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(57) ABSTRACT 

A method and system provides for the use of credit arrange 
ments in simulated environments. A user can participate in 
credit transactions involving purchases of virtual products, 
virtual services, and virtual items of value. Feedback is pro 
vided to the user regarding results of the credit transactions. In 
Some embodiments multiple users can make simulated pur 
chases or incur simulated credit obligations that are posted to 
virtual accounts, and the multiple users can also make simu 
lated compensation against balances due or obligations owed 
for said virtual accounts. The user is also provided with an 
opportunity of engaging in real-world financial transactions 
related to the virtual credit arrangement. In some implemen 
tations of the system and method, multiple players at different 
locations can use virtual charge accounts and/or real world 
financial accounts in connection with arranging or resolving 
a virtual credit transaction. One aspect makes a virtual charge 
account service available for use in a fictional world environ 
ment, wherein a billing statement charges various fees that 
may be valuated in fictional world money, real-world money, 
or non-monetary fictional world value tokens. 
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PAYMENT OPTIONS FOR VIRTUAL CREDIT 

CROSS-REFERENCE TO RELATED 
APPLICATIONS 

0001. The present application is related to, claims the ear 
liest available effective filing date(s) from (e.g., claims earli 
est available priority dates for other than provisional patent 
applications; claims benefits under 35 USC S 119(e) for pro 
visional patent applications), and incorporates by reference in 
its entirety all subject matter of the herein listed application(s) 
to the extent such subject matter is not inconsistent herewith: 
the present application also claims the earliest available effec 
tive filing date(s) from, and also incorporates by reference in 
its entirety all subject matter of any and all parent, grandpar 
ent, great-grandparent, etc. applications of the herein listed 
application(s) to the extent Such subject matter is not incon 
sistent herewith. The United States Patent Office (USPTO) 
has published a notice to the effect that the USPTO's com 
puter programs require that patent applicants reference both a 
serial number and indicate whether an application is a con 
tinuation or continuation in part. The present applicant entity 
has provided below a specific reference to the application(s) 
from which priority is being claimed as recited by statute. 
Applicant entity understands that the statute is unambiguous 
in its specific reference language and does not require either 
a serial number or any characterization Such as "continua 
tion” or “continuation-in-part.” Notwithstanding the forego 
ing, applicant entity understands that the USPTO's computer 
programs have certain data entry requirements, and hence 
applicant entity is designating the present application as a 
continuation in part of its parent applications, but expressly 
points out that Such designations are not to be construed in 
any way as any type of commentary and/or admission as to 
whether or not the present application contains any new mat 
ter in addition to the matter of its parent application(s). 
0002 For purposes of the USPTO extra-statutory require 
ments, the present application constitutes a continuation in 
part of currently co-pending United States patent application 
entitled 

0003 VIRTUAL CREDIT INSIMULATED ENVIRON 
MENTS, naming Edward K.Y. Jung, Royce A. Levien, Mark 
A. Malamud, and John D. Rinaldo, Jr., as inventors, filed Feb. 
4, 2005, Ser. No. 11/051,514. 
0004. The present application is also related to the follow 
ing commonly owned co-pending United States patent appli 
cations filed on the same filing date as the present application. 
The subject matter of the applications listed below are incor 
porated by reference in their entirety in the present applica 
tion to the extent such subject matter is not inconsistenthere 
with. 

0005 Ser. No. filed on Feb. 28, 2005, entitled “Financial 
Ventures Based on Virtual Credit', naming Edward K. Y. 
Jung, Royce A. Levien, Mark A. Malamud, and John D. 
Rinaldo, Jr. as inventors, attorney docket number 0404-003 
O79B. 

0006 Ser. No. filed on Feb. 28, 2005, entitled “Hybrid 
Charge Account for Virtual World Credit', naming Edward K. 
Y. Jung, Royce A. Levien, Mark A. Malamud, and John D. 
Rinaldo, Jr. as inventors, attorney docket number 0404-003 
O79E. 

0007 Ser. No. filed on Feb. 28, 2005, entitled “Compen 
sation Techniques for Virtual Credit Transactions', naming 
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Edward K.Y. Jung, Royce A. Levien, Mark A. Malamud, and 
John D. Rinaldo, Jr. as inventors, attorney docket number 
O404-003-079F. 

TECHNICAL FIELD 

0008. This application relates generally to financial trans 
actions in virtual world environments. 

BACKGROUND 

0009 Financial systems in the modern world include 
many techniques for purchasing things of value. Charge 
accounts, checking accounts, credit cards, and debit cards are 
conventional ways for engaging in fimancial transactions 
without having to exchange cash or currency as part of the 
financial transaction. 
0010 Virtual world environments often include imaginary 
characters participating in fictional events, activities and 
transactions. There are both educational and entertainment 
benefits increating new and challenging ways to relate virtual 
world environments with real-world experiences. 

SUMMARY 

0011 Various embodiments disclosed herein provide a 
system and method for creating credit transactions in a fic 
tional world environment wherein a virtual charge account 
service is made available to a participant in the fictional world 
environment. Virtual transactions are accepted and charged to 
a virtual credit account in connection with purchase activities 
in the fictional world environment, and a billing statement 
may be provided to the participant who acquires the virtual 
credit account. 
0012 Depending on the circumstances, a billing statement 
may be authorized to be sent to a real world address of the 
participant. Also such billing statement may be authorized to 
be sent to a fictional world address of the participant. 
0013. One aspect provides a virtual charge account service 
available for use in a fictional world environment, wherein a 
billing statement charges various fees to a participant who 
acquires the virtual charge account. Such virtual charge 
account fees may be valuated in fictional world money, real 
world money, or non-monetary fictional world value tokens. 
0014 Some embodiments are implemented in a computer 
program product having one or more computer programs for 
executing a computer process providing a virtual charge 
account Service in a fictional world environment, wherein an 
authorized fictional world transaction involving a virtual 
credit account is processed. A billing Statement is transmitted 
for fees owed with respect to the authorized fictional world 
transaction. 
0015. Additional features may be incorporated in a system 
for processing virtual credit transactions that provides a fic 
tional world environment wherein a virtual transaction may 
involve a purchase activity. The fictional world environment 
may include a virtual credit account accessible for use with 
the purchase activity. The system includes a database record 
for recording the purchase activity, and an output device 
coupled to the database record for communicating obliga 
tions arising from the purchase activity to a person or entity 
responsible for virtual credit account obligations. 
0016 Some system embodiments include an output 
device that provides a billing statement transmitted in the 
fictional world environment to the person or entity respon 
sible for payment obligations of the virtual credit account. In 
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Some instances the output device may provide a billing state 
ment transmitted for receipt in the real-world by the person or 
entity responsible for payment obligations of the virtual 
credit account. 

0017. The virtual credit transactions which are disclosed 
herein for purposes of illustration may be entered into by 
many different types of persons and/or entities, depending on 
advantages arising from embodiments and implementations 
that may be desired by the parties, the credit entities, the 
players, the virtual world owner, third party businesses, and 
others having an interest or involvement in the virtual credit 
arrangements. 
0018. Additional features, aspects and benefits will be 
understood by those skilled in the art from the following 
drawings and detailed description for various exemplary and 
preferred embodiments. 

BRIEF DESCRIPTION OF THE FIGURES 

0019 FIG. 1 is a high level flow chart showing an exem 
plary process for Some embodiments. 
0020 FIG. 2 is another high level flow chart showing a 
different exemplary process for other embodiments. 
0021 FIG. 3 is a more detailed flow chart showing a fur 
ther exemplary process for additional embodiments. 
0022 FIG. 4 is another more detailed flow chart showing 
an exemplary application process for a virtual charge card. 
0023 FIG.5 is a detailed flow chart showing an exemplary 
manner of using a virtual charge card. 
0024 FIG. 6 is a schematic block diagram for an exem 
plary implementation of Some embodiments. 
0025 FIG. 7 is a schematic block diagram showing exem 
plary categories of informational data that may be involved in 
Some embodiments. 

0026 FIG. 8 is a schematic functional diagram showing a 
possible implementation in a simulated environment with 
role playing characters. 
0027 FIG. 9 is a schematic functional diagram for an 
exemplary system that embodies various features. 
0028 FIG. 10 is a more detailed schematic functional 
diagram for Some embodiments that incorporate virtual 
charge cards and real-world charge cards. 
0029 FIG. 11 is a schematic block diagram for certain 
embodiments implemented for one or more users sharing a 
computer system. 
0030 FIG. 12 is a schematic block diagram for possible 
implementations involving different virtual world environ 
ments accessed via exemplary types of communication links. 
0031 FIG. 13 is a schematic block diagram showing an 
embodiment providing player access via the Internet to a 
virtual network of separately operated virtual world environ 
mentS. 

0032 FIG. 14 shows exemplary types of database records 
related to real-world and virtual world credit transactions. 

0033 FIGS. 15A through 15E schematically illustrate 
Some exemplary implementations of virtual credit arrange 
ments in a simulated environment. 

0034 FIGS. 16 through 24 are flow charts illustrating 
different exemplary processes for implementing various 
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embodiments of financial ventures involving virtual credit 
arrangements as disclosed herein. 

DETAILED DESCRIPTION 

0035. Those having skill in the art will recognize that the 
state of the art has progressed to the point where there is little 
distinction left between hardware and software implementa 
tions of aspects of systems; the use of hardware or Software is 
generally (but not always, in that in certain contexts the 
choice between hardware and Software can become signifi 
cant) a design choice representing cost vs. efficiency 
tradeoffs. Those having skill in the art will appreciate that 
there are various vehicles by which processes and/or systems 
and/or other technologies described herein can be effected 
(e.g., hardware, Software, and/or firmware), and that the pre 
ferred vehicle will vary with the context in which the pro 
cesses and/or systems and/or other technologies are 
deployed. For example, if an implementer determines that 
speed and accuracy are paramount, the implementer may opt 
for a mainly hardware and/or firmware vehicle: alternatively, 
if flexibility is paramount, the implementer may opt for a 
mainly software implementation; or, yet again alternatively, 
the implementer may opt for some combination of hardware, 
software, and/or firmware. Hence, there are several possible 
vehicles by which the processes and/or devices and/or other 
technologies described herein may be effected, none of which 
is inherently superior to the other in that any vehicle to be 
utilized is a choice dependent upon the context in which the 
vehicle will be deployed and the specific concerns (e.g., 
speed, flexibility, or predictability) of the implementer, any of 
which may vary. Those skilled in the art will recognize that 
optical aspects of implementations will typically employ 
optically-oriented hardware, Software, and or firmware. 
0036 Those skilled in the art will recognize that it is 
common within the art to describe devices and/or processes in 
the fashion set forth herein, and thereafter use standard engi 
neering practices to integrate Such described devices and/or 
processes into data processing systems. That is, at least a 
portion of the devices and/or processes described herein can 
be integrated into a data processing system via a reasonable 
amount of experimentation. Those having skill in the art will 
recognize that a typical data processing system generally 
includes one or more of a system unit housing, a video display 
device, a memory Such as Volatile and non-volatile memory, 
processors such as microprocessors and digital signal proces 
sors, computational entities such as operating systems, driv 
ers, graphical user interfaces, and applications programs, one 
or more interaction devices, such as a touch pad or screen, 
and/or control systems including feedback loops and control 
motors (e.g., feedback for sensing position and/or Velocity; 
control motors for moving and/or adjusting components and/ 
or quantities). A typical data processing system may be 
implemented utilizing any suitable commercially available 
components, such as those typically found in data computing/ 
communication and/or network computing/communication 
systems. 
0037. The herein described aspects and drawings illustrate 
different components contained within, or connected with, 
different other components. It is to be understood that such 
depicted architectures are merely exemplary, and that in fact 
many other architectures can be implemented which achieve 
the same functionality. In a conceptual sense, any arrange 
ment of components to achieve the same functionality is 
effectively “associated such that the desired functionality is 
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achieved. Hence, any two components herein combined to 
achieve a particular functionality can be seen as “associated 
with each other such that the desired functionality is 
achieved, irrespective of architectures or intermedial compo 
nents. Likewise, any two components so associated can also 
be viewed as being “operably connected, or “operably 
coupled, to each other to achieve the desired functionality, 
and any two components capable of being so associated can 
also be viewed as being “operably couplable', to each other to 
achieve the desired functionality. Specific examples of oper 
ably couplable include but are not limited to physically mate 
able and/or physically interacting components and/or wire 
lessly interactable and/or wirelessly interacting components 
and/or logically interacting and/or logically interactable com 
ponents. 
0038. As described in more detail herein, this disclosure 
describes a method and system for a virtual credit arrange 
ment that enables a user to have simulated credit transactions. 
Feedback is communicated to the user regarding results of the 
simulated credit transactions. Responsive to the simulated 
credit transactions, the user is provided an option of engaging 
in real-world financial transactions related to the virtual credit 
arrangement. 
0039. In one aspect of the method and system disclosed 
herein, a virtual account is provided to a user. The user is 
enabled to make simulated purchases of foods and/or services 
and/or items of value. The user receives feedback regarding 
results of the simulated purchases. Responsive to an experi 
ence of making the simulated purchases and receiving the 
feedback, a transition by the user to usage of an actual finan 
cial account is facilitated. A further aspect relates to selection 
of credit terms for simulated purchases of virtual goods and/ 
or services and/or items of value. In some embodiments, 
certain virtual account terms are programmed-e.g. auto 
matically by a machine under program control based on 
user demographic information or other past performance 
records. In other embodiments certain virtual account terms 
are varied by the user. 
0040. In some embodiments, users are enabled to make 
simulated purchases or incur simulated credit obligations that 
are posted to virtual accounts, and users are enabled to make 
simulated compensation against balances due or obligations 
owed for virtual accounts. In some instances, users are 
enabled to make remuneration with something of real value. 
In other instances, users are enabled to make remuneration 
with something of virtual value. 
0041. The completion of performance benchmarks may be 
required in some embodiments before allowing transfer to a 
higher participation level of a virtual credit account. Comple 
tion of performance benchmarks may be required before 
facilitating transition of a user to an actual financial account. 
In some instances, a user may have an unrestricted option to 
make transition to an actual financial account. 
0042. In some implementations, the system and method 
provides a simulated environment that enables purchases of 
various virtual products and/or virtual services and/or virtual 
items to be made by a plurality of users at different locations. 
Such purchases may involve credit transactions based on role 
playing world activities. 
0043 Referring to a process 110 shown in the exemplary 
flow chart of FIG. 1, a virtual credit arrangement is provided 
in order to enable a user to have simulated credit transactions 
(block112). Feedback is communicated to the user regarding 
results of the simulated financial transactions (block 114). 
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Responsive to the simulated credit transactions, the user is 
provided with an option of engaging in real-world financial 
transactions (block 116) related to the virtual credit arrange 
ment. As discussed in more detail herein, such virtual credit 
arrangements can involve various types of credit arrange 
ments made by the user, understandard or customized credit 
terms that may involve different forms of compensation such 
as real-world money, fictional money, action commitments, 
bartered items, etc. 
0044 Another process 120 shown in the exemplary flow 
chart of FIG. 2 provides a virtual account to a user (block 
122). The user is enabled to make simulated purchases of 
goods and/or services and/or items of value that are charged to 
the virtual account (block 124). The user receives feedback 
(block 126) regarding results of the simulated purchases. 
Responsive to the user's experience of making simulated 
purchases and receiving feedback, a transition of the user to 
usage of an actual account is facilitated (block 128). 
0045. The processes of FIGS. 1 and 2 can be implemented 
with various types oftechnology, including but not limited to 
hardware, firmware and/or software systems based on com 
puterized data communications and processing as discussed 
in more detail herein. 
0046 Those skilled in the art will recognize that some 
aspects of the embodiments disclosed herein can be imple 
mented in Standard integrated circuits, and also as one or 
more computer programs running on one or more computers, 
and also as one or more software programs running on one or 
more processors, and also as firmware, as well as virtually any 
combination thereof. It will be further understood that design 
ing the circuitry and/or writing the code for the software 
and/or firmware could be accomplished by a person skilled in 
the art in light of the teachings and explanations of this dis 
closure. 

0047. A more detailed exemplary flow chart of FIG. 3 
shows a process 130 involving alternative usage of both a 
virtual credit account and a real-world account. As an initial 
step for new users, a virtual credit account is provided to an 
authorized user (block 132). The authorized user is enabled to 
simulated purchases of goods or services or items at prede 
termined values (block 134). The value of the purchases is 
posted to an account record (block 135). Periodic feedback 
including status information is made available to the autho 
rized user regarding the virtual credit account record (block 
136). 
0048 Various levels of participation are provided for 
usage of the virtual credit account. Of course any number of 
levels with different types of credit opportunities for virtual 
account usage could be incorporated into embodiments, per 
haps depending upon the desired financial, educational, and 
entertainment goals of a system designer as well as possibly 
depending upon the skill, experience and Sophistication of the 
authorized user. By way of example only, the illustrated pro 
cess 130 of FIG.3 includes an introductory level (block 138), 
an intermediate level (block 140) and a higher level (block 
142). After participating in one or more levels of virtual 
account usage, an authorized user is given an option to have 
financial transactions with an actual real-world account 
(block 144). The authorized user may choose to continue (see 
arrow 146) using the virtual credit account, or take the option 
(see arrow 148) for transition to the actual real-world account. 
In some embodiments, the user may have an unrestricted 
option to make the transition to the actual real-world account. 
Some embodiments may allow the user to have the option of 
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using either the virtual credit account or an actual financial 
account during given time periods. 
0049. If the option for transition to the actual real-world 
account is exercised, the transition of the authorized user is 
facilitated from the virtual credit account to the actual real 
world account (block 150). The authorized user can then be 
enabled to make financial transactions with the actual real 
world account (block 152). Aspects of usage of the real-world 
account may be monitored (block 154) in order to provide 
feedback to the authorized user. It is to be emphasized that 
usage of the real-world account does not preclude continued 
use of the virtual credit account. If the authorized user wants 
to continue use of the virtual credit account (block 156), then 
such continued use is made available (see arrow 158). Con 
tinued use of the real-world account is also made available 
(see arrow 160). 
0050. The detailed exemplary flow chart of FIG.4 shows a 
process 180 for implementing an application procedure for a 
virtual charge card. A person who is not already an authorized 
user can make application (block 182) for a virtual charge 
card. An evaluation or screening confirms whether or not the 
person meets predetermined criteria (block 184) for having 
the virtual charge card. Persons that do not meet the criteria 
are rejected (block 186). When a person does meet the crite 
ria, their application is accepted and a user ID established 
(block 188). 
0051. In some instances the virtual card features such as 
credit terms, payment terms, penalties, benefits, and the like 
may be selected by the user (block 190). In other instances a 
program may select the virtual card features (block 192), 
which features may be determined from stored application 
data (block 194) that is evaluated by the program (block 196). 
The virtual card features that are selected for each user are 
stored (block 198) for future reference. Where virtual account 
terms for a virtual card are being programmed for a new user, 
Such programming may be based on user demographic infor 
mation. 

0052. As part of the application procedure, a fee schedule 
and virtual card rules are presented to the user (block 200) for 
consideration: In order to continue the application process, 
the user decides whether to agree to the rules and applicable 
fees (block 202). If no agreement occurs (see arrow 204), the 
use ID is canceled (block 206), and the cancellation is entered 
(block 208) for storage with the other application data. If 
agreement is confirmed (see arrow 210), the user ID is added 
to the approved list (blocks 212, 214) that controls the access 
to virtual credit transactions involving the virtual credit cards, 
and the acceptance is also entered (block 214) for storage with 
the other application data. 
0053 A further feature offered to an approved user is the 
optional issuance of a hardcopy version of the virtual account 
card (block 216), and also the optional issuance of an elec 
tronic version of the virtual account card (block 218). 
0054) The detailed exemplary flow chart of FIG.5 shows a 
process 220 for incorporating benchmark completion as a 
basis forgiving an authorized user the option of having access 
to an actual financial account. A person is requested to enter 
the user ID (block 221) of a virtual charge card. The userID 
is processed (block 222) to determine whether it is on an 
updated approved list (block 224). If not found on the updated 
approved list, the user ID is rejected (block 226). If found on 
the update approved list, the user ID is approved for logon to 
have access to a simulated environment (block 228). 
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0055. A determination may be made to detect a user ID 
that is a first-time purchaser (block 230). If so, purchase 
opportunities are made available to the user ID at a beginner 
level (block 232). Any purchases and/or payments involving 
the virtual charge card are stored (block 234) as part of a 
performance data base for future reference. In some 
instances, revised virtual account terms for the virtual charge 
card may be programmed based on past performance records 
maintained in the performance database. The virtual account 
status is periodically communicated to the user (block 236). 
There is no urgency imposed on the user to advance to another 
participation level, and user logoff (block 238) is available 
from the beginner level. 
0056. A user at the beginner level in this embodiment 
qualifies for advancement to another participation level when 
it has been determined that such user has met predetermined 
benchmark standards (block 240) for completion of the 
beginner level (block 242). Upon failure to meet such a begin 
ner level benchmark Standard, the user can return (see arrow 
244) to purchase opportunities at the beginner level. In the 
event the beginner level benchmarks standards have been 
met, the userID is given the option for purchase opportunities 
at higher levels (block 246). User logoff (block 248) is also 
available to exit from such higher levels. 
0057 When an approved user ID is not a first-time pur 
chaser, a query is made (block 250) to check the stored past 
performance data (block 234) as compared to the stored 
benchmark standards (block 240) for this particular user ID. 
Based on the results of the query, purchase opportunities are 
provided at the appropriate participation level (block 252), 
along with a previously described user ID logoff (block 254). 
Any purchases and/or payments involving virtual credit 
transactions at these higher participation levels are also stored 
(see arrow 256) in the performance database (block 234). The 
virtual account status is also periodically communicated 
(block 236) to the users at these higher participation levels. 
0058 When a review (block 258) determines that bench 
mark standards for completion at higher levels have not been 
met, the user can return (see arrow 260) for further purchase 
opportunities at Such higher levels. Upon satisfactory 
completion of the higher level benchmark standards, the user 
has an option for access to an actual fmancial account (block 
262). It is noted that this process embodiment provides for the 
issuance of periodic optional statements (block 264) indicat 
ing the status of the virtual charge card accounts. 
0059 Referring to the schematic block diagram of FIG. 6, 
an exemplary embodiment of an integrated virtual credit sys 
tem 300 includes a processor 302, memory device 304, user 
interface 306, feedback module 308, and virtual credit pro 
gram 310. A plurality of authorized users 312 who may be at 
different locations have bi-directional communication links 
314 with the virtual credit system 300 in order to submit 
inputs via the user interface 306 and to receive informational 
messages from the feedback module 308. The virtual credit 
program 310 may include one or more computer program 
products with a carrier medium having program instructions 
thereon. Such computer program products may run on mul 
tiple computer devices or run on an integrated computer sys 
tem, depending on the circumstances. 
0060. The memory device 304 provides re-writable stor 
age capability associated with each authorized user 312. The 
various categories of data stored in the memory device 304 
include user inputs 316, virtual credit parameters 318, pur 
chase selections 320, credit transactions status 322, and 
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benchmark participation levels 324. This system enables 
multiple users to make simulated purchases or incur simu 
lated credit obligations that are associated with and posted to 
different virtual accounts. The multiple users are also enabled 
to make simulated compensation against balances due or 
obligations owed for the different virtual accounts. 
0061 The schematic block diagram of FIG. 7 shows an 
illustrative but not exhaustive list of data categories that can 
be accessed in the memory 304 by the user interface 306 and 
the feedback module 308. For example, user inputs 316 may 
include categories Such as income?salary, budget schedule, 
demographic data, biographical information, educational 
level, financial, and financial account experience. As an addi 
tional example, virtual credit parameters 318 may include 
categories such as interest rates, variable interest, fixed inter 
est, credit limit, penalties, late payment fee, minimum peri 
odic payment, payment due date, method of payment, cash 
advance, balance transfers, and account checks. As a further 
example, user purchase selections 320 may include catego 
ries such as housing, automobile, entertainment, vacations, 
insurance, food, clothing, appliances, furnishings, and virtual 
world items. 
0062. The schematic block diagram of FIG. 8 shows an 
exemplary embodiment for a multi-player system imple 
mented in a simulated environment with role playing charac 
ters. Of course, other types of simulated environments have 
the capability for practicing the disclosed methods and tech 
niques, particularly where multiple players interact with the 
simulated environment over extended periods of time. In 
many instances the players can logon for a period of partici 
pation, and from time to time logoffin order to carry out their 
real-world activities and obligations, sometimes perpetuating 
the fictional role playing over many weeks and months. 
0063. As shown in FIG. 8, individual players 350 have 
access via a first bi-directional communication link 352 to a 
user interface/feedback module 354 with connects through a 
second bi-directional communication link356 to a simulated 
environment 358. Such players can interact with each other or 
with characters, events, purchase opportunities, competi 
tions, and the like that are provided in the simulated environ 
ment 358. The bi-directional communication links also serve 
to provide player access to products and/or services and/or 
other items of value that can be acquired pursuant to a virtual 
credit arrangement. 
0064. A server 360 includes a processor 362 connected 
with a memory 364 in order to receive, store, update, process, 
and transmit information data and messages regarding virtual 
credit arrangements related to the simulated environment 
358. In that regard, various details regarding virtual credit 
transactions are transmitted through a third communication 
link366 to the server 360. Similarly various details regarding 
virtual credit remuneration or compensation are transmitted 
through a fourth communication link 368 to the server. 
Another communication link369 enables status and feedback 
information to be communicated back to the simulated envi 
ronment 358, and in some instances back to the players 350. 
0065. The schematic block diagram of FIG. 9 shows an 
exemplary embodiment wherein multiple users (e.g., userID 
#31 through user ID #39) can use virtual accounts such as 
virtual charge cards 370, 372 in order to participate in virtual 
financial transactions. When the virtual charge card is used, a 
record of the transaction is transmitted as indicated by arrows 
373 for storage in a memory device 374 that keeps records for 
virtual credit arrangements. A processor 376 is operatively 
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coupled to the memory device 374 and also to a transceiver 
377 for bi-directional communication regarding the virtual 
financial transaction through link 378 with the users #31 
through #39. 
0066. These same users #31 through #39 also have access 
to hybrid actual charge cards 380,382 in order to participate 
in actual real-world financial transactions. When the hybrid 
actual charge card is used, a record of the transaction is 
transmitted as indicated by arrows 383 for storage in a 
memory device 385 that keeps records for real financial trans 
actions. Such real financial transactions may or may not be 
related to a virtual credit arrangement. However in some 
instances the hybrid actual charge card usage may be directly 
or indirectly related to a virtual credit arrangement, including 
but not limited to down payments, guarantees, compensation, 
renegotiation, resolution, transferability, etc. The details of 
such relationship will be communicated to the virtual credit 
arrangements storage memory device 374 as indicated by 
arrows 384. The bi-directional communication link 378 
serves shared functional purposes for both the virtual charge 
card and the actual charge card, including but not limited to 
transmitting messages regarding credit terms associated with 
each different user ID account as well as feedback and status 
information for purchases, payments, negotiations, remu 
neration, and resolution involving the virtual credit arrange 
mentS. 

0067. It will be understood that the processor 376 and 
bi-directional link 378 are also operatively coupled with the 
memory device 385 in order to provide bi-directional com 
munication regarding hybrid charge card transactions 
through link378 with the users #31 through #39. Such com 
munications may include the results or consequences of pur 
chases and/or payments made regarding the actual charge 
card transactions. Such communications may also relate to 
terms of a credit transaction. 

0068. It will be further understood that all of the references 
herein to communication links with virtual account users and 
real-world account users may include interactive communi 
cations involving question/answer sequences, prompt/selec 
tion sequences, option/choice sequences, and the like. 
0069. It will also be understood by those skilled in the art 
that the various communication links can be separated into 
different communication channels or media as well as com 
bined into an integrated broadband or narrowband link such 
as wired, wireless, cable, etc. It is further understood that 
integrated or separate modules can be provided for user inter 
face functions and/or for feedback functions. The particular 
exemplary systems disclosed herein are provided only for 
illustration. 
0070 Referring to the schematic block diagram of FIG. 
10, a plurality of persons 400 (e.g., user #1, user #2 through 
user #20) have access to both a virtual charge card server 402 
and an actual charge card server 404. The disclosed system 
provides for monitoring any action taken to make resolution 
or provide compensation that may be required by a virtual 
credit arrangement. 
0071. The embodiment of FIG. 10 provides a server appa 
ratus including a memory and a processor for maintaining 
information regarding credit transactions involving pur 
chases by a user of various virtual products and/or services 
and/or virtual items. A bi-directional user interface is pro 
vided for exchanging information messages between the user 
and the server apparatus regarding credit terms associated 
with the purchases. As described in more detail herein, the 
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embodiment of FIG. 10 is an exemplary implementation of a 
system and method wherein credit transactions are capable of 
resolution by virtual-world compensation and by real world 
compensation. 
0072. The access shown for the multiple users in FIG. 10 

is for purposes of illustration, and persons skilled in the art 
will understand that various types of communication links 
can be utilized to achieve the necessary functional data and 
message exchanges between the users and the computerized 
data processing and storage systems exemplified by the serv 
CS 

0073. Also, various types of virtual credit arrangements 
and real-world financial accounts can be incorporated into the 
type of system as disclosed herein. In some instances, specific 
terms of a virtual credit arrangement or transaction may be 
based on one or more factors such as demographic informa 
tion, financial account records, experience levels, completion 
of performance benchmarks, role play world activities, and 
user negotiations. 
0074 The virtual charge card server 402 includes various 
predetermined data records as well as other dynamically 
updated records that are used by the server to help provide 
virtual credit services based on different types of credit 
arrangements and accounts. Exemplary categories of records 
available to the virtual charge card server 402 include userID 
data and related individual virtual card terms 406, user demo 
graphic parameters 408, user ID virtual account status data 
410 (e.g., entity/person owed, compensation already 
received, and remaining balance due), Virtual account State 
ments 412, userID performance records 414, and benchmark 
standards for virtual card usage 416. 
0075. A bi-directional communication link 418 enables 
the users 400 to have access for engaging in credit transac 
tions involving virtual products 420, virtual services 422, and 
virtual items 424. When a credit transaction has been com 
pleted based on advertised or negotiated terms, the informa 
tional details are transmitted via communication link 418 to 
the server for appropriate processing and storage. This allows 
any balance due or obligation owed to be posted to the user's 
virtual credit account. When remuneration is made by one of 
the multiple users with something of real value against Such 
balances due or obligations owed, such activity is also posted 
to the appropriate virtual credit account. 
0076. The actual charge card server 404 includes various 
predetermined data records as well as other dynamically 
updated records that are used by the server to help provide 
actual credit services based on different types of credit 
arrangements and accounts. Exemplary categories of records 
available to the actual charge card server 404 includes a 
database 430 of actual real-world charge cards issued to users 
by others such as third party issuers, a database 432 for actual 
special charge cards provided to authorized users, account 
status records 434 for actual charge cards, and performance 
records 436 for actual charge cards. These records help to 
identify actual real-world accounts selected by a user, includ 
ing the actual special charge cards created for the user. 
0077. Other categories of records include benchmark stan 
dards 438 for actual charge cards, and variable account terms 
440 for actual charge cards. These variable account terms 440 
may be divided between exemplary levels such as start level 
accounts 442, intermediate level accounts 444, and advanced 
level accounts 446. The actual charge card server 404 may 
enable a user to have an option to move between different 
participation levels. In some instances completion of perfor 
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mance benchmarks may be required before allowing the user 
to move to a high participation level. 
0078. Many of the functional capabilities and possibilities 
attributable to virtual credit accounts may also be provided to 
actual hybrid charge card accounts. For example, the user 
may be enabled to vary one or more of the credit terms such 
as interest rate, due date, grace period, penalties, credit limit, 
service charge, transferability, weekly or monthly or annual 
fees, automatic repayment, payment of other obligations, 
monetary advance, re-negotiated debt, and exchange value. 
0079. Some of the actual charge cards are primarily suit 
able for use in purchasing real-world products 450 and real 
world services 452. This may especially be true of actual 
charge cards issued by third parties. However, Some actual 
financial accounts issued by third parties as well as some 
actual special cards such as hybrid cards described herein 
may also have capability to purchase or otherwise become 
involved in transactions related to simulated credit arrange 
ments such as simulated purchases of virtual world items 454, 
virtual world products 456, and virtual world services 458. As 
indicated in the drawing, such virtual items, products and/or 
services may often be found in a simulated environment Such 
as a role playing fictional world. A bi-directional communi 
cation link 460 enables the users to engage in the various 
credit transactions, and provide for transaction details to be 
processed by the actual charge card server 404 and stored or 
updated in the appropriate database. 
0080. It will be understood from the embodiments of 
FIGS. 9 and 10 that hybrid charge accounts can be associated 
with a plurality of users, respectively, for use with credit 
transactions involving purchases of various virtual products 
and/or virtual services and/or virtual items. Furthermore, an 
aspect of the disclosed methods and systems for hybrid 
charge accounts provides for their credit terms to be estab 
lished or changed based at least partially on user selections, 
demographics, user performance, user experience, and/or 
benchmark parameters. 
0081. The embodiments of FIGS. 8, 9 and 10 further illus 
trate computer apparatus that provides virtual credit includ 
ing storing and processing virtual credit transactions involv 
ing products or services or items that are available in a 
simulated environment. An interactive communication link 
with the computer apparatus enables a user to participate in 
the virtual credit transactions. A user interface is capable of 
operable connection to the interactive communication link in 
order for the user to transmit informational inputs and to make 
selections that help to provide a basis for credit terms of the 
virtual credit transactions. 

0082. The interactive communication link also enables the 
user to make remuneration of a debt oran obligation resulting 
from the virtual credit transactions. Such remuneration may 
be in the form of real-world money or fictional-world money. 
I0083 Based on the foregoing descriptions and drawing 
disclosures of exemplary embodiments, many new and 
advantageous features provide benefit to the virtual credit 
account users, as well as benefits to the entities that provide 
financial account Services, and benefits to entities that provide 
simulated role playing environments. In that regard, some 
embodiments enable multiple users to make remuneration 
with something of virtual value against balances due or obli 
gations owed for virtual credit accounts. In some embodi 
ments multiple users can make remuneration with something 
of real value as resolution of virtual debts or obligations. 
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0084. Features disclosed herein also include billing simu 
lated purchases to a virtual account that allows carry-over 
balances. Feedback is communicated to the user regarding 
results of carry-over balances such as non-payment, partial 
payment, and full payment of balances due. Feedback is also 
communicated to the user regarding consequences of related 
purchase and payment activity for virtual credit accounts. In 
Some instances, the system and method provides monitoring 
of actions taken to make resolution or provide compensation 
required by a virtual credit account arrangement. 
0085. Other features include periodically changing vari 
ous credit terms for a virtual credit arrangement, such as 
interestrates, due dates, grace periods, penalties, credit limits, 
service charges, transferability, weekly or monthly or annual 
fees, automatic repayment provisions, payment of other obli 
gations, monetary advances, re-negotiation of the debt, and 
exchange value as compared to real-world or fictional money. 
In certain instances, the user may have the option to vary one 
or more of these virtual account terms. 

I0086 Various types of virtual credit accounts as well as 
actual financial accounts can be incorporated into the dis 
closed methods, processes, systems and apparatus including 
accounts allowing carry-forward balance, accounts requiring 
full payment, debit cards, accounts with free benefits, 
accounts with extra-cost benefits, accounts providing dis 
count promotions, cash advance accounts, accounts with ben 
eficial links, insurance product accounts, accounts with value 
added benefits, business and financial institution charge 
cards, checking accounts, lines of credit, Vouchers, and 
installment promissory notes accounts. 
0087 Performance benchmarks for virtual credit arrange 
ments or accounts in accordance with certain aspects of the 
disclosure herein may be based on the credit record of virtual 
accounts; credit record of real financial accounts, test results, 
fictional role playing achievements, fictional role playing 
skills acquired, previous experience, endorsements, and 
group memberships in real world and role playing environ 
ments. Completion of Such performance benchmarks may be 
required before allowing the transfer to a higher participation 
level, and also before facilitating transition of the user to an 
actual financial account. Such performance benchmarks may 
be based on activities of the user in a role playing environ 
ment. 

0088. It is to be understood that different categories of 
purchases may be available to be charged to a virtual credit 
account, such as travel reservations, auctions, food, clothing, 
merchandise, vehicles, insurance, appliances, furnishings, 
recreation, competitions, other items having virtual monetary 
value, installment purchases, entertainment, rentals, educa 
tion, books, publications, games, other items having real 
monetary value, and fictional role playing items. 
0089. Some embodiments contemplate using a simulated 
billing period for virtual creditaccount that occurs in real time 
at various intervals, such as a month, a week, a day, an hour, 
or lesser periods. The simulated billing period may be based 
on various parameters such as the number of purchase trans 
actions, average balance owed, highest balance owed, user's 
age, user's education, user's experience level, and user's 
benchmark performance. 
0090 Virtual account terms can be based on various infor 
mational data, Such as demographic information, past perfor 
mance records, user negotiations, and choices selected by 
users. The terms of usage of hybrid charge accounts capable 
of both virtual account activities and real-world financial 
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transactions can be established or changed based at least 
partially on user selections, user demographics, as well as 
other factors that are also used for determining virtual credit 
acCOunt terms. 

0091 Although the virtual credit arrangements may pri 
marily involve transactions involving real-world money and/ 
or fictional world money, Some embodiments clearly contem 
plate virtual credit arrangements and accounts that may 
require remuneration with a non-monetary real-world item or 
action, as well as remuneration with a non-monetary fictional 
world item or action. 
0092. In some preferred embodiments, computerized 
components and systems enable multiple users to make pur 
chases or incur obligations associated with different virtual 
credit accounts. Also Such computerized implementations 
enable multiple users to provide compensation against bal 
ances due or obligations owed for different virtual accounts. 
0093. The exemplary system and apparatus embodiments 
shown in FIGS. 6-10 along with other components, devices, 
know-how, skill and techniques that are known in the art have 
the capability of implementing and practicing the methods 
and processes shown in FIGS. 1-5. It is to be understood that 
the methods and processes can be incorporated in one or more 
computer program products with a carrier medium having 
program instructions thereon. However it is to be further 
understood that other systems, apparatus and technology may 
be used to implement and practice Such methods and pro 
CCSSCS. 

I0094) Referring to FIG. 11, a computerized implementa 
tion for the methods disclosed herein may include a computer 
system 500 having a processor 502 and memory 504 for 
running an application program 505. The application pro 
gram 505 may be incorporated in one or more computer 
program products having a carrier medium with program 
instructions thereon. Peripheral components may include dis 
play 506 and database storage unit 508 as well as input 
devices such as keyboard 510 and mouse 512. An active user 
514 may have access to features disclosed in the exemplary 
flowcharts of FIGS. 16-24 by running the application pro 
gram 505. Inactive users 516,518 may also periodically have 
access to the application program 505 including non-real time 
interaction through the program with each other and/or with 
active user 514 in order to participate in the benefits and 
advantages of the methods and processes disclosed herein. 
(0095. The schematic diagram of FIG. 12 illustrates the 
availability of the present methods and processes in a net 
working system having a network server 520 with communi 
cation links to different virtual world environments 522,524, 
526. In this exemplary version, terminal 528 has access 
through cable connection 530, terminal 532 has access 
through dial-up line 534, terminal 536 has access through 
wireless connection 538, and terminal 540 uses transmission 
signals 542 (e.g., radio or television signals) via satellite 544 
for access to network server 520. As with the system of FIG. 
11, players may be logged on to participate simultaneously in 
real-time virtual credit transactions in simulated world envi 
ronments, or be respectively logged on during non-overlap 
ping or partially overlapping time periods. Such participation 
may be directly with other parties or indirectly through inter 
mediaries, depending on the circumstances involved. 
0096 Referring to the schematic diagram of FIG. 13, 
access to virtual network environment 560 may be accom 
plished for players 550 via Internet 552 having an interactive 
communication link 554 through I/O interface 556. Such a 
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virtual network 560 may include a virtual lobby arcade 562 
with various types of virtual opportunities. The categories for 
Such virtual opportunities are almost unlimited, and may for 
example include shops, competitions, journeys, test, battles, 
entertainment, careers, vehicles, training, auctions, commu 
nication links, events, awards, skills, health and homes. A 
virtual credit agency office 570 operating, for example, as a 
storefront business may enable players to obtain information 
and issuance of virtual credit accounts usable in the virtual 
lobby arcade 562. 
0097. It will be understood that separately owned virtual 
environments may be included as part of the virtual network 
environment 560, including virtual game environment 564, 
virtual world 566, and role playing virtual community 568. 
The credit services of virtual credit agency office 570 may 
also be usable in these separate individual virtual environ 
ments based on appropriate agreements with their owners 
and/or operators. 
0098. The schematic illustration of FIG. 14 shows exem 
plary database records 580 that may be used to practice the 
business and credit techniques disclosed herein. Various 
exemplary categories of records may include an ID name and 
contact address 582 for an authorized user, a fictitious char 
acter identity 584 for such user, virtual world credit terms 586 
for a particular credit account, virtual credit transactions 587. 
and virtual world statement status 588. Where the credit 
account includes the optional features for real-world credit 
transactions, other exemplary categories of records may 
include real-world credit terms 590 for a particular credit 
account, real-world credit transactions 591, and real-world 
statement status 592. 

0099 Further exemplary categories of database records 
may include credit receivables and related due dates 594, 
credit payables and related due dates 595, virtual value tokens 
and virtual case available 596 for a particular player's 
account, and virtual world benefit awards and penalty restric 
tions 597 applicable to a particular player's account. It will be 
understood by those skilled in the art that these types of 
records are dynamically updated based on activity in the 
real-world as well as in virtual world environment. Such 
records are accessible as appropriate to players, credit 
account entities, third party business owners, virtual world 
environment operators and owners, and the like. 
0100 Various exemplary inter-relationships arising from 
the virtual credit transactions contemplated by the present 
methods and processes are illustrated in the schematic dia 
grams of FIGS. 15A-15E. For example, FIG. 15A depicts a 
virtual world publisher 600 operating a virtual world credit 
system 602 that extends credit to a player 604 based on the 
player's purchases and credit arrangements involving that 
particular virtual world. 
0101 FIG. 15B shows an exemplary implementation 
wherein a virtual world publisher 610 engages another credit 
entity such as, for example, a real-world credit entity 612 for 
the purpose of offering virtual credit services to a player 614 
who participates in that particular virtual world. 
0102 FIG. 15C shows an exemplary implementation 
wherein a virtual world publisher 620 enables multiple play 
ers such as 622,624 to enter into virtual credit arrangements 
with each other. 

0103 FIG. 15D shows an exemplary implementation 
wherein a virtual world owner 630 enables another credit 
entity 632 to offer either or both types of credit services: 
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virtual world credit services to a virtual world participant or 
player 636, and real-world credit services involving real 
world transactions 634. 
0104 FIG. 15E shows an exemplary implementation 
wherein an entity or person owning virtual world rights 640 
has its own virtual world credit system 642 that may involve 
one or more virtual participants such as player 644. A separate 
virtual credit business 650 operated by an authorized third 
party may offer its own credit account or arrangement to one 
or more virtual participants 652. A real-world credit entity 
646 may provide virtual credit services to one or more virtual 
parties 648. As a final example occurring in this illustrated 
version of a virtual world embodiment, players 654, 656 may 
be enabled and allowed to arrange virtual credit transactions 
with each other. 
0105. It will be understood from the description and draw 
ings herein that various embodiments of computer hardware 
and/or computer program products provide an opportunity 
for a selected credit entity to offer various types of virtual 
world credit services, including but not limited to virtual 
credit transactions between virtual world participants, virtual 
credit transactions between an owner or operator of the virtual 
world environment and one or more virtual world players, and 
virtual credit transactions between a third party virtual busi 
ness entity and one or more virtual world players. 
0106. It will be further understood that different imple 
mentations in computer hardware and/or computer program 
products as disclosed herein enable a credit entity to use 
various forms of virtual world credit publicity and advertising 
including but not limited to sponsoring an event and/or an 
activity and/or a location in the virtual world, providing audio 
and/or visual and/or graphic and/or textual publicity in the 
virtual world, programming an activity or event in the virtual 
world that automatically comes to the attention of one or more 
virtual world players, and assuming a character role in the 
virtual world. 
0107 The exemplary embodiments of computer hardware 
and/or computer program products also enable a virtual credit 
card object that is issued by a credit entity to be capable of 
manipulation by a player in the virtual world. Such a credit 
entity may also have a capability of operating a real-world 
credit business. Such a credit entity may be controlled and/or 
operated by a party that also controls and/or operates the 
virtual world. Such a credit entity may also be involved with 
a credit transaction with one or more non-player third party 
entities in the virtual world. Such a credit entity may also be 
involved in a credit transaction with an owner or operator of 
the virtual world. 
0108. Some exemplary system embodiments disclosed 
herein include a processor linked to a database record and to 
an output device for providing a billing statement indicating 
payment obligations of the virtual credit account Valuated in 
one or more of the following: fictional world money, real 
world money, and non-monetary fictional world value tokens. 
0109 Some system implementations further provide a 
processor linked to a database record and to an output device 
for providing a billing statement indicating payment obliga 
tions of the virtual credit account based on one or more of the 
following: interest, penalties, due date, purchase activity 
price, real-world credit performance record, and fictional 
world credit performance record. 
0110. Some system embodiments may include a fictional 
world environment that allows purchase activity involving 
one or more of the following: fictional world owner, fictional 
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world operator, third party virtual business entity, real-world 
credit entity, fictional world credit entity, fictional world 
player, fictional world participant, and fictional world char 
acter. 

0111 Referring to the high level exemplary flow chart of 
FIG. 16, an exemplary process 700 creates an opportunity for 
a selected real-world credit entity to participate in a virtual 
world environment (block 702). A selected real-world credit 
entity is enabled to seek potential customers for credit trans 
actions in the virtual world environment (block 704). 
0112 Another high level exemplary flow chart of FIG. 17 
discloses a process 710 for providing a virtual charge account 
service available to a participant in the fictional world envi 
ronment (block 712). In this implementation, the process 
accepts virtual transaction to be charged to a virtual credit 
account in connection with purchase activities in the fictional 
world environment (block 714). A billing statement is trans 
mitted to the participant who acquired the virtual credit 
account (block 716). 
0113. An additional process implementation 720 in the 
high level exemplary flow chart of FIG. 18 provides a special 
charge account issued by a real-world credit entity that 
includes both real world benefits and fictional world benefits 
(block 722). The process further provides for advertising the 
special charge account in the fictional world environment 
(block 724). 
0114. Yet another aspect of certain embodiments is dis 
closed in a high level exemplary process 730 of FIG. 19 that 
provides a credit account enabling a player to acquire one or 
more virtual items of value pursuant to a credit transaction 
charged to the credit account (block 732). A real-world per 
son or real-world entity is identified that will be responsible 
for compliance with terms and obligations of the credit 
account (block 734). The process implements abilling to such 
responsible real-world person or real-world entity for com 
pensation and/or fee arising from the credit transaction (block 
736). 
0115 The exemplary flow chart of FIG. 20 illustrates a 
more detailed process 740 that enables a real-world credit 
entity to seek potential customers for credit transactions in the 
virtual world environment (block 741). One exemplary fea 
ture provides for giving a new player in the virtual world 
environment access to informational materials related to the 
credit accounts of the selected real-world entity (block 742). 
0116 Publicity is allowed in the virtual world environ 
ment by or on behalf of the selected real-world entity (block 
744). Such publicity may include allowing audio and/or 
visual and/or graphic and/or textual publicity relating to the 
selected real-world entity (block 746). Other exemplary pub 
licity may include allowing sponsorship of an event and/oran 
activity and/or a location in the virtual world environment by 
or on behalf of the selected real-world credit entity (block 
748). 
0117. At some point in time a decision is made whether or 
not a virtual credit service will be made available in the virtual 
world environment (decision block 750). If not, then addi 
tional efforts seeking potential customers (block 741) may 
take place. If so, then the virtual credit service may be allowed 
to be advertised in the virtual world environment by or on 
behalf of the selected real-world credit entity (block 752). 
Also the virtual world environment may serve as a medium 
for actually offering the virtual credit account service to a 
prospective customer (block 754). 
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0118. A decision is also made whether or not a real-world 
credit service will be made available in the virtual world 
environment (decision block 756). If not, then additional 
efforts seeking potential customers (block 741) may take 
place. If so, then the real-world credit service may be allowed 
to be advertised in the virtual world environment by or on 
behalf of the selected real-world credit entity (block 757). 
Also the virtual world environment may serve as a medium 
for actually offering the real-world credit account service to a 
prospective customer (block 758). 
0119) The exemplary flow chart of FIG. 21 illustrates a 
more detailed process 760 that creates an opportunity for a 
selected real-world credit entity to participate in the virtual 
world environment (block 761). Such an opportunity may 
include providing authorization for the selected credit entity 
to have a storefront type virtual business (block 762). Other 
possible opportunities for participation include the selected 
real-world credit entity assuming a character role while par 
ticipating in the virtual world environment (block 764). Also 
the selected real-world credit entity may be enabled to issued 
a virtual credit card object that is capable of manipulation by 
a player in the virtual world environment (block 766). 
0.120. Other types of participation may include authoriz 
ing a virtual world credit service of the selected real-world 
credit entity to be involved with purchases made from a 
virtual business of a third party player or third party owner in 
the virtual world environment (block 768). In some instances 
the virtual world credit service is allowed to charge a fee to the 
third party player and to the third party owner (block 770). A 
further type of participation may include programming an 
activity or event in the virtual world environment that auto 
matically benefits a virtual world credit service of the selected 
real-world entity (block 771). 
I0121 The participation of the selected real-world credit 
entity in the virtual world environment will probably require 
a decision about the different types of consideration to be 
provided by the selected real-world credit entity (decision 
block 772). If consideration is not considered to be necessary, 
then other types of participation can nevertheless proceed. 
When Some consideration is deemed appropriate, it may beat 
least partially provided by charging a fee to the selected 
real-world credit entity (block 774). At least partial consid 
eration may also be provided by requiring the selected real 
world entity to provide a free or discounted real-world adver 
tisement for the virtual world environment (block 776). 
I0122. A choice may also involve whether a special credit 
account for both real-world transactions and virtual world 
transactions can be issued to a player (decision block 778). If 
the decision is negative or to be delayed, the other types of 
participation can still proceed. If the decision is affirmative, 
then various interactions involving are possible with the spe 
cial credit account including but not limited to: enabling a 
player to charge virtual world purchases to the special credit 
account (block 780); and enabling a player to charge virtual 
world benefits received in advance such as value tokens, 
virtual money, or other value items to the special credit 
account (block 782); and establishing a link that awards vir 
tual world benefits to a player based on real-world credit 
transactions involving the special credit account (block 784). 
I0123. The exemplary flow chart of FIG. 22 discloses an 
implementation of the presently disclosed method 800 for 
accepting virtual transactions charged to a virtual credit 
account in connection with purchase activities in a fictional 
world environment (block 801). When such charges occur, a 
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billing statement is transmitted to the participant who 
acquires the virtual credit account (block 802). Such fictional 
world billing statement may be authorized to be sent to a real 
world address of the participant account holder (block 804) or 
to a fictional world address of the participant account holder 
(block 806). 
0.124 Revenue may be provided by charging fees to per 
Sons and entities benefiting from the virtual credit account 
transactions (block 808). Such fees may include but not be 
limited to the following: a fee charged to a virtual seller in the 
fictional world environment who receives payment from the 
virtual charge account services (block 810); and different 
types offees charged to a participant who acquires the virtual 
credit account (block 812) as part of the virtual charge 
account service (block 812). 
0.125 Examples shown for fees charged to a participant 
account holder may include a discounted fee or alternatively 
an increased fee based on the performance records for the 
virtual credit account (block 817). The various fees charged to 
a participant who owns or is responsible for the virtual credit 
account may be valuated in fictional world money (block 
818), non-monetary fictional world value tokens (block 820), 
and real world money (block 822). 
0126. Another category of transactions involving the vir 
tual credit account that may generate fees from a virtual world 
participant relates to advance benefits (i.e., something of 
value) given to the participant based on a future repayment 
commitment. Examples of such advance benefits funded by 
the virtual credit account include real-world money, fictional 
world money, fictional world value tokens, fictional world 
permission rights, real-world discounts, and fictional world 
discounts (block 824). 
0127. A further more detailed aspect of the method dis 
closed herein is shown in the process 830 of the exemplary 
flow chart of FIG.23. This illustrated implementation enables 
a prospective customer to make application in the fictional 
world environment for the special charge account (block 
832). 
0128. The implementation of FIG. 23 also provides for 
advertising in a fictional world environment for a special 
charge account having both real-world and fictional world 
benefits (block 831). Such advertising may be implemented 
in special charge account displays of a brand and/or mark 
and/or logo and/or company name identifying the real-world 
credit entity (block 836). Such displays may feature a real 
world (block 838) as well as a fictional world (block 840) 
brand, mark, logo, and company name of the real-world credit 
entity. 
0129. Other types of advertising activity may involve giv 
ing something of fictional world value to an account user in 
exchange for future compensation owed to the real-world 
credit entity (block 842). Such fictional world value items 
may include giving authorization for the account user to have 
access to restricted places and/or restricted events in the fic 
tional world environment in advance of repayment (block 
844). 
0130. Some embodiments of the disclosed method pro 
vide other types of advance fictional world benefits pursuant 
to the special charge account services providing fictional 
world value to the account user in exchange for future com 
pensation (block 846). These advance benefits may include, 
for example, accepting different types of future compensation 
for debts owed by a virtual credit account user including the 
accepting payment of real-world monetary fees (block 848), 
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fictional world monetary fees (block 850), and something of 
fictional world value (block 852). 
I0131 Fictional world award benefits may also be provided 
to the virtual credit account user based on the performance 
record for real-world transactions involving the special 
charge account (block 854). 
I0132) Another aspect of the presently disclosed method is 
illustrated in a process 860 shown in exemplary flow chart of 
FIG. 24 relating to providing a credit account that enables a 
player to acquire virtual items of value pursuant to a credit 
transaction (block 861). Initial activities may include engag 
ing in Solicitation activity in a virtual world environment to 
obtain new credit account prospects (block 862). A commis 
sion may be paid based on a Successful solicitation that results 
in obtaining a credit account for a virtual world player (block 
864). 
I0133. The credit account services may include authoriza 
tion of a credit transaction with a virtual business of a third 
party player or third party owner in the virtual world environ 
ment to be charged to the credit account (block 866). Such a 
credit transaction may include charging a fee to the virtual 
business (block 868), which may be received from the third 
party virtual business whose sale of a virtual item was charged 
to the credit account (block 870). 
I0134. Other credit account activities may include operat 
ing a storefront type financial business in the virtual world 
environment (block 872). A link may be established that 
awards a virtual world benefit to a credit account owner based 
on real-world credit transaction activity by such account 
owner (block 874). 
0.135 Some virtual world environments may be more 
complex, and an inquiry may determine whether the virtual 
world environment includes a virtual network with one or 
more separately owned virtual worlds (decision block 876). If 
not, then other activities may still be provided. If so, then it 
may be desirable to enable a player to use the credit account 
to acquire one or more virtual items of value in the virtual 
network environment (block 878). As a further possibility, it 
may be desirable to enable a player to use the credit account 
to acquire one or more items of value in at least one or perhaps 
more of the separately owned virtual worlds (block 880). 
0.136. Other business relationships may be possible such 
as receiving a rebate for credit transactions charged to the 
credit account involving items acquired in the virtual network 
environment, as well as items acquired in the one or more 
separately owned virtual worlds (block 882). 
I0137 It will be understood by those skilled in the art that 
the various components and elements disclosed in the block 
diagrams herein as well as the various steps and Sub-steps 
disclosed in the flow charts herein may be incorporated 
together in different claimed combinations in order to 
enhance possible benefits and advantages. 
0.138. The exemplary system, apparatus, and computer 
program product embodiments shown in FIGS. 6-15E along 
with other components, devices, know-how, skill and tech 
niques that are known in the art have the capability of imple 
menting and practicing the methods and processes shown in 
FIGS. 1-5 and FIGS. 16-24. It is to be understood that the 
methods and processes can be incorporated in one or more 
different types of computer program products with a carrier 
medium having program instructions thereon. However it is 
to be further understood by those skilled in the art that other 
systems, apparatus and technology may be used to implement 
and practice Such methods and processes. 
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0.139. Those skilled in the art will also recognize that the 
various aspects of the embodiments for methods, processes, 
apparatus and systems as described herein can be imple 
mented, individually and/or collectively, by a wide range of 
hardware, Software, firmware, or any combination thereof. 
0140. One aspect of the present system and method 
enables a credit entity to participate in a virtual world envi 
ronment with publicity and advertising in order to seek poten 
tial customers for credit transactions in the virtual world 
environment. In some implementations disclosed herein, a 
process for creating credit transactions in a fictional world 
environment includes making a virtual charge account Ser 
vice available to a participant in the fictional world environ 
ment. Virtual transactions are accepted and charged to a vir 
tual credit account in connection with purchase activities in 
the fictional world environment, and a billing Statement may 
be provided to the participant who acquires the virtual credit 
acCOunt. 

0141 Methods of operating a credit account business in a 
fictional world environment as disclosed herein may take 
different forms. For example, in some embodiments a special 
charge account may issued by a real-world credit entity that 
includes both real-world benefits and fictional world benefits, 
and advertisements for the special charge account are pro 
vided in the fictional world environment. 

0142. There are other exemplary methods and processes 
disclosed herein for operating a credit business in a virtual 
world environment. In some instances a credit account is 
provided that enables a player to acquire one or more virtual 
items of value pursuant to a credit transaction charged to the 
credit account. A real-world person or real-world entity may 
be identified that will be responsible for compliance with 
terms and obligations of the credit account, and be respon 
sible for receiving a billing for compensation and/or fees 
arising from the credit transaction. 
0143. The foregoing detailed description has set forth vari 
ous embodiments of the devices and/or processes via the use 
of block diagrams, flowcharts, and/or examples. Insofar as 
Such block diagrams, flowcharts, and/or examples contain 
one or more functions and/or operations, it will be understood 
by those within the art that each function and/or operation 
within Such block diagrams, flowcharts, or examples can be 
implemented, individually and/or collectively, by a wide 
range of hardware, Software, firmware, or virtually any com 
bination thereof. In one embodiment, several portions of the 
subject matter described herein may be implemented via 
Application Specific Integrated Circuits (ASICs), Field Pro 
grammable Gate Arrays (FPGAs), digital signal processors 
(DSPs), or other integrated formats. However, those skilled in 
the art will recognize that some aspects of the embodiments 
disclosed herein, in whole or in part, can be equivalently 
implemented in standard integrated circuits, as one or more 
computer programs running on one or more computers (e.g., 
as one or more programs running on one or more computer 
systems), as one or more programs running on one or more 
processors (e.g., as one or more programs running on one or 
more microprocessors), as firmware, or as virtually any com 
bination thereof, and that designing the circuitry and/or writ 
ing the code for the software and or firmware would be well 
within the skill of one of skill in the art in light of this 
disclosure. In addition, those skilled in the art will appreciate 
that the mechanisms of the subject matter described herein 
are capable of being distributed as a program product in a 
variety of forms, and that an illustrative embodiment of the 
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Subject matter described herein applies equally regardless of 
the particular type of signal bearing media used to actually 
carry out the distribution. Examples of a signal bearing media 
include, but are not limited to, the following: recordable type 
media such as floppy disks, hard disk drives, CD ROMs, 
digital tape, and computer memory; and transmission type 
media Such as digital and analog communication links using 
TDM or IP based communication links (e.g., packet links). 
0144. While particular aspects of the present subject mat 
ter described herein have been shown and described, it will be 
apparent to those skilled in the art that, based upon the teach 
ings herein, changes and modifications may be made without 
departing from the subject matter described herein and its 
broader aspects and, therefore, the appended claims are to 
encompass within their scope all Such changes and modifica 
tions as are within the true spirit and scope of this subject 
matter described herein. Furthermore, it is to be understood 
that the invention is defined by the appended claims. It will be 
understood by those within the art that, in general, terms used 
herein, and especially in the appended claims (e.g., bodies of 
the appended claims) are generally intended as "open’ terms 
(e.g., the term “including should be interpreted as “including 
but not limited to the term “having should be interpreted as 
“having at least, the term “includes should be interpreted as 
“includes but is not limited to, etc.). It will be further under 
stood by those within the art that if a specific number of an 
introduced claim recitation is intended, such an intent will be 
explicitly recited in the claim, and in the absence of Such 
recitation no such intent is present. For example, as an aid to 
understanding, the following appended claims may contain 
usage of the introductory phrases “at least one' and “one or 
more' to introduce claim recitations. However, the use of 
Such phrases should not be construed to imply that the intro 
duction of a claim recitation by the indefinite articles “a” or 
“an limits any particular claim containing such introduced 
claim recitation to inventions containing only one such reci 
tation, even when the same claim includes the introductory 
phrases “one or more' or “at least one' and indefinite articles 
such as “a” or “an” (e.g., “a” and/or “an should typically be 
interpreted to mean “at least one' or "one or more'); the same 
holds true for the use of definite articles used to introduce 
claim recitations. In addition, even if a specific number of an 
introduced claim recitation is explicitly recited, those skilled 
in the art will recognize that Such recitation should typically 
be interpreted to mean at least the recited number (e.g., the 
bare recitation of “two recitations, without other modifiers, 
typically means at least two recitations, or two or more reci 
tations). Furthermore, in those instances where a convention 
analogous to “at least one of A, B, and C, etc. is used, in 
general Such a construction is intended in the sense one hav 
ing skill in the art would understand the convention (e.g., “a 
system having at least one of A, B, and C would include but 
not be limited to systems that have A alone, B alone, C alone, 
A and B together, A and C together, B and C together, and/or 
A, B, and C together, etc.). In those instances where a con 
vention analogous to “at least one of A, B, or C, etc. is used, 
in general Such a construction is intended in the sense one 
having skill in the art would understand the convention (e.g., 
“a system having at least one of A, B, or C would include but 
not be limited to systems that have A alone, B alone, C alone, 
A and B together, A and C together, B and C together, and/or 
A, B, and C together, etc.). 
0145 Although various features have been described in 
considerable detail with reference to certain preferred 
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embodiments, other embodiments are possible. Therefore, 
the spirit or scope of the appended claims should not be 
limited to the description of the embodiments contained 
herein. 

1. A method of creating credit transactions in a fictional 
world environment, comprising: 

providing a virtual charge account Service available to a 
participant in the fictional world environment, including 
accepting virtual transactions charged to a virtual credit 
account in connection with purchase activities in the 
fictional world environment; and 

transmitting a billing statement to the participant who 
acquires the virtual credit account. 

2. The method of claim 1 wherein said transmitting the 
billing statement includes: 

authorizing the billing statement to be sent to a real world 
address of the participant. 

3. The method of claim 1 wherein said transmitting the 
billing statement includes: 

authorizing the billing statement to be sent to a fictional 
world address of the participant. 

4. The method of claim 1 further comprising: 
charging a fee to the participant who acquires the virtual 

charge account. 
5. The method of claim 4 wherein said charging a fee 

includes: 
valuating the fee in fictional world money. 
6. The method of claim 4 wherein said charging a fee 

includes: 
valuating the fee in non-monetary fictional world value 

tokens. 
7. The method of claim 4 wherein said charging a fee 

includes: 
valuating the fee in real-world money. 
8. The method of claim 4 wherein said charging a fee 

includes: 
charging a fee based at least partially on interest charges. 
9. The method of claim 4 wherein said charging a fee 

includes: 
charging a fee based at least partially on penalty charges. 
10. The method of claim 4 wherein said charging a fee 

includes: 
charging a discounted fee based on performance records 

for the virtual credit account. 
11. The method of claim 4 wherein said charging a fee 

includes: 
charging an increased fee based on performance records 

for the virtual credit account. 
12. The method of claim 1 wherein said charging a fee 

includes: 
charging a fee based on one or more of following items 

given to the participant as an advance based on a future 
repayment commitment: real-world money, fictional 
world money, fictional world value tokens, fictional 
world permission rights, real-world discounts, fictional 
world discounts. 

13. The method of claim 1 further comprising: 
charging a fee to a virtual seller in the fictional world 

environment who receives payment from the virtual 
charge account service. 

14. The method of claim 1 incorporated in one or more 
computer program products comprising a medium having 
program instructions thereon. 
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15. A computer program product having one or more com 
puter programs for executing a computer process, the com 
puter process comprising: 

providing a virtual charge account Service in a fictional 
world environment; 

processing an authorized fictional world transaction 
involving a virtual credit account; and 

transmitting a billing statement for fees owed with respect 
to the authorized fictional world transaction. 

16. The computer program product of claim 15 wherein 
said transmitting a billing statement that is embodied in said 
computer process includes: 

sending the billing statement to a fictional world address of 
a party responsible for the virtual credit account. 

17. The computer program product of claim 15 wherein 
said transmitting a billing statement that is embodied in said 
computer process includes: 

sending the billing Statement to a real-world address of a 
party responsible for the virtual credit account. 

18. The computer program of claim 15 wherein said com 
puter process further comprises: 

charging a fee to a party responsible for the virtual credit 
account, wherein the fee is based at least partially on at 
least one of the following: interest charges, penalty 
charges, performance records for the virtual credit 
acCOunt,. 

19. The computer program of claim 15 wherein said com 
puter process further comprises: 

valuating a fee owed in fictional world money. 
20. The computer program of claim 15 wherein said com 

puter process further comprises: 
valuating a fee owed in non-monetary fictional world value 

tokens. 
21. The computer program of claim 15 wherein said com 

puter process further comprises: 
valuating a fee owed in real-world money. 
22. The computer program of claim 15 wherein said com 

puter process further comprises: 
charging a fee to a virtual seller who receives payment from 

the virtual charge account service. 
23. The computer program of claim 15 wherein said com 

puter process further comprises: 
charging a fee based on performance records for the virtual 

charge account. 
24. The computer program of claim 15 wherein said com 

puter process further comprises: 
charging a fee based on one or more of following items 

given as an advance based on a future repayment com 
mitment: real-world money, fictional world money, fic 
tional world value tokens, fictional world permission 
rights, real-world discounts, fictional world discounts. 

25. A system for processing virtual credit transactions 
comprising: 

a fictional world environment wherein a virtual transaction 
involves a purchase activity; 

a virtual credit account accessible in the fictional world 
environment for use with the purchase activity; 

a database record for recording the purchase activity; and 
an output device coupled to the database record for com 

municating obligations arising from the purchase activ 
ity to a person or entity responsible for virtual credit 
account obligations. 

26. The system of claim 25 wherein said output device 
provides a billing statement transmitted in the fictional world 
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environment to the person or entity responsible for payment 
obligations of the virtual credit account. 

27. The system of claim 25 wherein said output device 
provides a billing statement transmitted for receipt in the 
real-world by the person or entity responsible for payment 
obligations of the virtual credit account. 

28. The system of claim 25 further comprising a processor 
linked to the database record and to the output device for 
providing a billing statement indicating payment obligations 
of the virtual credit account valuated in one or more of the 
following: fictional world money, real-world money, and 
non-monetary fictional world value tokens. 

29. The system of claim 25 further comprising a processor 
linked to the database record and to the output device for 
providing a billing statement indicating payment obligations 
of the virtual credit account based on one or more of the 
following: interest, penalties, due date, purchase activity 
price, real-world credit performance record, and fictional 
world credit performance record. 

30. The system of claim 25 wherein said fictional world 
environment allows the purchase activity to involve one or 
more of the following: fictional world owner, fictional world 
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operator, third party virtual business entity, real-world credit 
entity, fictional world credit entity, fictional world player, 
fictional world participant, and fictional world character. 

31. A method of creating credit transactions in a fictional 
world environment, comprising: 

providing a virtual charge card account to a user in the 
fictional world environment including accepting virtual 
transactions charged to a virtual credit account in con 
nection with purchase activities in the fictional world 
environment; 

incorporating a benchmark completion requirement based 
on an activity of the user in the fictional world environ 
ment as a basis for giving the user an option to transition 
from the virtual charge card account to an actual finan 
cial account; 

using a microprocessor, transitioning the user to usage of 
the actual financial account responsive to the user com 
pleting the benchmark completion requirement; and 
transmitting a billing statement to the participant who 
acquires the virtual credit account. 

c c c c c 


