archi 
tecture 290 for illustrating a manner of providing news of 
games that are played by one or more users. The term 'game'. 
as used herein, means a virtual game. For example, the term 
'game' excludes real world sports that are played on a real 
landscape. Such as grass, field, etc. As another example, a 
'game' is played on virtual grass or in a virtual field. As 
another example, a 'game' is played via the Internet or the 
World WideWeb. 
0032. A data services module 292 collects data regarding 
one or more games. For example, the data services module 
292 collects first game data that is rendered at a client device 
to identify or play a first game, collects second game data that 
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is rendered at a client device to identify or play a second 
game, and collects third game data that is rendered at a client 
device to identify or play a third game. In several embodi 
ments, the data services module 292 collects game data for 
any number of games. Also, the first game is different than the 
second game and the third game, and the second game is 
different than the third game. For example, the first game has 
different rules than that of the second game, has different 
prizes than that in the second game, has different virtual 
characters than that in the second game, has different multi 
media than that in the second game, or a combination thereof. 
Examples of multimedia include an image, an animation, an 
audio, a video, and a combination thereof. 
0033. A game is identified using a name the game, a logo 
of the game, a brand of the game, or a combination thereof. 
For example, a poker game that is developed by ZyngaTM 
Corporation of San Francisco, Calif. is named ZyngapokerTM. 
As another example, a crossword puzzle game that is devel 
oped by Zynga Corporation is named “WORDS with 
FriendsTM. 
0034 Examples of a client device include a mobile device 
and a desktop computer. Examples of a mobile device include 
a laptop, a Smart phone, a cell phone, a personal digital 
assistant, and a tablet. 
0035 Examples of a game include a game that is used to 
collect virtual coins, a game that is used to collect items, a 
game that is played with virtual friends, a game that is played 
with social network friends, a game that is played to fight with 
virtual enemies, a Poker game, a game that is played to build 
a virtual city, a game that is played to build a virtual farm, a 
game that is played to follow virtual clues to solve a virtual 
puzzle and to achieve a virtual goal, and a game in which 
players take turns building words crossword puzzle style with 
an opponent. 
0036. The data services module 292 further obtains a por 
tion of group data 154, which includes information about a 
first user group, which is described below. For example, the 
data services module 292 accesses, such as, for example, 
reads, the group attribute data 306 from one or more memory 
devices. In several embodiments, the group attribute data 306 
includes a Social graph, which includes relationships between 
various users of a Social network. For example, a Social graph 
indicates whether a user is a social network friend of another 
user. A user group includes one or more users, such as, for 
example, players of games. 
0037. The group data 154 includes group attribute data 
306. Such as, for example demographic data. The group 
attribute data 306 is associated with one or more users of a 
group. Examples of group attribute data 306 include an age of 
a user, a gender of a user, a relationship status of a user, 
interests of a user, hobbies of a user, likes of a user, dislikes of 
a user, or a combination thereof. It should be noted that each 
of age, gender, relationship status, interest, hobby, like, and 
dislike is a parameter. 
0038. In several embodiments, the group attribute data 
306 is unrelated to a game that users of a group play. For 
example, the group attribute data 306 includes movies that are 
liked or disliked by a user, geographical locations that are 
liked or disliked by the user, real world sports that are liked or 
disliked by the user, etc. 
0039. The group data 154 also includes group behavior 
data 308, which is associated with a game that is played by a 
group. Examples of the group behavior data 308 include a 
number of game sessions during a time period, an amount of 
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time a game is played during a game session, a number of 
times a preview of a game is watched during the time period, 
a number of indications of a like of a game, a number of 
indications of a dislike of a game, a number of times a game 
is downloaded from a server to a client device, or a combina 
tion thereof. 
0040. The group data 154 is stored in one or more memory 
devices. For example, the group attribute data 306 is stored in 
a memory device and the group behavior data 308 is stored in 
a memory device. 
0041. In several embodiments, a game session starts when 
a user starts playing, Such as, for example, interacting with, a 
game after logging into a service. Such as, for example, a 
game service, an email service, or a social network service. As 
an example, a user starts playing a game when the user starts 
to interact with the game. Also, the game session ends when 
a user stops playing a game or when the user logs out of a 
service. A user stops playing a game when the user stops 
interacting with the game. 
0042. In several embodiments, a game service is displayed 
at a client device when one or more servers execute a game 
application. A server may be a physical server or a virtual 
machine. An application includes a computer program. One 
or more servers execute a game application to generate game 
data. In various embodiments, a Social network service is 
displayed at a client device when one or more servers execute 
a Social network application. Users use a social network Ser 
vice to chat online with other users, to share posts with web 
accounts of other users, to post multimedia to one or more 
web accounts, or a combination thereof. In some embodi 
ments, an email service is displayed at a client device that is 
operated by a user to send and receive emails from other 
USCS. 

0043. A logic engine 294 receives the group data 154 and 
game data, Such as, for example, the first game data, the 
second game data, and the third game data, and processes the 
group data 154 and the game data to generate shared post data 
163, which is suggestion metrics. For example, the logic 
engine 294 selects an identity of the first game from identities 
of the first, second, and third games based on the group data 
154. As another example, the logic engine 294 determines 
that the first game is played more frequently by the first user 
group than each of the second and third games, the first game 
is played for a longer time than each of the second and third 
games during each gaming session for a pre-determined num 
ber of gaming sessions, a preview of the first game is watched 
more often than previews of each of the second and third 
games, the first game is liked by a higher number of users of 
the first user group than a number of users of the first user 
group that like each of the second and third games, the first 
game is disliked by a lesser number of users of the first user 
group than a number of users of the first user group that 
dislike each of the second and third games, the first game is 
downloaded for a higher number of times by the users of the 
first user group than a number of times each of the second and 
third games are downloaded by the users, or a combination 
thereof. In this example, the logic engine 294 determines to 
obtain an identity of the first game from the first game data 
and avoids obtaining identities of the second and third games 
from the second game data and third game data. 
0044 As another example, the logic engine 294 deter 
mines that the first game is played by a group of users that are 
of a same or similar age, same or similar relationship status, 
same or similar interests, same or similar hobbies, same or 
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similar likes, same or similar dislikes, or a combination 
thereof, as that of a user to whom the first game is suggested 
for play. In this example, the logic engine 294 determines that 
each of the second and third games is played by a group of 
users that are of a different age, different relationship status, 
different interests, different hobbies, different likes, different 
dislikes, or a combination thereof, compared to that of a user 
to whom the first game is recommended for play. In this 
example, the logic engine 294 selects an identity of the first 
game from among identities of the first, second, and third 
gameS. 
0045. As yet another example, the logic engine 294 deter 
mines that the first game is played by a group of users that are 
of a same or similar age, same or similar relationship status, 
same or similar interests, same or similar hobbies, same or 
similar likes, same or similar dislikes, or a combination 
thereof, as that of a user to whom the first game is suggested 
for play. In this example, the logic engine 294 further deter 
mines that the each of the second and third game is played less 
frequently, previewed for a lesser number of times, down 
loaded for a lower number of times, played for a lesser 
amount of time during each gaming session, indicated as 
liked for a lower number of times, indicated as disliked for a 
higher number of times, or a combination thereof, by the 
group of users compared to the first game. In this example, the 
logic engine 294 selects the first game to identify to a user 
from among the first, second, and third games. 
0046. As an example, two users have a similar parameter 
when values of the parameter are within a threshold. To illus 
trate, two users have a similar age when a first of the two users 
has an age between 12 and 24 and a second of the two users 
has an age between 12 and 24. As another example, two users 
have a similar parameter when sub-categories of the param 
eter are different and the sub-categories fall within one cat 
egory. To illustrate, two users have a similar hobby when a 
first of the two users lists golf as a hobby and a second of the 
two users lists cricket as a sport in their web accounts that are 
used to access a Social network service. Both cricket and golf 
are outdoor real world sports. As another illustration, two 
users have a similar like when a first of the two users lists 
Jackie Chan as his/her favorite actor and a second of the two 
users lists Jet Li as his/her favorite actor. Both Jackie Chan 
and Jet Li act in martial arts movies. 
0047. The shared postdata 163 is sent via a network 198 to 
a client device 171 that is operated by a user 160. Examples 
of the network 198 include a wide area network (WAN), a 
local area network (LAN), or a combination thereof. To illus 
trate, the network 198 is the Internet, an Intranet, or a com 
bination thereof. A WAN includes a wireless WAN, a wired 
WAN, or a combination thereof. Similarly, a LAN includes a 
wireless LAN, a wired LAN, or a combination thereof. 
0048. A processor of the client device 171 processes the 
shared post data 163 to display an identity of the game 158 on 
a display screen of the client device 171. A processor, as used 
herein, includes a central processing unit (CPU), a micropro 
cessor, an application specific integrated circuit (ASIC), or a 
programmable logic device (PLD). Examples of a display 
screen include a liquid crystal display (LCD) display screen, 
a light emitting diode (LED) display Screen, a cathode ray 
tube (CRT) display screen, and a plasma display screen. 
0049. In several embodiments, an identity of the game 158 

is displayed besides a display of another game. Such as, for 
example, the second game, the third game, or a fourth game. 
For example, when the game 158 is an example of the first 
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game that is described above, the processor of the client 
device 171 provides the shared post data 163 to a graphical 
processing unit (GPU) of the client device 171. In this 
example, the GPU renders the shared post data 163 on the 
display screen of the client device 171 to display an identity of 
the game 158 while the user 160, is playing the other game. In 
several embodiments, in addition to the identity of the game 
158, the shared post data 163 is rendered to display a message 
indicating that the user 160 has won a free play of the game 
158, a message indicating that the user 160 will receive a 
discount to play the game 158, a message indicating that the 
user 160 will receive items for free during the play of the 
game 158, or a combination thereof. In this example, the 
messages are news to the user 160 regarding the game 158 
and provide incentives to the user 160 to download and play 
the game 158. 
0050. In several embodiments, each message that is dis 
played by rendering the shared post data 163 that is stored in 
the form of a Flash file or a Short Messaging Service (SMS) 
file. For example, the Flash file is executed by a GPU of the 
client device 171 for displaying a message as a rich internet 
application. As another example, the Flash file is played by 
the GPU of the client device 171 via a plugin within a web 
page, which includes the other game. In some embodiments, 
a message includes multimedia. 
0051. It should be noted that each of a module and an 
engine, as used herein, includes a hardware, a Software, or a 
combination thereof. For example, a module or an engine 
includes a computer program that is executed by one or more 
processors. As another example, a module or an engine 
includes an ASIC or a PLD that performs the operations 
described herein as performed by the module. As yet another 
example, a module or an engine includes one or more proces 
sors and one or more memory devices that store a computer 
program that is executed by the one or more processors. 
0.052 FIG. 2 is a flowchart of an embodiment of a method 
150 for determining a game based on group data 154 (FIG. 1) 
to provide news regarding the game. The method 150 is 
executed by one or more processors of one or more servers of 
a server system 298 of FIG.3A. For example, the method 150 
is executed by a server 304 of FIG. 3A. FIG. 3A is a block 
diagram of an embodiment of the server system 298 that is 
coupled with the network 198. FIG. 3B is a block diagram of 
an embodiment of an architecture 300 that is coupled with the 
server system 298 of FIG. 3A via the network 198. 
0053. With reference to FIGS. 2, 3A, and 3B, in an opera 
tion 152, the group data 154 associated with a first web 
account group is obtained. For example, a network interface 
controller (NIC) 202 of the server 304 requests the group 
attribute data 306 from a server 304 of the server system 298. 
The servers 304 and 304 are parts of the World WideWeb. 
For example, the server 304 stores web pages that are 
requested by a client device to play a game and the server 304 
stores web pages that are requested by a client device to use a 
social network service. Examples of a NIC include a network 
interface card and a network adapter. 
0054 A NIC 202 of the server 304 accesses the group 
attribute data 306 from a memory system 204 of the server 
304 and sends the group attribute data 306 via the network 
198 to the NIC 202. As another example, in several embodi 
ments in which the web accounts 1 thru N and the group 
attribute data 306 are stored within a memory system 204 of 
the server 304 instead of the memory system 204, a proces 
sor 170 of the server 304 accesses the group attribute data 
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306 from the memory system 204 instead of requesting the 
group attribute data from the server 304. The processor 170, 
the NIC 202, and the memory system 204 are coupled with 
each other via a bus 171. Similarly, a processor 170 of the 
server 304, the NIC 202, and the memory system 204 are 
coupled with each other via a bus 171. 
0055 As used herein, a memory system includes one or 
more memory devices. Examples of a memory device include 
a read-only memory (ROM), a random access memory 
(RAM), or a combination thereof. To illustrate, examples of a 
memory device include a flash memory, a disk array, and a 
hard disk. 

0056. As shown in FIG. 3A, the first web account group 
includes web accounts 1 thru N, where N is an integer greater 
than Zero. Each web account is a web account that a user logs 
into to access a game. As an example, a web account is an 
email account, a Social network service account, a game 
service account, or a combination thereof. A user logs into an 
email account to access emails and/or to play a game. More 
over, a user logs into a social network service account to chat 
with other users of a social network, to share posts with the 
other users, to post multimedia, to access multimedia posted 
by the other users, to play a game, or a combination thereof. 
Also, a user logs into a game service account to play a game. 
0057 To log into a web account, a user provides user 
information, such as, for example a user name, a password, a 
telephone number, an answer to a security question, user 
identifying information, or a combination thereof, to a client 
device that is operated by the user and a NIC of the client 
device sends the user information to the server system 298 via 
the network 198. An authentication server 302 of the server 
system 298 authenticates the user information based on infor 
mation that is pre-stored within the authentication server 302. 
For example, the authentication server 302 determines that 
the user information is authentic when there is a match 
between the user information and the pre-stored information. 
Otherwise, the authentication server 302 determines that the 
user information is unauthentic. When the authentication 
server 302 determines that the user information is authentic, 
a user who provided the user information logs into a web 
account that is assigned to the user. 
0058. In several embodiments, a web account is assigned 
to a user when the pre-stored information is received from the 
user with an indication that the user is not a bot. 

0059. The group data 154 is associated with the first web 
account group. For example, the processor 170, of the server 
304 receives the group attribute data 306 from a user and 
stores the group attribute data 306 within a web account that 
is assigned to the user. To illustrate, a user provides his/her 
attributes, e.g., relationship status, age, likes, dislikes, hob 
bies, interests, or a combination thereof, to a web account that 
is used to access a social network service and the processor 
170 stores the attribute data within a web account of the user. 
In this illustration, the web account is logged into by the user 
to access a service. As another illustration, a user provides 
his/her attributes to a web account that is used to access a 
game service and the processor 170 stores the attribute data 
within a web account of the user. In this example, the web 
account is logged into to access the game service without a 
need to access the Social network service. 
0060. As another example of the association of the group 
data 154 with the first web account group, the processor 170 
determines the group behavior data 308 from usage of game 
data by users U1 thru UN of a first user group 160 (shown in 
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FIG. 3B). The users U1 thru UN use game data after logging 
into the web accounts 1 thru N. To illustrate, the processor 
170 determines a number of gaming sessions the game 158 is 
played by each user U1 thru UN during a time period, an 
amount of time during each gaming session the first game is 
played by each user of the first user group 160 for a number 
of gaming sessions during the time period, a number of down 
loads of the first game by each user of the first user group 160 
during the time period after the user logs into a corresponding 
one of the web accounts 1 thru N, a number of times a preview 
of the first game is viewed by each user of the first user group 
160 during the time period after the user logs into the corre 
sponding web account of the user, a number of times the first 
game is indicated as being liked by each user of the first user 
group 160 within the corresponding web account of the user 
during the time period, a number of times the first game is 
indicated as being disliked by each user of the first user group 
160, within the corresponding web account of the user during 
the time period, a number of times a mention of the first game 
is posted within the corresponding web account, and/or 
whether each user of the first user group 160 paid to play the 
game 158 after the user logged into the corresponding web 
account of the user. 

0061. It should be noted that a mention of a game is a 
positive mention of the game. For example, a mention of a 
game includes a statement in which advantages of the game 
are stated. It should further be noted that a web account 
corresponds to a user when the web account is assigned to the 
user. In various embodiments, a user mentions a game within 
a post, during a chat, or a combination thereof. A chat, as used 
herein, refers to an online chat. 
0062. In several embodiments, the users U1 thru UN are 
social network friends of the user 160. For example, the user 
160 uses the client device 171 to send a request via a web 
account 157 to add the users U1 thru UN as social network 
friends of the user 160. The web account 157 is a web 
account that is assigned to the user 160. When the users U1 
thru UN accept the request, the users U1 thru UN become 
social network friends of the user 160. Similarly, the user 
160, becomes a network friend of the users U1 thru UN when 
the user 160 accepts requests sent via the web accounts 1 thru 
N to become a social network friend of the users U1 thru UN. 
In several embodiments, when the users U1 thru UN become 
social network friends of the user 160, the users U1 thru UN 
can access via the web accounts 1 thru N. multimedia that is 
posted by the user 160 in his/her web account 171 and that is 
restricted from access by anyone other than Social network 
friends of the user 160. 
0063. In various embodiments, the users U1 thru UN are 
acquaintances, friends, or family members of the user 160 
for whom the user 160 has email addresses. In these embodi 
ments, the users U1 thru UN may or may not be social net 
work friends of the user 160. In some embodiments, the 
users U1 thru UN are acquaintances, friends, or family mem 
bers of the user 160 for whom the user 160, has user infor 
mation that allows the user 160 to use a game service to 
contact the users U1 thru UN. In these embodiments, the users 
U1 thru UN may or may not be social network friends of the 
user 160. In a variety of embodiments, the users U1 thru UN 
are not social network friends of the user 160. 
0064. In a number of embodiments, a user downloads a 
game at a client device via a network from a server, such as the 
server 304. A NIC of the client device requests game data 
from the server 304. The NIC 202 sends the game data to a 
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NIC of the client device to allow the NIC to download the 
game. The GPU of the client device renders the game data to 
display a game. In some embodiments, a game is previewed 
when after downloading a portion the game at a client device, 
a GPU of the client device renders a portion of game data to 
display the portion of the game. In several embodiments, a 
user indicates a game as being liked or disliked by logging 
into a web account of the user and selecting an icon that is 
displayed within selecting an icon within a service, such as 
the Social network service, the gaming service, or the email 
service. 

0065. In an operation 186, the shared post data 163 is 
generated to provide news regarding the game 158 based on 
the group data 154. The game 158 is identified based on the 
group data 154 (FIG. 1). For example, the game 158 is iden 
tified based on data regarding the users U1 thru UN, data 
regarding the user 160, data regarding use of the game 158 
by the user 160, data regarding use of the game 158 by the 
users U1 thru UN, data regarding use of games other than 
game 158 by the users U1 thru UN, or a combination thereof. 
To illustrate, if the users U1 thru UN and the user 160, have 
the same or similar age, the same or similar gender, the same 
or similar relationship status, the same or similar interests, the 
same or similar hobbies, the same or similar likes, the same or 
similar dislikes, or a combination thereof, the game 158, 
which is played by the users U1 thru UN, is identified to the 
user 160 at the client device 171. 
0066. As another illustration, if each user U1 thru UN: 
(a) plays the game 158 for a higher number of gaming ses 
sions than a number of gaming sessions for which the other 
games, such as, for example, the second, third, and fourth 
games, are played by the user at a corresponding one of the 
client devices 168, or 
(b) plays the game 158 for a longer time than an amount of 
time for which the other games are played by the user during 
each gaming session for a pre-determined number of gaming 
sessions, or 
(c) watches previews of the game 158 more often than pre 
views of the other games are watched by the user, or 
(d) has indicated the game 158 as being liked for a higher 
number of times than a number of times for which the other 
games are indicated as being liked by the user, or 
(e) has indicated the game 158 as being disliked for a lower 
number of times than a number of times for which the other 
games are indicated as being disliked by the user, or 
(f) has downloaded the game 158 to a corresponding one of 
the client devices 168 operated by the user for a higher num 
ber of times than a number of times the other games are 
downloaded to the client device, or 
(g) has mentioned the game 158 within a corresponding one 
of the web accounts 1 thru N of the user for a higher number 
of times than mentioning the other games within the web 
account, or 
(h) paid to play the game 158 after the user logs into the 
corresponding web account, 
(i) paid a higher amount to play the game 158 compared to the 
other games, or 
() a combination thereof, 
the game 158 is identified to the user 160 at the client device 
171. It should be noted that a client device corresponds to a 
user when the user operates the client device to access a web 
account of the user. 
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0067. As yet another illustration, if each user U1 thru UN: 
(a) plays the game 158 for a higher number of gaming ses 
sions than a number of gaming sessions for which the game 
158 is played by the user 160, at the client device 171, or 
(b) plays the game 158 for a longer time than an amount of 
time for which the game 158 is played by the user 160 at the 
client device 171 during each gaming session for a pre-deter 
mined number of gaming sessions, or 
(c) watches previews of the game 158 more often than pre 
views of the game 158 are watched by the user 160, or 
(d) has indicated the game 158 as being liked for a higher 
number of times than a number of times for which the game 
158 is indicated as being liked by the user 160, or 
(e) has indicated the game 158 as being disliked for a lower 
number of times than a number of times for which the game 
158 is indicated as being disliked by the user 160, or 
(f) has downloaded the game 158 to a corresponding one of 
the client devices 168 for a higher number of times than a 
number of times the game 158 is downloaded to the client 
device 171 by the user 160, or 
(g) has mentioned the game 158 within the web accounts 1 
thru N for a higher number of times than a number of times for 
which the game 158 is mentioned within the web account 157 
by the user 160, or 
(h) a combination thereof, 
the game 158 is identified to the user 160 at the client device 
171. 

0068. As another illustration, if each user U1 thru UN: 
(a) has the same or similar age as that of the user 160, or 
(b) the same or similar gender as that of the user 160, or 
(c) the same or similar relationship status as that of the user 
160, or 
(d) the same or similar interests as that of the user 160, or 
(e) the same or similar hobbies as that of the user 160, or 
(f) the same or similar likes as that of the user 160, or 
(g) the same or similar dislikes as that of the user 160, or 
(h) plays the game 158 for a higher number of gaming ses 
sions than a number of gaming sessions for which other 
games are played by the one of the users U1 thru UN at a 
corresponding one of the client devices 168, or 
(i) plays the game 158 for a longer time than an amount of 
time for which the other games are played by the one of the 
users U1 thru UN during each gaming session for a pre 
determined number of gaming sessions, or 
(j) watches previews of the game 158 more often than pre 
views of the other games are watched by the one of the users 
U1 thru UN, or 
(k) has indicated the game 158 as being liked for a higher 
number of times than a number of times for which the other 
games are indicated as being liked by the one of the users U1 
thru UN, or 
(1) has indicated the game 158 as being disliked for a lower 
number of times than a number of times for which the other 
games are indicated as being disliked by the one of the users 
U1 thru UN, or 
(m) has downloaded the game 158 to a corresponding one of 
the client devices 168 for a higher number of times than a 
number of times the other games are downloaded to the 
corresponding one of the client devices 168, or 
(n) has mentioned the game 158 within a corresponding one 
of the web accounts 1 thru N for a higher number of times than 
mentioning the other games within the corresponding one of 
the web accounts 1 thru N, or 
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(o) paid to play the game 158 after logging into the corre 
sponding one of the web accounts 1 thru N, or 
(p) paid a higher amount to play the game 158 compared to 
the other games, 
(q) plays the game 158 for a higher number of gaming ses 
sions than a number of gaming sessions for which the game 
158 is played by the user 160, at the client device 171, or 
(r) plays the game 158 for a longer time than an amount of 
time for which the game 158 is played by the user 160, at the 
client device 171 during each gaming session for a pre-deter 
mined number of gaming sessions, or 
(s) watches previews of the game 158 more often than pre 
views of the game 158 are watched by the user 160, or 
(t) has indicated the game 158 as being liked for a higher 
number of times than a number of times for which the game 
158 is indicated as being liked by the user 160, or 
(u) has indicated the game 158 as being disliked for a lower 
number of times than a number of times for which the game 
158 is indicated as being disliked by the user 160, or 
(v) has downloaded the game 158 to the corresponding one of 
the client devices 168 for a higher number of times than a 
number of times the game 158 is downloaded to the client 
device 171 by the user 160, or 
(w) has mentioned the game 158 within the corresponding 
one of the web accounts 1 thru N for a higher number of times 
than a number of times for which the game 158 is mentioned 
within the web account 157 by the user 160, or 
(X) a combination thereof, 
the game 158 is identified to the user 160, at the client device 
171. 
0069. In various embodiments, in the preceding illustra 
tion, instead of a number of times, an average of a number of 
times is used. For example, instead of determining whether 
the game 158 is played for a longer time than an amount of 
time for which the other games are played by each user U1 
thru UN during each gaming session for a pre-determined 
number of gaming sessions, it is determined whether an aver 
age amount of time for which each user U1 thru UN plays the 
game 158 is longer than an average amount of time for which 
the other games are played by the user during each gaming 
session for a pre-determined number of gaming sessions. As 
another example, instead of determining whether each user 
U1 thru UN has indicated the game 158 as being liked for a 
higher number of times than a number of times for which the 
other games are indicated as being liked by the user, the 
number of times for which each user U1 thru UN has indi 
cated the game 158 as being liked is averaged to generate a 
first average and the number of times for which each user U1 
thru UN has indicated the other games as being liked is 
averaged to generate a second average, and it is determined 
whether the first average is greater than the second average. 
0070 Also, in some embodiments, in the preceding illus 
tration, instead of the combination, a weighted combination is 
used. For example, whether each user U1 thru UN paid to play 
the game 158 after the user U1 thru UN logged into a corre 
sponding one of the web accounts 1 thru N of the user is 
assigned a higher weight than a weight assigned to whether 
each user U1 thru UN has mentioned the game 158 within the 
corresponding web account of the user for a higher number of 
times than mentioning the other games within the corre 
sponding web account. As another example, a factor of 
whether each user U1 thru UN has indicated the game 158 as 
being disliked for a lower number of times than a number of 
times for which the other games are indicated as being dis 
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liked by the user is assigned a higher weight than a weight 
assigned to a factor of whether the userplays the game 158 for 
a longer time than an amount of time for which the game 158 
is played by the user 160, at the client device 171 during each 
gaming session for a pre-determined number of gaming ses 
S1O.S. 

0071. In various embodiments, in the preceding illustra 
tion, instead of or in addition to the determination that each 
user U1 thru UN plays the game 158 for a longer time than an 
amount of time for which the other games are played by the 
user during each gaming session for a pre-determined number 
of gaming sessions, it is determined that an item within the 
game 158 has a higher magnitude than an item within each of 
the other games. For example, an energy level within a play of 
the game 158 is higher than an energy level within a play of 
each of the second and third games. As another example, a 
number of virtual coins or points accumulated within a play of 
the game 158 is greater than a number of virtual points or 
coins within a play of each of the second and third games. 
Other examples of an item include virtual wood, virtual stars, 
game level, Virtual food, virtual crops, etc. 
0072. In various embodiments, items include collectibles 
and virtual currencies, such as, for example, virtual coins. An 
item that is not a virtual currency is a collectible. For example, 
virtual wood, virtual stars, game level, virtual food, and Vir 
tual crops are collectibles. 
0073. In several embodiments, a use of a game includes 
watching a preview of the game, playing the game, down 
loading the game, paying to play the game, indicating the 
game as liked, indicating the game as disliked, mentioning the 
game, or a combination thereof. 
0074) Referring to FIG.3A, the game 158 is identified by 
the processor 170 when the processor 170 selects data that 
is rendered to display a name of the game and/or a logo of the 
game 158. Any data identifying of the game 158, such as, for 
example data that is rendered to display a name of the game 
158 and/or logo of the game 158, is stored by the processor 
170, in the web account 157 of the user 160. 
0075. In an operation 188, the shared post data 163 is 
associated with the web account 157 of the user 160. For 
example, the shared post data 163 is stored within the web 
account 157. As another example, the shared post data 163 is 
rendered to display one or more messages with a display of 
the web account 157. To illustrate, multimedia identifying the 
social network friends of the user 160 and/or multimedia 
identifying the user 160 is displayed to display the web 
account 157. The multimedia is displayed within a web page, 
which includes a display of one or more messages. 
0076. In an operation 190, the shared post data 163 is sent 
via the network 198 to the NIC of the client device 171. For 
example, when the user 160, operates the client device 171 to 
access the web account 157, the NIC 202 sends the shared 
post data 163 to the client device 171. The method 150 ends 
after the operation 190. 
0077 FIG. 4 is a diagram of an embodiment of a network 
architecture that illustrates use of different web accounts that 
are associated with different networks 182 thru 182 and 
183. For example, each web account 1 thru N and 157 is 
generated within a different network. In this example, the web 
account 157 is generated within the network 183, the web 
account 1 is generated within the network 182, the web 
account 2 is generated within the network 182, and so on 
until the web account N is generated within the network 182. 
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0078. In several embodiments, each network 182 thru 
182 and 183 is of a different type. For example, the network 
182 is a social network, the network 182 is a game network, 
and the network 183 is an email network. 
0079. In various embodiments, two or more of the net 
works 182 and 183 are of the same type and are networks that 
are controlled by different entities. For example, the network 
182 is a social network that is controlled by a first entity and 
the network 183 is a social network that is controlled by a 
second entity, which is other than the first entity. 
0080. In some embodiments, two or more of the networks 
182 and 183 are of different types and are networks that are 
controlled by different entities. For example, the network 
182 is a social network that is controlled by an entity that 
develops the social network and the network 183 is a game 
network that is controlled by an entity that develops games. 
0081. In several embodiments, two or more of the net 
works 182 and 183 are of different types and are networks that 
are controlled by the same entity. For example, the network 
182 is a social network and the network 183 is a game 
network and both the networks are controlled by the same 
entity. 
I0082. A game network is formed when one or more pro 
cessors of one or more servers execute a game application to 
provide a game service at one or more client devices. The 
game service is accessed by a user via an account, such as a 
game service account, to play a game. 
I0083 FIG. 5 is a diagram of an embodiment of a compare 
logic module 205 that compares data received from one or 
more databases to determine a game to generate news regard 
ing the game. In several embodiments, the compare logic 
module 205 is executed by the processor 170 (FIG. 3A). 
I0084. The compare logic module 205 receives data 172 
regarding the first user group 160, (FIG.3B), data 174 regard 
ing the user 160 (FIG. 3B), data 176 regarding use of the 
game 158 by the first user group 160, data 178 regarding use 
of the game 158 by the user 160, and/or data 180 regarding 
use of the other games by the first user group 160. In some 
embodiments, the compare logic module 205 compares the 
data 172 regarding the users U1 thru UN of the first user group 
160 with data 174 regarding the user 160 to determine 
whether a value of parameter of the user 160 and one or more 
values of the parameter of the first user group 1601 are the 
same or similar. For example, the compare logic module 205 
determines whether an age of the user 160 is the same or 
similar to that of ages of the users U1 thru UN. As another 
example, the compare logic module 205 determines whether 
likes of the user 160 are the same or similar to likes of the 
users U1 thru UN. 
I0085 Moreover, in various embodiments, the compare 
logic module 205 compares the data 176 regarding use of the 
game 158 by the first user group 160 with data 178 regarding 
use of the game 158 by the user 160. For example, a number 
of gaming sessions for which the game 158 is played by the 
first user group 160 is compared with a number of gaming 
sessions for which the game 158 is played by the user 160. As 
another example, a number of times for which the game 158 
is indicated as being liked by the users U1 thru UN is com 
pared with a number of times for which the game 158 is 
indicated as being liked by the user 160. 
I0086. In some embodiments, the compare logic 205 com 
pares the data 176 regarding use of the game 158 by the first 
user group 160 with data 180 regarding use of the other 
games by the first user group 160. For example, a number of 
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gaming sessions for which the game 158 is played by the first 
user group 160 is compared with a number of gaming ses 
sions for which each of the other games are played by the first 
user group 160. As another example, an amount of time for 
which the game 158 is played by the first user group 160 for 
a pre-determined number of gaming sessions is compared 
with an amount of time for which each of the other games is 
played by the first user group 160 for the pre-determined 
number of gaming sessions. 
0087. The data 176 includes data181 regarding receipt of 
payment from the first user group 160 to play the game 158 
and the data 180 includes data 183 regarding receipt of pay 
ment from the first user group 160 to play the other games. 
For example, the processor 170 (FIG. 3A) determines 
whether the users U1 thru UN have paid to play the game 158 
and have not paid to play the other games. In various embodi 
ments, a payment to play a game is received in the form of fiat 
money, credit, virtual currency, or a combination thereof. In 
response to determining that the users U1 thru UN have not 
paid to play the other games and have paid to play the game 
158, the processor 170 determines to rank the game 158 
higher than the other games. On the other hand, in response to 
determining that the users U1 thru UN have paid to play the 
other games and have not paid to play the game 158, the 
processors 170 determines to rank the game 158 lower than 
the other games. 
0088 FIG. 6 is a flowchart of an embodiment of a method 
191 for displaying a message as news to the user 160 during 
a play of a game, such as the game 158 (FIG. 1) or one of the 
other games. The method 191 is executed by one or more 
processors of the client device 171 (FIG. 1). 
I0089. In an operation 192, the NIC of the client device 171 
receives shared post data 163 (FIG. 1) via the network 198 
from the NIC 202 (FIG. 3A). For example, the NIC of the 
client device 172 receives the shared post data 163 within a 
communications protocol. Such as, for example a Transmis 
sion Control Protocol/Internet Protocol (TCP/IP) packet, a 
Fibre Channel protocol (FCP) packet, and a User Datagram 
Protocol (UDP) packet. The NIC of the client device 171 
extracts the shared post data 163 from a packet and provides 
the shared post data 163 to the GPU of the client device 171. 
0090 While the operation 192 is performed, the GPU of 
the client device 171 is displaying the game 158 or one of the 
other games on the display screen 193. For example, the GPU 
of the client device 171 renders the first game data to display 
the first game or renders the second game data to display the 
second game. In this example, the game 158 or one of the 
other games is played after the user 160 uses the client device 
171 to log into the web account 157 and while the user 160 
is logged into the web account 157. 
0091. In an operation 194, the shared post data 163 is 
rendered to display news regarding the game 158 (FIG. 1) on 
the display screen 193 (FIG. 3A). For example, the GPU of 
the client device 171 renders the shared post data 163 to 
display on the display screen 193 that the users U1 thru UN 
(FIG. 3B) are playing the game 158, that there is a discount 
offer for playing the game 158, that the user 1602 will obtain 
in his/her web account 157 items for free for playing the game 
158, that the game 158 provides more rewards than the other 
games, or a combination thereof. Examples of rewards 
include items, a reward to play one of the other games, and a 
reward to play one of the other games for free. The method 
191 ends after the operation 194. 
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0092. In several embodiments, news is displayed with a 
display of the first game or one of the other games that the user 
160 is playing during the reception of the shared post data 
163 by the client device 171. For example, the GPU of the 
client device 171 renders news regarding the game 158 adja 
cent to a display of the first game or one of the other games. As 
another example, the GPU of the client device 171 renders 
news regarding the game 158 within a stream of multimedia 
that is displayed adjacent to the first game or one of the other 
games. As yet another example, the GPU of the client device 
171 renders news regarding the first game before a transmis 
sion of a file that includes the shared post data 163 is com 
pleted by the NIC 202 (FIG.3A). To illustrate, if the shared 
post data 163 includes a first data portion indicating that the 
users U1 thru UN (FIG. 3B) are playing the game 158 and a 
second portion indicating that there is a discount offer for 
playing the game 158, before the second data portion is trans 
mitted by the NIC 202, the GPU of the client device 171 
renders the first data portion to display that the users U1 thru 
UN are playing the game 158 on the display screen 193. In 
this example, the first portion is received by the NIC of the 
client device 171 before the second data portion is transmitted 
by the NIC 202. To provide another illustration, if the shared 
post data 163 includes a first data portion indicating that the 
users U1 thru UN (FIG. 3B) are playing the game 158, a 
second data portion indicating that there is a discount offer for 
playing the game 158, and a third data portion indicating that 
the user 160 will obtain in his/her web account 157 items for 
free for playing the game 158, before the second and third 
data portions are transmitted by the NIC 202, the GPU of the 
client device 171 renders the first data portion to display that 
the users U1 thru UN are playing the game 158 on the display 
screen 193. Also, in this example, the first portion is received 
by the NIC of the client device 171 before the second and third 
portions are transmitted by the NIC 202. 
0093 FIG. 7 is a diagram of an embodiment of a display 
screen 197 that shows an example of a display of news with a 
display of the second game. The display screen 197 is an 
example of the display screen 193 (FIG.3B). The user 160, 
logs into the web account 157 (FIG. 3A) to play the second 
game. For example, the user 160 accesses a web page of a 
game developer from the server 304 (FIG. 3A). In this 
example, when the user 160 selects an identification of the 
second game on the web page via an input device of the client 
device 171, the GPU of the client device 171 displays a 
prompt on the display screen 197 to prompt the user 160 to 
provide the user information. When the user 160 provides the 
user information via the input device of the client device 171, 
the authentication server 302 determines whether the user 
information is authentic. Upon receiving a determination 
from the authentication server 302 that the user information is 
authentic, the server 304 provides access to the second game 
to the user 106. 
0094. Examples of a game developer include an entity that 
develops the game 158 and the other games and an entity that 
owns legal rights to the game 158 and the other games. 
Examples of an input device include a mouse, a keyboard, a 
stylus, and a touchscreen. 
0095. In several embodiments, instead of accessing a web 
page of the game developer first and then providing the use 
information, the user 160 first provides the user information 
and then accesses the web page of the game developer. For 
example, the user 160 requests a web page of a service 
provider, provides the user information to the authentication 
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server 302 via the web page to log into the web account 157, 
requests another web page of the game developer, and then 
selects an identification of the second game. Upon receiving 
the indication of the identification of the second game, the 
server 304 provides access to the second game to the user 
160. 
0096. Examples of a service provider include an entity that 
develops a game service, a social network service, and/or an 
email service. Other examples of a service provider include 
an entity that owns legal rights to a service. 
0097. As shown in FIG. 7, upon logging into the web 
account 157, the user 160 is playing the second game upon 
accessing a webpage having a uniform resource location 
(URL) “www.gamedeveloper.com/#/play/game2. In several 
embodiments, the web page shown in FIG. 7 is one of many 
web pages of the game developer's website. 
0098. The second game has one or more objectives that the 
user 160 can achieve. For example, an objective of the sec 
ond game is to build a happy virtual kingdom. As another 
example, an objective of the second game is to collect virtual 
coins, collect virtual crowns, collect other items, chop virtual 
trees, feed virtual chickens, gain virtual energy, progress 
through levels of the second game, or a combination thereof. 
0099. In several embodiments, when an objective of the 
second game is achieved, the user 160 is rewarded with one 
or more virtual items, virtual energy, a game level, or a com 
bination thereof. Also, in Some embodiments, when an objec 
tive of the second game is achieved, the user 160 is provided 
with another objective to pursue. 
0100. In various embodiments, during the play of the sec 
ond game, the user 160 may invite social network friends of 
the user 106 to play the second game. For example, when the 
user 160 selects an image 252 within the second game via the 
input device of the client device 171, the GPU of the client 
device 171 displays a window that includes names of the 
social network friends of the user 160. The user 160, can 
select one or more of the names of the social network friends 
to invite the one or more friends to play the second game. 
0101. In various embodiments, during the play of the sec 
ond game, the user 106 selects via the input device of the 
client device 171 an image 254 to access a virtual gaming 
environment that is owned by a virtual user. For example, 
when the user 106 selects the image 254 of a virtual user 
named "John', the NIC 202 (FIG.3A) sends virtual kingdom 
data via the network 198 to the NIC of the client device 171. 
The virtual user named “John' does not represent any real 
world user, such as, for example, a user named “Mary’. Upon 
receiving the virtual kingdom data, the GPU of the client 
device 171 displays a virtual kingdom that is owned by the 
virtual user “John'. The user 160 can achieve various objec 
tives within the virtual kingdom of John. 
0102. In some embodiments, the user 160 is represented 
by a virtual user 256 during the play of the second game. For 
example, the user 160, can direct movement of the virtual 
user 256 to a location on the display screen 197 by selecting, 
via the input device of the client device 171, the location on 
the display screen 197. 
0103) In various embodiments, during the play of the sec 
ond game, the GPU of the client device 171 receives the 
shared post data 163 via the network 198 (FIG.3B) from the 
server 302 and executes a rendering program to apply the 
rendering program to the shared post data 264 to display news 
203 on the display screen 197. 
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0104. The news 203 includes that the social network 
friends of the user 160 play the first game. Also, the news 203 
includes a social context of the social network friends of the 
user 160. For example, a network identifier (NI) portion 260 
includes an identity of a first social context of the social 
network friends of the user 160. In this example, a y number 
of social network friends of the user 106 access a first social 
network to play the first game. The first Social network is an 
example of the first Social context. As another example, an NI 
portion 262 includes an identity of a second social context of 
the social network friends of the user 160. In this example, a 
Z number of social network friends of the user 106 access a 
second Social network to play the first game. The second 
Social network is an example of the second social context. 
Examples of an identity of a social context include a name of 
an entity that provides a Social network service and a logo of 
the entity. 
0105. In various embodiments, a multimedia 263 of a 
member of a Social network service and a status of the mem 
ber with respect to the second game and the user 160 are 
displayed. An example of a status includes that “James sent 
help 1 time'. The help is help to the user 160 in the second 
game. In these embodiments, the Social network Service is the 
same as that accessed by the user 160 by logging into the web 
account 157 and that is used to play the second game. Also, 
another multimedia 263 of another member of the social 
network service and a status of the member with respect to the 
second game and the user 160 are displayed. An example of 
a status includes that “Dana has desire for cooling salve'. 
0106. In several embodiments, any number of multimedia 
of any number of members of the social network service is 
displayed on a display Screen. In various embodiments, the 
members 263 and 263 are examples of two of the users U1 
thru UN. In several embodiments, the members 263 and 263 
are social network friends of the user 160. 
0107 FIG. 8 is a diagram of an embodiment of the display 
screen 197 that shows a display of news 204 while the user 
160, is playing the second game. While the user 160, is 
playing the second game, the GPU of the client device 171 
applies the rendering computer program to the shared post 
data 163 (FIG. 1) to display the news 204. The news 204 
includes an example of a discount offer to the user 160 for 
playing the first game. To illustrate, the news 204 includes 
that the user 160 will get X % off a price for playing the game 
158 if the game 158 is played on the same day the news 204 
is displayed. Also, the news 204 includes a social context of 
the social network friends of the user 160. For example, the 
news 204 includes the NI portion 260 that includes an identity 
of the first social context of the social network friends of the 
user 160. 
0.108 FIG. 9 is a diagram of an embodiment of the display 
screen 197 that shows a display of news 206 while the user 
160, is playing the second game. While the user 160, is 
playing the second game, the GPU of the client device 171 
applies the rendering computer program to the shared post 
data 163 (FIG. 1) to display the news 206. The news 206 
includes that the user 160, will receive free virtual coins when 
the user 160 downloads the game 158 from the server 302 
(FIG. 3A). In several embodiments, instead of the virtual 
coins, the news 206 includes an offer of any other virtual item, 
energy level, game level, or a combination thereof. Also, the 
news 206 includes the first and second social contexts. 

0109. In various embodiments, news is displayed within a 
stream of multimedia. For example, the news 203 and 204 
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(FIGS. 7 and 8) are displayed within a stream of multimedia. 
To illustrate, a first portion of the shared post data 163 is 
applied to the rendering program to display the news 203 and 
a second portion of the shared post data 163 is applied to the 
rendering program to display the news 204. In these embodi 
ments, the news 204 is displayed before or after displaying the 
news 203. Also, in these embodiments, when the news 204 is 
displayed before the news 203, the NIC 202 (FIG.3A) trans 
mits the first portion during the display of the news 204. In 
these embodiments, when the news 203 is displayed before 
the news 204, the NIC 202 transmits the second portion 
during the display of the news 203. 
0110. As another example, the news 203, 204, and 206 
(FIGS. 7, 8, and 9) are displayed within a stream of multime 
dia. As an illustration, the first portion of the shared post data 
163 is applied to the rendering program to display the news 
203, the second portion of the shared post data 163 is applied 
to the rendering program to display the news 204, and a third 
portion of the shared post data 163 is applied to the rendering 
program to display the news 206. In these embodiments, the 
news 206 is displayed before or after displaying the news 203 
and the news 204. When the news 206 is displayed before the 
news 203 and news 204, the GPU of the client device 171 
applies the rendering program to the third portion of the 
shared post data 163 during a transmission of the first portion 
and/or the second portion via the network 198 to the client 
device 171. When the news 206 is displayed after the news 
203 and news 204, the NIC 202 transmits the third portion 
during the display of the news 203 and/or news 204. 
0111 FIG. 10 is a diagram of an embodiment of the dis 
play screen 197 that shows a display of a prompt 208 when the 
user 160, selects one of the news 203, 204, and 206 (FIGS. 
7-9). When the user 160, selects the news 203,204, or 206 via 
the input device of the client device 171, the NIC of the client 
device 171 sends an indication of the selection via the net 
work 198 (FIG. 1) to the NIC 202 (FIG.3A). Upon receiving 
the indication of the selection of the news 203, 204, or 206 
from the NIC 202, the processor 170 (FIG. 3A) generates 
prompt data that includes an identity of the game 158 and 
sends the prompt data via the network 198 to the NIC of the 
client device 171. Upon receiving the prompt data from the 
NIC of the client device 171, the GPU of the client device 171 
displays the prompt 208 on the display screen 197. The 
prompt 208 indicates that the user 160 can select the prompt 
208 to play the game 158 (FIG. 1). When the user 160, selects 
the prompt 208 via the input device of the client device 171, 
the NIC of the client device 171 downloads the first game data 
via the network 198 from the server 302 to allow the user 
160 to play the game 158. 
0112 FIG. 11 is a diagram of an embodiment of a display 
screen 195 that displays real-time news 212. The display 
screen 195 is a display screen of a mobile device, such as, for 
example a cell phone, tablet, and a Smartphone. The display 
screen 195 is an example of the display screen 193 (FIG.3B). 
The display screen 195 displays the second game. A GPU of 
the mobile device renders the shared post data 163, which is 
stored within a real-time messaging file, to display news 212. 
Examples of a real-time messaging file includean SMS file, a 
Flash file, and a Flash SMS file. Other examples of a real-time 
messaging file include an instant message file. For example, 
when the user 160 is playing the second game, the shared 
post data 163 is received in the form of Flash file data, SMS 
data, or a combination thereof, by a NIC of the mobile device. 
The GPU of the mobile device renders the Flash file data, the 
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SMS data, or the combination of Flash file data and SMS data 
to display the news 212. In various embodiments, instead of 
being displayed at the bottom of the display screen 195, the 
news 212 is displayed at the top of the screen 195. In a number 
of embodiments, the user 160 is not charged for receiving the 
news 212. 

0113. The news 212 has similar subject matter as that of 
news 203 (FIG. 7). For example, the news 212 includes social 
contexts that the social network friends of the user 160, used 
to play the game 158. 
0114 FIG. 12 is a diagram of an embodiment of the dis 
play screen 195 that displays news 216. The news 216 is 
displayed when the display screen 195 is displaying the sec 
ond game and the user 160 is playing the second game. For 
example, when the user 160 is trying to accomplishan objec 
tive of the second game, the shared post data 163 is received 
by the NIC of the mobile device and the GPU of the mobile 
device renders the shared post data 163 to display the news 
216. The GPU of the mobile device renders the shared post 
data 163, which is stored within a real-time messaging file, to 
display the news 216. 
0115 The news 212 has similar subject matter as that of 
news 204 (FIG. 8) except that the news 212 includes the NI 
262 and a message indicating to the user 1602 that Z. number 
of the social network friends of the user 160 are using a social 
context having the NI 262 to play the game 158. In various 
embodiments, instead of being displayed at the bottom of the 
display screen 195, the news 216 is displayed at the top of the 
Screen 195. 

0116 FIG. 13 is a diagram of an embodiment of the dis 
play screen 195 that displays news 218. The news 218 is 
displayed when the user 160 is playing the second game on 
the mobile device. The GPU of the mobile device renders the 
shared post data 163, which is stored within a real-time mes 
saging file, to display the news 218. 
0117 The news 218 has similar subject matter as that of 
news 206 (FIG. 9) except that the news 218 indicates that the 
user 160 can get free items by playing the first game. In 
various embodiments, instead of being displayed at the bot 
tom of the display screen 195, the news 218 is displayed at the 
top of the screen 195. 
0118. In various embodiments, each of the news 203, 204, 
206, 212, 216, and 220 includes a number of social contexts 
of the social network friends of the user 160. In these 
embodiments, any number, other than that shown in FIGS. 
7-9 and 10-13, of social contexts of the social network friends 
of the user 160 is included. 
0119. In a number of embodiments, the news 203, 204, 
and 206 are displayed periodically on the display screen 193. 
For example, the GPU of the client device 171 renders the first 
portion of the shared post data 163 to display the news 203 
every m number of minutes, renders the second portion of the 
shared post data 163 to display the news 204 every n number 
of minutes, and renders the third portion of the shared post 
data 163 to display the news 206 everyo number of minutes, 
where m, n, and o are integers greater than Zero. In some 
embodiments, m is equal to n and o. In several embodiments, 
m is different from n, o, or a combination thereof. Similarly, 
in various embodiments, the news 212, 216, and 220 are 
display periodically. 
I0120 FIG. 14 is a diagram of an embodiment of the dis 
play screen 195 that displays a real-time prompt 220. The 
prompt 220 is displayed when the user 160 selects the news 
212, 216, or 220 via an input device of the mobile device. For 
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example, upon receiving an indication of the selection of the 
prompt 220, the NIC of the mobile device sends the indication 
via the network 198 (FIG. 1) to the NIC 202 (FIG. 3A). 
I0121 Upon receiving the indication from the NIC 202, 
the processor 170 (FIG.3A) generates prompt data, which is 
stored within a real-time messaging file. The prompt data 
includes an identity of the game 158. The NIC 202 receives 
the prompt data from the processor 170 and sends the prompt 
data via the network 198 to the NIC of the mobile device. The 
prompt data is stored by the NIC of the mobile device in the 
form of a real-time messaging file within a memory device of 
the mobile device. The GPU of the mobile device renders the 
prompt data to display the prompt 220. Upon receiving a 
selection of the prompt 220 via the input device of the mobile 
device, the NIC of the mobile device downloads the first game 
datavia the network 198 from the server 302 to allow the user 
160 to play the game 158 on the mobile device. 
0122. It should be noted that although the above-described 
FIGS. 7-14 display the second game, in several embodiments, 
instead of the second game, the third game, the fourth game, 
or the game 158 is displayed. 
0123 FIG. 15 is a diagram of an embodiment of multiple 
graphs 302,304, and 306 used to illustrate a dynamic change 
in use of the game 158. The graph 302 plots a use of the game 
158 by the users U1 thru UN (FIG.3B) versus time t. The use 
of the game 158 is dynamically changing over time. For 
example, the use of the game 158 at a time t1 is below a use 
limit and the use of the game 158 at a time t2 is above the use 
limit The processor 170 (FIG. 3A) determines at the time t1 
that the use is below the use limit and avoids generating the 
shared post data 163 to provide news regarding the game 158 
that is within a group that includes the game 158 and the other 
games. Moreover, the processor 170, determines at the time 
t2 that the use is above the use limit, generates the shared post 
data 163, and sends the shared post data 163 to the client 
device 171 (FIG. 3B). 
0.124. As shown in the graph 304, the use of the game 158 
by the users U1 thru UN increases linearly after a time t3. The 
processor 170 determines after the time t3 that the use 
increased linearly after the time t3 and increases, after the 
time t3, a frequency with which the shared post data 163 is 
sent by the NIC 202 to the client device 171. The GPU of the 
client device 171 renders the shared post data 163 to display 
news regarding the game 158 each time the shared post data 
163 is received by the NIC of the client device 171. The 
frequency is increased compared to a frequency of sending 
the shared post data 163 before the time t3. 
0.125. Also, as shown in the graph 306, the use of the game 
158 decreases linearly after a time ta. The processor 170 
determines after the time ta. that the use decreased linearly 
after the time tA and decreases, after the time tak, a frequency 
with which the shared post data 163 is sent by the NIC 202 to 
the client device 171. The frequency is decreased compared to 
a frequency of sending the shared post data 163 before the 
time tA. 

0126. In several embodiments, instead of the linear change 
in the frequency shown in the graphs 304 and 306, there is an 
exponential or a step function change in the frequency. 
0127. In some embodiments, the change in use of the game 
158after the times t3 and ta is a result of an application by the 
processor 170 of different factors to determine the use of the 
game 158 compared to before the times t3 and ta. For 
example, the processor 170 applies a first combination of 
factors to determine use of the game 158 before the time t3 or 
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t4 and applies a second combination of factors to determine 
use of the game after the time t3 or tA. To illustrate, the second 
combination of factors includes whether the users U1 thru UN 
paid to play the game 158 and whether each of the users U1 
thru UN played the game 158 for a higher number of gaming 
sessions during a time period than that used to play the other 
games during the time period. In this illustration, the first 
combination of factors includes whether each of the users U1 
thru UN mentioned the game 158 for a higher number of 
times than mentioning the other games and whether each of 
the users U1 thru UN downloaded the game 158 for a higher 
number of times than downloading the other games. 
I0128. It should be noted that in several embodiments, any 
comparison of portions of the group data 154 (FIG. 1) is a 
factor. For example, if the users U1 thru UN and the user 160 
have the same or similar age is a factor. As another example, 
whether the users U1 thru UN paid to play the game 158 is 
another factor. 
I0129 FIG. 16 is a block diagram of an embodiment of a 
client device 380, which is an example of the client device 171 
or any of the client devices 168 (FIG. 3B). The client device 
380 includes a display device 382 that is coupled with a bus 
386 via an input/output interface (I/O)388. Examples of the 
display device 382 include an LED display device, an LCD 
display device, a plasma display device, and a CRT display 
device. The display device 382 includes a display screen 384, 
which is an example of the display screen 193 or one of the 
display screens 169 (FIG. 3B). 
I0130. An input device 390 of the client device 380 is 
coupled with the bus 386 viaan I/O 388. An I/O interface that 
is coupled with two devices provides compatibility between 
the two devices. For example, the I/O interface 388 matches 
a rate of transfer of data to/from the display device 382 with 
a rate of transfer of data over the bus 386. As another example, 
the I/O device 388 converts analog signals received from the 
input device 390 into digital signals that are compatible with 
the bus 386. Moreover, a processor 392, a memory device 
394, and a NIC 396 are coupled with the bus 386. 
I0131 Embodiments described in the present disclosure 
may be practiced with various computer system configura 
tions including hand-held devices, microprocessor Systems, 
microprocessor-based or programmable consumer electron 
ics, minicomputers, mainframe computers and the like. The 
embodiments can also be practiced in distributed computing 
environments where tasks are performed by remote process 
ing devices that are linked through a wire-based or wireless 
network. 
(0132. With the above embodiments in mind, it should be 
understood that the embodiments can employ various com 
puter-implemented operations involving data stored in com 
puter systems. These operations are those requiring physical 
manipulation of physical quantities. Any of the operations 
described herein are useful machine operations. The present 
disclosure also relates to a device oran apparatus for perform 
ing these operations. The apparatus can be specially con 
structed for a specific purpose. The apparatus is selectively 
activated or configured by a computer program stored in the 
computer. 
I0133. In one embodiment, a module or an engine or any 
operations, as used herein, is embodied as computer-readable 
code on a computer-readable medium. The computer-read 
able medium is any data storage device that can store data, 
which can be thereafter be read by a computer. Examples of 
the computer-readable medium include a memory device, 
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hard drives, network attached storage (NAS), ROM, RAM, 
compact disc-ROMs (CD-ROMs), CD-recordables (CD-Rs), 
CD-rewritables (RWs), magnetic tapes and other optical and 
non-optical data storage devices. The computer-readable 
medium can include computer-readable tangible medium dis 
tributed over a network-coupled computer system so that the 
computer-readable code is stored and executed in a distrib 
uted fashion. 
0134. Although the method operations were described in a 
specific order in FIGS. 2 and 6, it should be understood that 
otherhousekeeping operations may be performed in between 
operations, or operations may be adjusted so that they occurat 
slightly different times, or may be distributed in a system 
which allows the occurrence of the processing operations at 
various intervals associated with the processing, as long as the 
processing of the overlay operations are performed in the 
desired way. 
0135 Although the foregoing disclosure has been 
described in some detail for purposes of clarity of understand 
ing, it will be apparent that certain changes and modifications 
can be practiced within the scope of the appended claims. 
Accordingly, the present embodiments are to be considered as 
illustrative and not restrictive, and the disclosure is not to be 
limited to the details given herein, but may be modified within 
the scope and equivalents of the appended claims. 
What is claimed is: 
1. A method for providing news regarding a first game, the 

method comprising: 
obtaining group data associated with a first web account 

group, the group data associated with the first game and 
a first user group playing the first game, the first game 
played using the first web account group; 

generating shared post data to provide the news, wherein 
generating the shared post data is performed based on 
the group data; 

associating the shared post data with a second web account 
of a second user, wherein the group data includes data 
regarding use of the first game by the first user group, the 
first user group including network friends of the second 
user, and 

sending the shared post data to a client device that is oper 
ated to access the second web account, wherein the news 
is provided during a display of the first game or a second 
game on the client device, 

wherein the method is executed by one or more processors. 
2. The method of claim 1, wherein obtaining the group data 

comprises obtaining data regarding the network friends, data 
regarding the second user, data regarding use of the first game 
by the second user, data regarding use of games other than the 
first game by the network friends, or a combination thereof. 

3. The method of claim 2, wherein the data regarding the 
network friends comprises genders of the network friends, 
ages of the network friends, likes of the network friends, 
dislikes of the network friends, interests of the network 
friends, hobbies of the network friends, or a combination 
thereof. 

4. The method of claim 2, wherein the data regarding the 
second user comprises an age of the second user, a gender of 
the second user, likes of the second user, dislikes of the second 
user, interests of the second user, hobbies of the second user, 
or a combination thereof. 

5. The method of claim 2, wherein the data regarding the 
use of the first game by the second user includes a number of 
times the first game is played by the second user during a time 
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period, an amount of time the first game is played by the 
second user during the time period, a number of downloads of 
the first game by the second user during the time period, a 
number of times preview of the first game is viewed by the 
second user during the time period, a number of times the first 
game is indicated as being liked by the second user during the 
time period, a number of times a mention of the first game is 
posted within the second web account, or a combination 
thereof. 

6. The method of claim 2, wherein the data regarding use of 
the first game by the network friends includes a number of 
times the first game is played by each of the network friends 
during a time period, an amount of time the first game is 
played by each of the network friends during the time period, 
a number of downloads of the first game by each of the 
network friends during the time period, a number of times 
preview of the first game is viewed by each of the network 
friends during the time period, a number of times the first 
game is indicated as being liked by each of the network 
friends during that time period, a number of times a mention 
of the first game is posted within web accounts of each of the 
network friends, whether each of the network friends paid for 
the first game, or a combination thereof. 

7. The method of claim 2, wherein the data regarding use of 
the other games by the network friends includes a number of 
times the other games are played by each of the network 
friends during a time period, an amount of time the other 
games are played by each of the network friends during the 
time period, a number of downloads of the other games by 
each of the network friends during the time period, a number 
of times previews of the other games are viewed by each of the 
network friends during the time period, a number of times the 
other games are indicated as being liked by each of the net 
work friends during that time period, a number of times a 
mention of the other games are posted within web accounts of 
each of the network friends, whether each of the network 
friends paid for the other games, or a combination thereof. 

8. The method of claim 1, wherein the first web account 
group and the second web account are maintained within a 
Social network, wherein each of the first web account group 
and the second web account are maintained on the World 
WideWeb. 

9. The method of claim 1, wherein the first web account 
group is maintained within a first social network and the 
second web account is maintained within a second Social 
network, wherein the first social network is controlled by a 
first entity, wherein the second social network is controlled by 
a second entity. 

10. The method of claim 1, wherein the first web account 
group is maintained within a social network and the second 
web account is maintained within a gaming network, wherein 
each of the first web account group and the second web 
account is maintained on the World WideWeb. 

11. The method of claim 1, wherein generating shared post 
data to provide news comprises generating short messaging 
service (SMS) data or flash file data. 

12. The method of claim 1, wherein generating shared post 
data comprises generating data to motivate the second user to 
play the first game or to download the first game. 

13. The method of claim 1, wherein the shared post data 
includes item data, wherein the item data includes currency 
data, collectible data, or a combination thereof. 

14. The method of claim 1, wherein associating the shared 
post data with the second web account comprises associating 
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the shared post data to display the shared post data with a 
display of the second web account. 

15. The method of claim 1, wherein sending the shared post 
data to the client device comprises sending the shared post 
data via a network to the client device. 

16. The method of claim 15, wherein sending the shared 
post data comprises sending the shared post data to facilitate 
a display of the news with the display of the second game that 
is being played by the second user. 

17. The method of claim 1, wherein sending the shared post 
data comprises sending the shared post data to facilitate a 
display of the news with a display of the second web account. 

18. The method of claim 1, wherein the news includes an 
identification of social contexts of the network friends. 

19. A method for providing news regarding a first game, the 
method comprising: 

rendering game data to display the first game or a second 
game. 

receiving shared post data to display the news, wherein the 
rendering shared game data is performed during the 
reception of the shared post data, the shared post data 
generated based on group data, the group data associated 
with the first game and a first user group, the first game 
played using a first web account group, wherein the 
group data includes data regarding use of the first game 
by the first user group, the first user group including 
network friends of a second user, the shared post data 
associated with a second web account of the second user, 
wherein the receiving shared post data is performed by a 
client device that is operated to access the second web 
account; and 
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rendering the shared post data to display the news with the 
display of the first game or the second game. 

20. The method of claim 19, wherein the news includes an 
identification of social contexts of the network friends. 

21. A system for providing news regarding a first game, the 
system comprising 

a memory device configured to store shared post data; 
a processor configured to access group data associated with 

a first web account group, the group data associated with 
the first game and a first user group playing the first 
game, the first game played using the first web account 
grOup, 

the processor configured to generate shared post data to 
provide the news, wherein the processor is configured to 
generate the shared post databased on the group data, 

the processor configured to associate the shared post data 
with a second web account of a second user, wherein the 
group data includes data regarding use of the first game 
by the first user group, the first user group including 
network friends of the second user; and 

a network interface controller configured to send the shared 
post data to a client device that is operated to access the 
second web account, wherein the news is provided dur 
ing a display of the first game or a second game on the 
client device. 

22. The system of claim 21, wherein the network interface 
controller is configured to send the shared post data to facili 
tate a display of the news with the display of the second game 
that is being played by the second user. 
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