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(57) Abstract: Techniques for recognizing the accomplishments of a game player
are disclosed herein. In particular, a user identification profile is provided so that
digital items awarded to the user for meeting specified performance criteria in a
video game or some other event may be associated with such user identification
profile. The digital item may be something that is usable within the current video
game title, in a later version or the next generation of a particular video game title,
or even in a different video game by the same developer. One technique involves
receiving an identification representative of the digital item awarded to the user, as-
sociating the digital item with the user identification profile corresponding to the
user, and storing an indication that the digital item is associated with the user iden-
tification profile. In this way, the indication may be utilized to display the digital
item in the user identification profile.
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VIDEO GAME TITLE PROFILE AWARDS

BACKGROUND

[0001] Conventional video game systems provide users with a wide
selection of games employing highly sophisticated technology, digital effects, and other
features. Video game players often invest a great deal of time and effort in learning how to
play and master these video games. Thus, winning or advancing to a new skill level in a
video game is often a difficult process for players. Thus, to satisfy players for investing
their time and effort, it is desirable to recognize that players have reached an accomplished
within a game. Such recognition encourages players and enhances their overall
entertainment experience. In conventional video game systems, however, such recognition
is typically limited to increasing the player’s score or providing a listing of the player’s
accomplishments. Unfortunately, in conventional gaming systems, players do not receive

actual rewards or items in return for their accomplishments.

SUMMARY

[0002] Techniques for recognizing the accomplishments of a game player
are disclosed herein. In particular, a user identification profile is provided so that digital
items awarded to the user for meeting specified performance criteria in a video game may
be associated with such user identification profile. Alternatively, the digital award may be
based on something entirely outside of the gaming arena, such as attendance at a designated
event (e.g., a concert, tournament, or sporting event) or the accumulation of loyalty points
granted by a designated sponsor. It will further be appreciated that the digital item may be

something that is usable within the current video game title, in a later version or the next
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generation of a particular video game title, or even in a different video game by the same
developer. In order to enhance the display of the digital item, an avatar and/or digital closet

may be provided within the user identification profile which is able to wear the digital item.

[0003] In order to provide the digital item to a user so that it is transferable,
the process may involve receiving an identification representative of the digital item
awarded to the user, associating the digital item with the user identification profile
corresponding to the user, and storing an indication that the digital item is associated with
the user identification profile. The identification may include, for example, the actual item
received in game or a notification in game that the item will be received. In this way, the
indication may be utilized to display the digital item in the user identification profile. It
will further be seen that displaying the digital item may involve receiving a request to
display a user identification profile, retrieving the user profile information corresponding to

the user, and displaying the digital profile information.

[0004] This summary is provided to introduce a selection of concepts in a
simplified form that are further described below in the Detailed Description. This summary
is not intended to identify key features or essential features of the claimed subject matter,
nor is it intended to be used as an aid in determining the scope of the claimed subject

matter.

BRIEF DESCRIPTION OF THE DRAWINGS

[0005] The illustrative embodiments will be better understood after reading

the following detailed description with reference to the appended drawings, in which:

[0006] Fig. 1 is a block diagram an exemplary computing device;
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[0007] Fig. 2 is a flow diagram of an exemplary process for associating

accomplishments of a video game player with a user identification for display;

[0008] Fig. 3 is a depiction of a suitable computing environment in which

accomplishments of a video game player and a user identification can be implemented; and,

[0009] Fig. 4 is a flow diagram of an exemplary process for displaying a

digital profile of a user and any items awarded thereto.

DETAILED DESCRIPTION

[0010] The inventive subject matter is described with specificity to meet
statutory requirements. However, the description itself is not intended to limit the scope of
this patent. Rather, it is contemplated that the claimed subject matter might also be
embodied in other ways, to include different steps or combinations of steps similar to the

ones described in this document, in conjunction with other present or future technologies

[0011] Fig. 1 illustrates an example of a suitable computing system
environment 100 in which the subject matter described above may be implemented. The
computing system environment 100 is only one example of a suitable computing
environment and is not intended to suggest any limitation as to the scope of use or
functionality of the subject matter described above. Neither should the computing
environment 100 be interpreted as having any dependency or requirement relating to any

one or combination of components illustrated in the exemplary operating environment 100.

[0012] With reference to Fig. 1, computing system environment 100
includes a general purpose computing device in the form of a computer 110. Components

of computer 110 may include, but are not limited to, a processing unit 120, a system
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memory 130, and a system bus 121 that couples various system components including the
system memory to the processing unit 120. The system bus 121 may be any of several
types of bus structures including a memory bus or memory controller, a peripheral bus, and
a local bus using any of a variety of bus architectures. By way of example, and not
limitation, such architectures include Industry Standard Architecture (ISA) bus, Micro
Channel Architecture (MCA) bus, Enhanced ISA (EISA) bus, Video Electronics Standards
Association (VESA) local bus, and Peripheral Component Interconnect (PCI) bus (also

known as Mezzanine bus).

[0013] Computer 110 typically includes a variety of computer readable
media. Computer readable media can be any available media that can be accessed by
computer 110 and includes both volatile and nonvolatile media, removable and non-
removable media. By way of example, and not limitation, computer readable media may
comprise computer storage media and communication media. Computer storage media
include both volatile and nonvolatile, removable and non-removable media implemented in
any method or technology for storage of information such as computer readable
instructions, data structures, program modules or other data. Computer storage media
include, but are not limited to, RAM, ROM, EEPROM, flash memory or other memory
technology, CDROM, digital versatile disks (DVD) or other optical disk storage, magnetic
cassettes, magnetic tape, magnetic disk storage or other magnetic storage devices, or any
other medium which can be used to store the desired information and which can be
accessed by computer 110. Communication media typically embody computer readable
instructions, data structures, program modules or other data in a modulated data signal such
as a carrier wave or other transport mechanism and include any information delivery media.
The term “modulated data signal” means a signal that has one or more of its characteristics

set or changed in such a manner as to encode information in the signal. By way of example,
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and not limitation, communication media include wired media such as a wired network or
direct-wired connection, and wircless media such as acoustic, RF, infrared and other
wireless media. Combinations of any of the above should also be included within the scope

of computer readable media.

[0014] The system memory 130 includes computer storage media in the
form of volatile and/or nonvolatile memory such as read only memory (ROM) 131 and
random access memory (RAM) 132. A basic input/output system 133 (BIOS), containing
the basic routines that help to transfer information between elements within computer 110,
such as during start-up, is typically stored in ROM 131. RAM 132 typically contains data
and/or program modules that are immediately accessible to and/or presently being operated
on by processing unit 120. By way of example, and not limitation, Fig. 1 illustrates
operating system 134, application programs 135, other program modules 136, and program

data 137.

[0015] The computer 110 may also include other removable/non-removable,
volatile/nonvolatile computer storage media. By way of example only, Fig. 1 illustrates a
hard disk drive 141 that reads from or writes to non-removable, nonvolatile magnetic
media, a magnetic disk drive 151 that reads from or writes to a removable, nonvolatile
magnetic disk 152, and an optical disk drive 155 that reads from or writes to a removable,
nonvolatile optical disk 156, such as a CD-RW, DVD-RW or other optical media. Other
removable/non-removable, volatile/nonvolatile computer storage media that can be used in
the exemplary operating environment include, but are not limited to, magnetic tape
cassettes, flash memory cards, digital versatile disks, digital video tape, solid state RAM,
solid state ROM and the like. The hard disk drive 141 is typically connected to the system

bus 121 through a non-removable memory interface such as interface 140, and magnetic
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disk drive 151 and optical disk drive 155 are typically connected to the system bus 121 by a

removable memory interface, such as interface 150.

[0016] The drives and their associated computer storage media discussed
above and illustrated in Fig. 1 provide storage of computer readable instructions, data
structures, program modules and other data for the computer 110. In Fig. 1, for example,
hard disk drive 141 is illustrated as storing operating system 144, application programs
145, other program modules 146 and program data 147. Note that these components can
cither be the same as or different from operating system 134, application programs 135,
other program modules 136 and program data 137. Operating system 144, application
programs 145, other program modules 146 and program data 147 are given different
numbers here to illustrate that, at a minimum, they are different copies. A user may enter
commands and information into the computer 110 through input devices such as a
keyboard 162 and pointing device 161, such as a mouse, trackball or touch pad. Other input
devices (not shown) may include a microphone, joystick, game pad, satellite dish, scanner,
or the like. These and other input devices are often connected to the processing unit 120
through a user input interface 160 that is coupled to the system bus 121, but may be
connected by other interface and bus structures, such as a parallel port, game port or a
universal serial bus (USB). A graphics interface 182 may also be connected to the system
bus 121. One or more graphics processing units (GPUs) 184 may communicate with
graphics interface 182. A monitor 191 or other type of display device is also connected to
the system bus 121 via an interface, such as a video interface 190, which may in turn
communicate with video memory 186. In addition to monitor 191, computers may also
include other peripheral output devices such as speakers 197 and printer 196, which may be

connected through an output peripheral interface 195.
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[0017] The computer 110 may operate in a networked or distributed
environment using logical connections to one or more remote computers, such as a remote
computer 180. The remote computer 180 may be a personal computer, a server, a router, a
network PC, a peer device or other common network node, and typically includes many or
all of the elements described above relative to the computer 110, although only a memory
storage device 181 has been illustrated in Fig. 1 . The logical connections depicted in Fig. 1
include a local area network (LAN) 171 and a wide area network (WAN) 173, but may also
include other networks/buses. Such networking environments are commonplace in homes,

offices, enterprise-wide computer networks, intranets and the Internet.

[0018] When used in a LAN networking environment, the computer 110 is
connected to the LAN 171 through a network interface or adapter 170. When used in a
WAN networking environment, the computer 110 typically includes a modem 172 or other
means for establishing communications over the WAN 173, such as the Internet. The
modem 172, which may be internal or external, may be connected to the system bus 121
via the user input interface 160, or other appropriate mechanism. In a networked
environment, program modules depicted relative to the computer 110, or portions thereof,
may be stored in the remote memory storage device. By way of example, and not
limitation, Fig. 1 illustrates remote application programs 185 as residing on memory device
181. It will be appreciated that the network connections shown are exemplary and other

means of establishing a communications link between the computers may be used.

[0019] It will be appreciated that one particular application of computer 110
is in the form of a game console 300 (Fig. 3). As seen therein, game console 300 has a
central processing unit (CPU) 301 having a level 1 (L1) cache 302, a level 2 (L2) cache

304, and a flash ROM (Read-only Memory) 306. The level 1 cache 302 and level 2 cache
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304 temporarily store data and hence reduce the number of memory access cycles, thereby
improving processing speed and throughput. The flash ROM 306 can store executable
code that is loaded during an initial phase of a boot process when the game console 300 is
initially powered. Alternatively, the executable code that is loaded during the initial boot
phase can be stored in a FLASH memory device (not shown). Further, ROM 306 can be
located separate from CPU 301. Game console 300 can, optionally, be a multi-processor
system; for example, game console 300 can have three processors 301, 303, and 305, where

processors 303 and 305 have similar or identical components to processor 301.

[0020] A graphics processing unit (GPU) 308 and a video encoder/video
codec (coder/decoder) 314 form a video processing pipeline for high speed and high
resolution graphics processing. Data is carried from the graphics processing unit 308 to the
video encoder/video codec 314 via a bus. The video processing pipeline outputs data to an
A/V (audio/video) port 340 for transmission to a television or other display device. A
memory controller 310 is connected to the GPU 308 and CPU 301 to facilitate processor
access to various types of memory 312, such as, but not limited to, a RAM (Random

Access Memory).

[0021] Game console 300 includes an I/O controller 320, a system
management controller 322, an audio processing unit 323, a network interface controller
324, a first USB host controller 326, a second USB controller 328 and a front panel 1/O
subassembly 330 that may be implemented on a module 318. The USB controllers 326 and
328 serve as hosts for peripheral controllers 342(1)-842(2), a wireless adapter 348, and an
external memory unit 346 (e.g., flash memory, external CD/DVD ROM drive, removable
media, efc.). The network interface 324 and/or wireless adapter 348 provide access to a

network (e.g., the Internet, home network, etc.) and may be any of a wide variety of various
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wired or wireless interface components including an Ethernet card, a modem, a Bluetooth

module, a cable modem, and the like.

[0022] System memory 343 is provided to store application data that is
loaded during the boot process. A media drive 344 is provided and may comprise a
DVD/CD drive, hard drive, or other removable media drive, etc. The media drive 344 may
be internal or external to the game console 300. When media drive 344 is a drive or reader
for removable media (such as removable optical disks, or flash cartridges), then media
drive 344 is an example of an interface onto which (or into which) media are mountable for
reading. Application data may be accessed via the media drive 344 for execution, playback,
etc. by game console 300. Media drive 344 is connected to the 1/0 controller 320 via a bus,
such as a Serial ATA bus or other high speed connection (e.g., IEEE 3394). While media
drive 344 may generally refer to various storage embodiments (e.g., hard disk, removable
optical disk drive, etc.), game console 300 may specifically include a hard disk 353, which
can be used to store game data, application data, or other types of data, and on which the

file systems depicted in FIGS. 3 and 4 may be implemented.

[0023] The system management controller 322 provides a variety of service
functions related to assuring availability of the game console 300. The audio processing
unit 323 and an audio codec 332 form a corresponding audio processing pipeline with high
fidelity, 3D, surround, and sterco audio processing according to aspects of the present
subject matter described herein. Audio data is carried between the audio processing unit
323 and the audio codec 326 via a communication link. The audio processing pipeline
outputs data to the A/V port 340 for reproduction by an external audio player or device

having audio capabilities.



WO 2009/099497 PCT/US2008/088448
10

[0024] The front panel 1/0 subassembly 330 supports the functionality of
the power button 350 and the ¢ject button 352, as well as any LEDs (light emitting diodes)
or other indicators exposed on the outer surface of the game console 300. A system power
supply module 336 provides power to the components of the game console 300. A fan 338

cools the circuitry within the game console 300.

[0025] The CPU 301, GPU 308, memory controller 310, and various other
components within the game console 300 are interconnected via one or more buses,
including serial and parallel buses, a memory bus, a peripheral bus, and a processor or local

bus using any of a variety of bus architectures.

[0026] When the game console 300 is powered on or rebooted, application
data can be loaded from the system memory 343 into memory 312 and/or caches 302, 304
and executed on the CPU 301. The application can present a graphical user interface that
provides a consistent user experience when navigating to different media types available on
the game console 300. In operation, applications and/or other media contained within the
media drive 344 may be launched or played from the media drive 344 to provide additional

functionalities to the game console 300.

[0027] The game console 300 may be operated as a standalone system by
simply connecting the system to a television or other display. In this standalone mode, the
game console 300 may allow one or more users to interact with the system, watch movies,
listen to music, and the like. However, with the integration of broadband connectivity
made available through the network interface 324 or the wireless adapter 348, the game

console 300 may further be operated as a participant in a larger network community.
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[0028] A gamer profile, also known as a user profile or user identification
herein, may be stored within game console 300, such as in hard disk 353, or at any other
suitable location on or accessible to game console 300. This user identification may
include general information, such as the user’s name or gamertag, biography, geographical
location, and the like. In addition, other pertinent information relating to the user’s
gamerscore, reputation, and gamer zone may also be stored in the user identification.
Various achievements accomplished by the user may also be stored within the user

identification.

[0029] It will be understood that a gamer is preferably able to be recognized
as having achieved or accomplished various items offered up by the game’s developer.
Such achievements may include, for example: finishing the game; earning a 100% rating
for finding all secrets and items; beating a level or the entire game within a set time limit;
beating a player online ranked several levels higher; competing with or against someone
from a different country; beating all the preset high scores; or, finishing a level in a stealth
game without ever being spotted. Recognition for such achievements has heretofore been

limited since it may persist in the user profile but is not transferable to another experience.

[0030] In order to reward users for continued investment in a game, a
process is preferably performed by computer-executable instructions stored within game
console 300. More specifically, as seen in Fig. 2, an exemplary process includes the step of
awarding a digital item to a user for a specific accomplishment in a video game (box 200).
The specific accomplishment may relate to meeting certain criteria performance set forth
by a game developer, as indicated above, and the digital item may be automatically
awarded to the user upon the occurrence of such accomplishment. In addition, the digital

award may be based on something entirely outside of the gaming arena, such as attendance
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at a designated event (e.g., a concert, tournament, or sporting event) or the accumulation of

loyalty points granted by a designated sponsor.

[0031] It will further be appreciated that the digital item may be something
that is usable within the current video game title, in a later version or the next generation of
a particular video game title, or even in a different video game by the same developer. The
digital item may, for example, unlock a level in another game or provide access to certain
advanced or desirable equipment, weapons, or the like. In another embodiment, the digital
item may be an article of clothing (e.g., a football jersey for Madden NFL, a basketball
jersey for NBA Live, armor, a helmet, etc.). In order to enhance the display of the digital
item, an avatar and/or digital closet may be provided within the user identification which is

able to wear the digital item.

[0032] According to the process, an identification representative of the
digital item awarded to the user is received (box 210). The digital item is then associated
with the user identification corresponding to the user (box 220). Upon completion of such
association, an indication that the digital item is associated with the user identification is
stored (box 230). This indication may be utilized to permit displaying of the digital item in

the user profile (box 240).

[0033] Another process performed by computer-executable instructions
stored within a computer-readable medium (e.g., gaming console 300) involves the display
of the user identification or profile. As seen in Fig. 4, an exemplary process first involves
receiving a request to display the user profile corresponding to a first or specified user (box
400). Upon receipt of such request, user profile information corresponding to the first user
is retrieved from memory (box 410). It will be appreciated that the user profile preferably

includes at least one digital item which has been awarded to the user for the
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accomplishment of a specified goal or achievement within a video game or even outside of
the gaming arena. The digital information contained within the user profile is then

displayed (box 420).

[0034] Although the subject matter has been described in language specific
to the structural features and/or methodological acts, it is to be understood that the subject
matter defined in the appended claims is not necessarily limited to the specific features or
acts described above. Rather, the specific features or acts described above are disclosed as

example forms of implementing the claims.
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What is Claimed:

1. A computer-readable medium having stored thercon computer-executable
instructions for performing a process comprising:

receiving an identification of a digital item awarded to a user (210);

associating the digital item with a user identification profile corresponding to the
user (220); and,

storing an indication that the digital item is associated with the user identification

profile (230).

2. The computer readable medium of claim 1, wherein the digital item is

awarded to the user for an accomplishment in a video game.

3. The computer readable medium of claim 1, wherein the digital item is

usable in a video game.

4. The computer readable medium of claim 1, wherein the digital item is a
digital good.
5. The computer readable medium of claim 1, wherein the digital item is

awarded to the user as part of a video game while the user is playing the video game.

6. The computer readable medium of claim 1, wherein the digital item is
awarded to the user by an earlier version of a video game and is usable in a later version of

the video game.
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7. The computer readable medium of claim 1, wherein the digital item is
awarded to the user by a first video game and is usable in a second video game that is

different from the first video game.

8. The computer readable medium of claim 1, wherein the process further
comprises displaying the digital item in a user identification profile corresponding to the

Uuser.

9. The computer readable medium of claim 1, wherein the digital item is an

article of apparel.

10. The computer readable medium of claim 9, wherein the digital item is

displayed on an avatar of the user in a user identification profile.

11. A computer-readable medium having stored thereon computer-executable
instructions for performing a process comprising:

receiving a request to display a user identification profile corresponding to a first
user (400);

retrieving user identification profile information corresponding to the first user
(410), the user identification profile information comprising at least one digital item
awarded to the user; and

displaying the digital profile information comprising the at least one digital item

awarded to the user in the user identification profile (420).

12. The computer readable medium of claim 11, wherein the digital item is an

article of apparel.



WO 2009/099497 PCT/US2008/088448
16

13. The computer readable medium of claim 12, wherein the digital item is

displayed over an avatar of the user in the user identification profile.

14. The computer readable medium of claim 11, wherein the digital item is

awarded to the user for an accomplishment in a video game.

15. The computer readable medium of claim 11, wherein the digital item is

usable in a video game.

16. The computer readable medium of claim 11, wherein the digital item is

awarded to the user as part of a video game while the user is playing the video game.

17. The computer readable medium of claim 11, wherein the digital item is
awarded to the user by an earlier version of a video game and is usable in a later version of

the video game.

18. The computer readable medium of claim 11, wherein the digital item is
awarded to the user by a first video game and is usable in a second video game that is

different from the first video game.

19. The computer readable medium of claim 11, wherein the digital item is a
digital good.
20. The computer readable medium of claim 19, wherein the digital good is a

weapon.



PCT/US2008/088448

WO 2009/099497

1/4

l "Old

Fajezza 0 SEISNVY90Yd
T — NOILVOI1ddV
ot JLONT™
_ 191
aT 921reQ B S& [ v
“3L0AN09 29} PreodfBupurog wvuoua | NeH [Waisas o
NILVY3dO
o] d3H1O 11VOI1ddV
3LONIY e
ealy 9pIM
e - d e
| ==
L |
4 _ 761 eeq
weubou
swomon | P2 o7 PSTeoepiayul d
BouW. * aoepvju| doeLIB| Kiowspy o SOMPON |
290 1| OHomeN Induj 188N a|1Je|OA-UON IBEIOA-UON weiboid
jedxo7] _ s|qeAoway a|qeAoway 1Pu0
| ; 7 -upN
“ . .| Etlsweiboiy
L6&)oyeadg _ sng H\mwuw\aw "1 | uonesnddy
W= o o5 & 5 n
_ | [Fooepieu) asepa| aoeLa)U| ml_\r wajysAg
[§] _\hwuc_.-n_ “ » _mhwﬁ_ﬁ_hwn_ 0BpIA WU_F_QN.-G nn mc_umhwﬁo
_ Indino A Bussesoig 7T W
Ve v A ) I PSR o g v)_
L6L JOJIUOIN (|| | 981 7eT _a solg _
— | Kioway <> NdO e\ —
1 09pIA - - frowrofP¥H
< |
_ — [ €l
[ | wa)shg |




WO 2009/099497

PCT/US2008/088448

2/4

AWARDING A DIGITAL ITEM TO A USER FOR A
SPECIFIC ACCOMPLISHMENT/EVENT

K 200

RECEIVING AN IDENTIFICATION OF THE DIGITAL
ITEM AWARDED TO THE USER

ASSOCIATING THE DIGITAL ITEM WITH A USER
IDENTIFICATION PROFILE CORRESPONDING TO
THE USER

STORING AN INDICATION THAT THE DIGITAL ITEM
IS ASSOCIATED WITH THE USER IDENTIFICATION
PROFILE

-

DISPLAYING THE DIGITAL ITEM(S) IN THE USER
IDENTIFICATION PROFILE

FIG. 2

/ 230

240



WO 2009/099497

[_ 203 /— 305

3/4

[, [

e

~
CENTRAL PROCESSING UNIT 301 |

\.

| GRAPHICS
LEVEL 1 CACHE LEVEL 2 CACHE | - PROCESSING
302 304
UNIT
ROM 308
306

SYSTEM POWER
SUPPLY MODULE

336

FAN 338 | [ MEMORY 312 ]

MEMORY

CONTROLLER

310

VIDEO

ENCODER/
VIDEO GODEC | | v
314 PORT
340

 C—
SYSTEM 318 SYSTEM
MEMORY 110 MANAGEMENT NW
AUDIO
343 »| CONTROLLER CONTROLLER I/F
——
| 320 322 323 || 324
MEDIA |
DRIVE S,
344
. J USB FRONT PANEL USB
CONTROLLER 11O CONTROLLER
HARD 326 SUBASSEMBLY 328
DISK 330
353

x
1
T
1

-

CONTROLLER CONTROLLER
342(2)

342(1)

350 J

352 [

—

MEMORY
UNIT
346

WIRELESS
ADAPTER
348

PCT/US2008/088448

FIGURE 3



WO 2009/099497 PCT/US2008/088448

4/4

400

RECEIVING A REQUEST TO
DISPLAY A USER PROFILE
CORRESPONDING TO A USER

410

RETRIEVING USER PROFILE
INFORMATION CORRESPONDING
TO THE USER

420

DISPLAYING THE DIGITAL
INFORMATION CONTAINED IN THE
USER PROFILE

FIG. 4



	Page 1 - front-page
	Page 2 - front-page
	Page 3 - description
	Page 4 - description
	Page 5 - description
	Page 6 - description
	Page 7 - description
	Page 8 - description
	Page 9 - description
	Page 10 - description
	Page 11 - description
	Page 12 - description
	Page 13 - description
	Page 14 - description
	Page 15 - description
	Page 16 - claims
	Page 17 - claims
	Page 18 - claims
	Page 19 - drawings
	Page 20 - drawings
	Page 21 - drawings
	Page 22 - drawings

