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A system and method for distributing data between telephone 
devices and electronic entertainment systems. The data may 
be voice data or image data. The system includes a plurality of 
telephone devices, a plurality of entertainment systems, a 
conversion server, a user management server, a user database, 
and a game server. Analog phone data received by the con 
version server from the telephone devices via a telephone 
network is converted to digital data including a user identifi 
cation. A user name associated with the user identification is 
determined, target users are identified, and the data is distrib 
uted to the target users’ entertainment system. In addition, 
entertainment system data is distributed to telephone devices 
of target users when game situations specified by the users are 
realized. 
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NETWORKED ELECTRONIC 
ENTERTAINMENT SYSTEM 

CROSS-REFERENCE TO RELATED 
APPLICATION 

0001. This application is a continuation and claims the 
priority benefit of U.S. patent application Ser. No. 10/059.837 
filed Jan. 28, 2002 and entitled “System and Method for 
Distributing Data Between a Telephone Network and an 
Entertainment Network, and now abandoned. The disclosure 
of the aforementioned application is incorporated herein by 
reference. 

BACKGROUND OF THE INVENTION 

0002 1. Field of the Invention 
0003. This invention relates generally to electronic data 
distribution and more particularly to the distribution of data 
between a telephone network and an entertainment network. 
0004 2. Description of the Background Art 
0005. A multi-user interactive electronic entertainment 
system typically communicates via local area networks 
(LANs) to allow multiple users to participate simultaneously 
in electronic games. Typically, the users of the interactive 
entertainment systems are constrained to play the games in 
close proximity to other users, limited by physical restrictions 
imposed by LAN architecture. In addition, each user of an 
interactive electronic entertainment system must be logged 
onto the system to participate in a game and to react to 
particular game situations. Generally, each user collects Vir 
tual reality world game information via the user's entertain 
ment system monitor, where such information is typically 
limited to visual information obtained through each user's 
game character. Consequently, game information is distrib 
uted to active participants of multi-user interactive electronic 
games and is limited to information gathered via each user's 
game character. 
0006. It would be advantageous to users of interactive 
electronic entertainment systems to distribute data from a 
telephone device to a plurality of target entertainment system 
users, where the target users may be specified by either the 
user of the telephone device or by a server dedicated to 
monitoring the entertainment systems. Such a system would 
allow users to target other users based on a variety of 
dynamic, time-varying factors to enhance interactive game 
experiences. In addition, it would be advantageous to enable 
a user who is not logged onto an interactive game to send data 
via a telephone device to other targeted users. These targeted 
users may have relationships with the user's game character, 
friendly, hostile or otherwise. In this manner, the user can still 
be involved in the game, even when the user is not logged onto 
the game as an active participant. 
0007. In addition, it would be advantageous to distribute 
entertainment system game data to a plurality of targeted 
telephone device users, where the users may be targeted in a 
dynamic fashion, based upon game situations. In this manner, 
a user may be contacted via a telephone device when the 
user's character achieves game goals or when the user's char 
acter is placed in specific game situations by other users 
characters. 

SUMMARY OF THE INVENTION 

0008. The present invention provides a system and method 
for distributing data between telephone devices and elec 
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tronic entertainment systems. The data may include Voice 
data and image data. The system includes a plurality of tele 
phone devices, a plurality of entertainment systems, a con 
version server, a user management server, a user database, 
and a game server. 
0009. In one embodiment of the invention, the conversion 
server receives analog phone data from the telephone devices 
via a telephone network, and converts the analog data to 
digital data and inserts a user identification in the header of 
the digital data. The user identification includes a user ID and 
a user telephone number. The conversion server routes the 
digital data to the user management server. The user manage 
ment server accesses the database to determine a user name 
associated with the user identification received in the header 
of the digital data. The user server then sends a distribution 
request signal including the user name to the game server. In 
response to the distribution request signal, the game server 
sends target user names associated with the user name. The 
target user names associated with the user name may have 
been selected by the game server or selected by the user of the 
entertainment system. Selection criteria include (1) choosing 
any user from the user's entertainment system or choosing 
any user from a menu panel on the user's entertainment sys 
tem, (2) choosing users whose avatars are within a specified 
distance of the user's avatar, or (3) choosing users whose 
avatars have a relationship with the user's avatar. Once the 
target user names are received by the user server, the user 
server sends the digital data to the users entertainment sys 
tems that are associated with the target user names. In another 
embodiment of the invention, the user server prepares a dis 
tribution list, including the target user names, and sends the 
list and the digital data to the game server. The game server 
then sends the digital data to those users’ entertainment sys 
tems that are associated with the target user names. 
0010. In another embodiment of the invention, the game 
server monitors the entertainment systems for game situa 
tions specified by the users of the entertainment systems. If 
the game server detects that a game situation is realized for a 
particular user of an entertainment system, then the game 
server receives the entertainment system data and the target 
user names from the entertainment system. The game server 
routes the entertainment system data and the names of the 
target users to the user server. The user server accesses the 
user database, determines the telephone numbers of the target 
user names, and sends the target user telephone numbers and 
the entertainment system data to the conversion server. The 
conversion server converts the entertainment system data to 
analog entertainment system data and sends the analog data to 
those user devices associated with the target user telephone 
numbers. 

BRIEF DESCRIPTION OF THE DRAWINGS 

0011 FIG. 1 is a block diagram of one embodiment of a 
networked electronic entertainment system, according to the 
invention; 
0012 FIG. 2 is a flowchart of method steps for distributing 
data from a telephone device to the entertainment systems, 
according to the invention; 
0013 FIG.3 is a flowchart of method steps for distributing 
data from an entertainment system to the telephone devices, 
according to the invention; and 



US 2008/0261697 A1 

0014 FIG. 4 is a block diagram of another embodiment of 
a networked electronic entertainment system, according to 
the invention. 

DETAILED DESCRIPTION OF THE DRAWINGS 

0015 FIG. 1 is a block diagram of one embodiment of a 
networked electronic entertainment system 100 in accor 
dance with the invention. System 100 includes, but is not 
limited to, a plurality of entertainment systems including an 
entertainment system A 105, an entertainment system B 110. 
and an entertainment system C 115, a plurality of telephone 
devices including a telephone device A 120, a telephone 
device B 125, and a telephone device C 130, a telephone 
network 135, a bidirectional communication network 140, a 
conversion server 145, a game server 150, a user management 
server 155, and a user database 160. 
0016. The entertainment systems may be electronic enter 
tainment systems, such as a gaming console, or other game 
systems stored on computer readable media and executed by 
entertainment consoles, PCs, or workstations. The entertain 
ment systems are connected to bi-directional communication 
network 140. Bi-directional communication network 140 
may be an analog telephone network, a DSL network, a cable 
network, or a fixed or mobile wireless network that enables 
the entertainment systems to communicate with game server 
150, user management server 155, and conversion server 145. 
0017. In addition, the user of each entertainment system 
has access to a telephone device, such as a cellular phone. For 
example, the user of entertainment system A 105 is the user of 
telephone device A120, and the user of entertainment system 
C 115 is the user of telephone device C 130. The telephone 
devices are connected to telephone network 135, which in one 
embodiment is an analog cellular telephone network. Typi 
cally, telephone network 135 and communication network 
140 are different physical networks. However, voice and 
entertainment system data may be transmitted via a common, 
shared physical network. The distribution of voice and enter 
tainment system data over networked entertainment system 
100 via a common physical network will be discussed further 
below in conjunction with FIG. 4. 
0018 Conversion server 145 connects telephone network 
135 to communication network 140, enabling communica 
tion between, for example, telephone device A120 and enter 
tainment system B 110. Conversion server 145 receives ana 
log data from telephone network 135, digitizes the received 
analog data, and sends the digital, data to communication 
network 140 for distribution to the entertainment systems. 
Likewise, conversion server 145 receives digital data from 
communication network 140, converts the received digital 
data to analog data, and sends the analog data to telephone 
network 135 for distribution to the telephone devices. The 
Scope of the present invention covers all data types, including 
Voice signals and image data. If the digital data is a voice 
signal, then conversion server 145 converts the digital voice 
signal to an analog voice signal via a speech synthesizer or 
other conversion means. 

0019 Game server 150 is an application server that pro 
vides services to the entertainment systems. For example, 
game server 150 hosts a virtual reality world application for a 
multi-user gameplayed by a plurality of users on a plurality of 
entertainment systems. Game server 150 includes a memory 
for storage of game information and data, such as user names 
and user game status. 
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0020. User management server 155 connects communica 
tion network 140 to user database 160. User management 
server 155 manages user database 160 upon receiving signals 
from communication network 140. User data is stored in user 
database 160, and includes data fields for a user's personal 
data, Such as user name, user address, user device informa 
tion, and user purchase history. A user's devices include 
entertainment systems, telephone devices, or other devices 
that are owned by a user and connected to user management 
server 155 via communication network 140 or telephone 
network 135. For example, when a user A (not shown) con 
nects entertainment system. A 105 and telephone device A120 
to user management server 155 for the first time, user man 
agement server 155 assigns a userID to entertainment system 
A 105 and telephone device A 120, and then stores user A's 
name, address, and device information, Such as user ID and 
device telephone number, for example, in the corresponding 
data fields in user database 160. Alternatively, instead of 
assigning a userID, user management server 155 may assign 
device IDs to entertainment system A 105 and telephone 
device A 120, and then store the device IDs and the device 
telephone number in the user device information data field in 
user database 160. 

0021. In addition, user management server 155 stores user 
A's purchase information in user A's purchase history data 
field in user database 160. Purchase information includes 
device purchase dates and device model information. User 
management server 155 updates user A's purchase history 
data field in user database 160 as newly purchased devices are 
connected with user management server 155. 
0022. According to the invention, a user may distribute 
data Such as Voice signals or image data from a telephone 
device to the networked entertainment system 100. The 
invention allows the user to send data to other users who are 
using their entertainment systems, even when the user is away 
from his/her entertainment system. A user may send Voice 
signals and image data from a telephone device to other users 
entertainment systems to inform the other users of the user's 
game status or to provide the other users with game informa 
tion. 

0023. Both game server 150 and the user of a telephone 
device may specify other users for receiving voice signals or 
image data. For example, in one embodiment of the invention, 
a user of a telephone device and corresponding entertainment 
system may choose to distribute a Voice signal or image data 
to (1) a target entertainment system user, (2) a target enter 
tainment system user and other entertainment system users 
whose avatars are within a specified range of the user's avatar, 
or (3) other entertainment system users whose avatars have 
relationships with the user's avatar or whose avatars have 
attributes which match attributes specified by the user, where 
an avatar is a graphical icon representing the user in a virtual 
reality world managed by game server 150. For instance, 
relationships may be defined between members that belong to 
the same team or group. Attributes of each user or each user's 
avatar may include gender, age, birthplace, occupation, or 
name, for example. The user may choose target users by 
selecting the target users avatars on the user's entertainment 
system or by selecting target user names or target selection 
buttons from a menu panel on the user's entertainment sys 
tem. 
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0024. In another embodiment of the invention, game 
server 150 may be enabled to automatically target other users 
for receiving data from a given user based upon the above 
mentioned techniques. 
0025 FIG. 2 is a flowchart of steps for distributing data 
from a telephone device to the entertainment systems, in 
accordance with one embodiment of the invention. First, in 
step 205, a user decides whether to distribute data to a target 
user of an entertainment system. If the user decides to distrib 
ute the data to the target user, then in step 210, the user 
indicates to the networked electronic entertainment system 
100 that the data is being sent to the target user by selecting 
the target user on the user's entertainment system. For 
example, the user may choose the target user by selecting the 
target user's avatar on the user's entertainment system. Alter 
natively, the user may choose the target user by selecting the 
target user name from a menu panel on the user's entertain 
ment system. In step 215, the user's entertainment system 
sends the target user name to game server 150 via communi 
cation network 140 and game server 150 stores the target user 
name in association with the user name in memory. The target 
user name and other user names that are stored in association 
with the user name are collectively referred to as distribution 
names. In another embodiment of the invention, steps 210 
215 are omitted and the method continues with step 220. In 
this other embodiment, target users associated with the user 
are stored in memory of game server 150 upon initialization 
of the user's entertainment system by the user or system 
administrator. In step 220, the user sends the data from the 
user's telephone device to conversion server 145 via tele 
phone network 135. In step 225, the data is received and 
digitized by conversion server 145. Typically, conversion 
server 145 inserts an identification that is associated with the 
user's telephone device in the header of the digital data. For 
example, conversion server 145 may be enabled with a caller 
ID function. In this embodiment, conversion server 145 iden 
tifies the telephone number of the user's telephone device and 
inserts the telephone number in the header of the digital data. 
In another embodiment, the user of an entertainment system 
identified by a user ID accesses conversion server 145 via 
communication network 140. Then the user sends the voice 
signal or image data from the user's telephone device to 
conversion server 145 via telephone network 135. Conversion 
server 145 digitizes the data and inserts the user ID into the 
header of the digital data. In step 230, conversion server 145 
sends the digital data to user management server 155 via 
communication network 140. In step 235, user server 155 
accesses user database 160 and determines a user name based 
on the user ID received in the digital data header. In step 240, 
user server 155 sends a distribution request signal to game 
server 150, requesting distribution names associated with the 
user name. In step 245, game server 150 sends user server 155 
the distribution names stored in memory of game server 150 
in association with the user name. Finally, in step 250, user 
server 155 broadcasts the digital data to the entertainment 
systems corresponding to the distribution names. In another 
embodiment of the invention, user server 155 prepares a 
distribution list including the distribution names and sends 
the distribution list to game server 150. Game server 150 then 
broadcasts the digital data to the entertainment systems cor 
responding to the distribution names on the distribution list. If 
the digital data is a digital Voice signal, then each targeted 
entertainment system, using a speech synthesizer or other 
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means of speech conversion, converts the digital Voice signal 
to an analog Voice signal and plays the analog Voice signal. 
0026. If, in step 205, the user chooses not to distribute the 
data to the target user, then in step 255 the user decides 
whether to distribute the data to the target user and other users 
whose avatars are within the specified range of the user's 
avatar. If the user decides to distribute the data to the target 
user and other users whose avatars are within the specified 
range of the user's avatar, then in step 260 the user indicates 
to the networked electronic entertainment system 100 that the 
data is being sent to the target user by selecting the target user 
on the user's entertainment system. In addition, the user indi 
cates that the data is being sent to other users whose avatars 
are within the specified range of the user's avatarby selecting, 
for example, a range button on the user's entertainment sys 
tem. For example, by selecting a 1 KM range button, the user 
indicates that the data is being sent to all users whose avatars 
are within 1 KM of the user's avatar in the virtual world of the 
game. In step 265, the target user name and the specified 
range are sent to game server 150 via communication network 
140. In another embodiment of the invention, the specified 
range is predefined upon initialization of the user's entertain 
ment system by the user or the system administrator, and is 
stored in memory of game server 150. In step 270, game 
server 150 receives the target user name and the specified 
range from the user's entertainment system via communica 
tion network 140, and using the specified range, determines 
which other users avatars are within the specified range of the 
user's avatar. Game server 150 then stores in association with 
the user name, in memory of game server 150, the target user 
name and the other user names corresponding to the other 
users avatars located within the specified range. The target 
user name and the other user names are collectively referred 
to as distribution names. Finally, the distribution of the data to 
the entertainment systems associated with the distribution 
names is completed in steps 220-250 as described above. 
(0027) If, in step 255, the user decides not to distribute the 
data to the target user and other users whose avatars are within 
the specified range of the user's avatar, then in step 275 the 
user targets avatars that meet relationship and/or attribute 
requirements by selecting appropriate menu buttons on the 
user's entertainment system, for example. The relationship 
and/or attribute requirements may include other users whose 
avatars are members of a team including the user's avatar, 
other users whose avatars belong to a community including 
the user's avatar, or other users whose avatars belong to the 
same game stage as the user's avatar. In step 280, the user's 
entertainment system sends relationship and/or attribute sig 
nals to game server 150 via communication network 140. 
Game server 150 receives the relationship and/or attribute 
signals, determines the other users whose avatars meet the 
specified relationships with the user's avatar and/or whose 
avatars match the specified attributes, and stores the other 
user names of the entertainment systems in memory of game 
server 150. The other user names of the entertainment sys 
tems are collectively referred to as distribution names. 
Finally, the distribution of the data to the entertainment sys 
tems associated with the distribution names is completed in 
steps 220-250 as described above. 
0028. According to the invention, data generated by appli 
cation Software played on an entertainment system may be 
distributed to the telephone devices. For example, data about 
a user's game status is distributed to the user's telephone 
device, or to other users whose avatars are within a specified 
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range of the user's avatar in the virtual reality world, or to 
other users whose avatars have a virtual reality world rela 
tionship with the user's avatar or whose attributes match 
attributes specified by the user upon initialization of the user's 
entertainment system. 
0029 FIG. 3 is a flowchart of steps for distributing data 
from an entertainment system to the telephone devices, in 
accordance with one embodiment of the invention. First, in 
step 305, a user decides whether to initialize the application 
software to distribute data to the user's telephone device when 
a game situation is realized during user play. For example, 
game situations may include the user achieving points, the 
user achieving goals, the occurrence of game events, or when 
personal relationships to other users’ avatars are altered dur 
ing game play. If the user decides to distribute data to the 
user's telephone device, then in step 310 game server 150 
monitors the game situation of user's entertainment system, 
and sends the user name (or the userID) and digital data to 
user server 155 when the user's game situation is realized. In 
step 315, user server 155 access user database 160 and deter 
mines a user telephone number. In step 320, user server 155 
sends the user telephone number and the digital data to con 
version server 145. In step 325, conversion server 145 con 
verts the digital data to analog data, and in step 330, sends the 
analog data to the user's telephone device. If the digital data is 
a digital Voice signal, then conversion server 145 may syn 
thesize an analog Voice signal using a speech synthesizer, for 
example. 
0030. However, if in step 305, the user decides not to 
distribute the data to the user's telephone device, then in step 
335 the user decides whether to distribute the data to other 
users devices owned by other users whose avatars are within 
a specified range of the user's avatar. The specified range is 
chosen by the user upon initialization of the application soft 
ware. If the user decides to distribute the data to other users 
whose avatars are within the specified range, then in step 340 
game server 150 monitors the game situation of the user's 
entertainment system, and sends the digital data to user server 
155 when the user's game situation is realized. In addition, 
game server 150 determines the other user names (or other 
user IDs) corresponding to the other users avatars that are 
within the specified range of the user's avatar, and sends the 
other user names (or other userIDs) to user server 155. In step 
345, user server 155 accesses user database 160 and deter 
mines the other user telephone numbers corresponding to the 
other user names (or other userIDs). In step 350, user server 
155 sends the other user telephone numbers and the digital 
data to conversion server 145. In step 355, conversion server 
145 converts the digital data to analog data, and in step 360, 
sends the analog data to each of the other users’ telephone 
devices. 

0031) If, in step 335, the user decides not to distribute the 
data to other users devices owned by other users whose 
avatars are within the specified range of the user's avatar, then 
in step 365 the user distributes the data to other users’ devices 
owned by other users whose avatars have a virtual world 
relationship with the user's avatar and/or to other users 
devices whose avatars match attributes specified by the user 
upon initialization of the application software. In step 370, 
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game server 150 monitors the game situation of the user's 
entertainment system, and sends the digital data to user server 
155 when the user's game situation is realized. In addition, 
game server 150 determines the other user names (or other 
userIDs) corresponding to the other users avatars that have a 
relationship with the user's avatar, and/or determines the 
other user names (or other user IDs) whose avatars match 
attributes specified by the user, and sends the other user 
names (or other user IDs) to user server 155. Finally, the 
distribution of the data to the other users telephone devices is 
completed in steps 345-360 as described above. 
0032 FIG. 4 is a block diagram of another embodiment of 
a networked electronic entertainment system 400 in accor 
dance with the invention. System 400 includes, but is not 
limited to, a plurality of entertainment systems including an 
entertainment system A 105, an entertainment system B 110. 
and an entertainment system C 115, a plurality of IP tele 
phone devices including an IP telephone device A 420, an IP 
telephone device B 425, and an IP telephone device C 430, a 
bidirectional communication network 140, a game server 
150, a user management server 155, and a user database 160. 
0033. The telephone devices and the entertainment sys 
tems share communication network 140. For example, the 
user of telephone device A420 associated with entertainment 
system A 105 sends data to the other entertainment systems 
via communication network 140 using VoIP technology. The 
data is digitized by telephone device A 420, and then sent to 
communication network 140 for distribution to the entertain 
ment systems. Likewise, data may be distributed to the tele 
phone devices. Upon receipt of digital entertainment system 
data from communication network 140, telephone device A 
420 converts the digital data to analog data which is then 
received by the user of telephone device A 420. 
0034. The invention has been explained above with refer 
ence to several embodiments. Other embodiments will be 
apparent to those skilled in the art in light of this disclosure. 
For example, the present invention may readily be imple 
mented using configurations other than those described in the 
embodiments above. Additionally, the present invention may 
effectively be used in conjunction with systems other than the 
embodiments described above. Therefore, these and other 
variations upon the embodiments are intended to be covered 
by the present invention, which is limited only by the 
appended claims. 
What is claimed is: 
1. A system for distributing data between telephone 

devices and entertainment systems, comprising: 
a conversion server coupled to the telephone devices and 

the entertainment systems, the conversion server config 
ured to receive the data and to enable communication 
between the telephone devices and the entertainment 
systems; 

a game server communicatively coupled to the entertain 
ment systems to monitor the entertainment systems and 
to store game information and the data; and 

a user server communicatively coupled to the conversion 
server, the game server, and a user database to distribute 
the data. 


