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ADVERTISING INSERTION, PROFILING, 
IMPRESSION, AND FEEDBACK 

CROSS-REFERENCE TO RELATED 
APPLICATIONS 

0001. The present application is a continuation and claims 
priority benefit of U.S. patent application Ser. No. 1 1/400,031 
filed Apr. 7, 2006 and titled “Advertisement Insertion, Profil 
ing, Impression, and Feedback which is a continuation-in 
part and claims the priority benefit of U.S. patent application 
Ser. No. 11/085,675 filed Mar. 21, 2005 and titled “Apparatus 
and Method for Executing a Game Program Having Adver 
tisements Therein which is a continuation and claims the 
priority benefit of U.S. patent application Ser. No. 10/007,522 
filed Dec. 6, 2001 and now U.S. Pat. No. 6,882,978, which is 
a continuation and claims the priority benefit of U.S. patent 
application Ser. No. 09/384,894 filed Aug. 27, 1999 and now 
abandoned, which is a continuation and claims the priority 
benefit of U.S. patent application Ser. No. 08/672,116 filed 
Jun. 27, 1996 and now U.S. Pat. No. 5,946,664, which claims 
the foreign priority benefit of Japanese patent application 
number 7-166682 filed Jun. 30, 1995; the present application 
is also a continuation-in-part and claims the priority benefit of 
U.S. patent application Ser. No. 09/452,811 filed Dec. 2, 1999 
and entitled “Method and System for Enabling Optional Cus 
tomer Election of Auxiliary Content Provided on Detachable 
Local Storage Media'; the present application is also a con 
tinuation-in-part and claims the priority benefit of U.S. patent 
application Ser. No. 09/771,751 filed Jan. 29, 2001 and 
entitled “Method and System for Providing Auxiliary Con 
tent Located on Local Storage During Download/Access of 
Primary Content Over a Network'; the present application is 
also a continuation-in-part and claims the priority benefit of 
U.S. patent application Ser. No. 09/780,995 filed Feb. 9, 2001 
and entitled “In-Contents Advertising Method, In-Contents 
Advertising Server, and Program-Transferring Medium for 
Realizing In-Contents Advertising.” which claims the foreign 
priority benefit of Japanese patent application number 2000 
375096 filed Dec. 18, 2000 and Japanese patent application 
number 2000-241861 filed Jul. 4, 2000; the present applica 
tion is also a continuation-in-part and claims the priority 
benefit of U.S. patent application Ser. No. 1 1/241.229 filed 
Sep. 30, 2005 and entitled “Advertising Impression Determi 
nation.” The disclosure of all of these applications is incor 
porated herein by reference. 
0002 The present application is also related to U.S. Pat. 
No. 6,539,544 and entitled “Game Machine System, Broad 
casting System, Data Distribution System, and Method, Pro 
gram Executing Apparatus and Method.” The disclosure of 
this patent is also incorporated by reference. 

BACKGROUND OF THE INVENTION 

Apparatus and Method for Executing a Game Program Hav 
ing Advertisements 
0003. The present invention relates to executing a game 
program having advertisements therein and, more particu 
larly, to apparatus and methods for executing a game program 
in which advertisements can be updated by downloading new 
advertisement data. 

Enabling Optional Customer Election of Auxiliary Content 
0004. The present invention further relates to systems for 
engaging in interactive entertainment or for accessing non 
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interactive entertainment using a networked game console 
connected to a content provider over a bi-directional network, 
and more specifically to maintenance and accessing of cus 
tomer and content databases which Support such systems, for 
enabling playback of both valuable primary content along 
with auxiliary content Such as targeted advertisements. 

Providing Auxiliary Content Located on Local Storage Dur 
ing Download/Access of Primary Content Over a Network 
0005. The present invention further relates to systems and 
methods for providing auxiliary content located on local Stor 
age to a client connected to a primary content provider over a 
bi-directional network, and more specifically to accessing 
auxiliary content during download/access of primary content 
over the network, enabling dissemination of auxiliary content 
during otherwise dormant wait periods. 

In-Contents Advertising Method 

0006. The present invention also relates to an in-contents 
advertising method, an in-contents advertising server, and a 
program-transferring medium for realizing in-contents 
advertising, Suitable for displaying advertisements of adver 
tisers in contents such as games. More specifically, the 
present invention obtains advertisement information appro 
priated beforehand to contents, at the time of activation of the 
contents, and inserts the advertisement information in the 
contents, based on commissioning from advertisers, and 
information contained within contents indicating that adver 
tisements may be inserted, thereby enabling advertising 
within the contents. 

Advertising Impression Determination 

0007. The present invention also relates to targeted adver 
tising. Such as an advertising system and method for dynami 
cally displaying advertisements in the context of video games 
(i.e., in-game advertising). More specifically, the present 
invention provides for the determination and tracking of 
advertising impressions in response to users interacting with 
Video games having in-game advertising functionality. 

SUMMARY OF THE INVENTION 

Apparatus and Method for Executing a Game Program Hav 
ing Advertisements 
0008. In one embodiment of the present invention, appa 
ratus and method for executing a game program having adver 
tisements therein are provided. Apparatus and methods are 
also provided for execution of a game program containing 
advertisements, which are subject to modification. Certain 
limitations may be placed on the execution of a game pro 
gram, in some embodiments, if advertisement information 
has not been updated. 
0009. In accordance with one embodiment of the present 
invention, various apparatus and methods operate to store a 
game program in a memory, receive (e.g., download via a 
transmission line) at predetermined times (e.g., on each new 
day or each time the game program is executed, or each time 
the game system is turned on) advertising data that relates to 
at least one advertisement, store the received advertising data 
in the memory, execute the game program Stored in the 
memory, and output display data, which corresponds to the 
advertisement data stored in the memory in accordance with 
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the game program. Some embodiments of the present inven 
tion include a game program received with advertising data 
ready for execution. 
0010. In additional embodiments of the present invention, 
a game identification code, which identifies the game pro 
gram to be executed, is transmitted to a game service pro 
vider, and advertising data that corresponds to the game pro 
gram identified by the game identification code is received 
from the game service provider. 
0011. In the various embodiments of the present invention, 
a plurality of advertising data corresponding to a plurality of 
game programs are received (e.g., via a satellite transmis 
sion), and display data which correspond to advertisement 
data of the executed game program is output during the execu 
tion thereof. 
0012. In accordance with another embodiment of the 
present invention, apparatus and methods operate to store a 
game program and advertising data that relates to a plurality 
of advertisements in a memory, receive at predetermined 
times advertising selection data that identifies selected adver 
tisements stored in the memory, execute the game program 
stored in the memory, and output display data which corre 
sponds to the selected advertisements as identified in the 
advertising selection data at respective times in accordance 
with the game program. 

Enabling Optional Customer Election of Auxiliary Content 
0013 An embodiment of the present invention provides a 
system and method whereby advertisements are made avail 
able to customers via a detachable local storage medium, Such 
as a DVD or CD-ROM disc, which is intended to be inserted 
into a game console connected via a bi-directional network to 
a specified content provider, wherein the game console 
includes a control function for enabling the auxiliary content 
such as advertisements to be viewed, at the option of the 
customer, while the customer accesses valuable media con 
tent from a primary content database maintained solely by the 
content provider. 
0014. Additional embodiments of the present invention 
provide a system and method as described above, wherein 
viewing of auxiliary data Such as advertisements can be dis 
abled by a control function of the game console at any time 
prior to download or during playback of the primary media 
data. 
0015 Still further embodiments provide a system and 
method as described above, wherein a record is maintained of 
times and durations for which a customer has elected to view 
auxiliary content along with viewing of valuable media con 
tent, wherein an auxiliary content viewing record is Subse 
quently uploaded to the server station maintained by the 
content provider and can be used as a basis for assessing 
advertising fees to an advertiser, as well as updating of the 
customer database. 
0016 A further embodiment of the present invention pro 
vides a system and method as described above, wherein a 
customer database is maintained in the server station, con 
taining identifying information of users who access the server 
station, wherein such identifying information is capable of 
being downloaded into the game console in order to enable 
only auxiliary content which is customized based on a user's 
identification profile to be loaded and viewed. 
0017 Additional embodiments provide key data, which 
may include a media or customer identifier and an authenti 
cation code, on the detachable local storage medium on the 
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client side of the system, whereby the key data is used to 
authenticate access to a specified server station which pro 
vides primary media content, and whereby such primary 
media content cannot be accessed unless the local storage 
medium is inserted into the game console. 
0018. As a result of the above described embodiments, 
improvements over known advertisement methods can be 
achieved. As an advertisement medium, by use of a local 
storage medium such as CD-ROM or DVD, there is no need 
as in the prior art for advertisers to expend costs for mainte 
nance of a large scale advertisement database on the server 
side of the system. Therefore, advertisers are afforded great 
flexibility in preparing their own advertising content on rela 
tively low cost packaged media, where at the same time 
advertisers can associate their auxiliary content with speci 
fied valuable media content downloadable from a main con 
tent provider. 
0019. Additionally, the cost and time associated with 
downloading of large Volume auxiliary data are avoided. 
Because the cost of packaged media such as CD-ROM or 
DVD is relatively low, advertisers have the advantage of 
being able to easily distribute Such media as inserts in maga 
zines and the like. In addition, because of their ability to hold 
large scale data, Such detachable packaged media have the 
ability to handle multi-colored animation or lengthy playing 
of auxiliary content which is highly suitable for advertise 
mentS. 

0020. A significant advantage of the present invention is 
the ability for advertisers to associate their auxiliary content 
with specified highly popular and valuable primary media 
content such as feature movies, interactive games, popular 
utility programs and the like, which are downloaded from the 
main content server. That is, merely by contracting with and 
following a prescribed format determined by the primary 
media content provider, advertisers are then able to easily 
manufacture their own advertisement containing CD-ROM 
or DVD media discs which are easily distributed to custom 
ers. Because of their association with popular and valuable 
primary media content, customers become highly motivated 
to use such CD-ROM or DVD media as a means for gaining 
access to the primary media content. 

Providing Auxiliary Content Located on Local Storage Dur 
ing Download/Access of Primary Content Over a Network 
0021. An embodiment of the present invention provides a 
system and computer-based method for providing auxiliary 
content located on local storage to a client connected to a 
primary content provider over a network, particularly during 
transfer of primary content via a server dedicated to download 
operations. Control over the auxiliary content, primary con 
tent and/or the download management server is exercised by 
a distributor. 
0022. The exemplary system includes the download man 
agement server, a customer database and a primary content 
database on the server side, and a client console including a 
local storage device containing the auxiliary content on the 
client side. The auxiliary content provided can be varied 
based on one or more user preferences, one or more distribu 
torpreferences, or a combination of both user and distributor 
preference information With respect to user preferences, 
either previously acquired information is used or the user is 
prompted to chose from a selection of specific content items 
and categories of content, default content is provided if no 
user preferences are available/selected. 
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0023. With respect to exemplary distributor preferences, 
the download management server sends the user auxiliary 
content assignment data before sending the requested pri 
mary content; according to the data, the client computer 
executes the appropriate auxiliary content stored in the local 
storage. The auxiliary content is stored in the local storage 
prior to download of the primary content from the download 
management server, though the user can acquire the local 
storage and/or auxiliary content by a variety of means (e.g., 
the auxiliary content can be provided on a CD-ROM, sent to 
a client hard drive over the network, etc.). 
0024. An embodiment of the present invention provides a 
system and method whereby advertisements or auxiliary con 
tent are made available to customers via removable local 
storage, such as a DVD or CD-ROM disc, which is intended 
to be inserted into a client console connected via a bi-direc 
tional network to a specified content provider, wherein the 
client console includes a control function for enabling the 
auxiliary content Such as advertisements to be viewed, at the 
option of the customer, while the customer accesses valuable 
content from a primary content database maintained solely by 
the content provider. 
0025. An additional embodiment of the present invention 
provides a system and method as described above, wherein a 
customer database is maintained in the server station, con 
taining identifying information of users who access the server 
station, wherein such identifying information is capable of 
being downloaded into the client console in order to enable 
only auxiliary content which is customized based on a user's 
identification profile to be loaded and viewed. 
0026. A still further embodiment of the present invention 
provides key data, which may include a local storage device 
identifier or customer identifier and an authentication code, 
on removable local storage on the client side of the system, 
whereby the key data is used to authenticate access to a 
specified server station which provides primary content, and 
whereby such primary content cannot be accessed unless the 
local storage is inserted into the client console. 
0027. As a result of the above-described objects of the 
invention, improvements over known advertisement methods 
can be achieved As an advertisement medium, by use of local 
storage such as CD-ROM or DVD, there is no need as in the 
prior art for advertisers to expend costs for maintenance of a 
large-scale advertisement database on the server side of the 
system. Therefore, advertisers are afforded great flexibility in 
preparing their own advertising content on relatively low cost 
packaged storage media, where at the same time advertisers 
can associate their auxiliary content with specified valuable 
primary content downloadable from a main primary content 
provider. 
0028. Furthermore, the cost and time associated with 
downloading of large-volume auxiliary data can be avoided. 
Because the cost of packaged storage media Such as CD 
ROM or DVD is relatively low, advertisers have the advan 
tage of being able to easily distribute such devices as inserts 
in magazines and the like. In addition, because of their ability 
to hold large amounts of data, Such removable packaged 
storage media have the ability to handle multicolored anima 
tion or other lengthy auxiliary content, which is highly Suit 
able for advertisements. 
0029. A significant advantage of the present invention is 
the ability for content providers to associate their auxiliary 
content with specified highly popular and valuable primary 
content such as feature movies, interactive games, popular 
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utility programs and the like, which are downloaded from the 
main content server. That is, merely by contracting with and 
following a prescribed format determined by the primary 
content provider, advertisers are then able to easily manufac 
ture their own advertisement containing CD-ROM or DVD 
discs which are easily distributed to customers. Because of 
their association with popular and valuable primary content, 
customers become highly motivated to use CD-ROM or DVD 
as a means for gaining access to the primary content. 

In-Contents Advertising Method 

0030. An embodiment of the disclosed in-contents adver 
tising method according to the present invention includes 
advertisement information provided beforehand in contents, 
based on information contained within contents indicating 
that advertisements may be inserted within the contents. 
0031 Additionally, an embodiment of the exemplary in 
contents advertising server according to the present invention 
inserts advertisement information in contents, based on speci 
fications of the advertiser, and information contained within 
contents indicating that advertisements may be inserted. 
0032. The exemplary program transferring medium 
according to an embodiment of the present invention is for 
realizing in-contents advertisements by obtaining advertise 
ment information appropriated beforehand to the contents, at 
the time of activation of the contents, and inserting the adver 
tisement information in the contents, based on information 
contained within contents indicating that advertisements may 
be inserted. 

0033. An exemplary digital contents distribution system 
according to an embodiment of the present invention for 
realizing in-contents advertisements comprises: a digital con 
tents distribution system comprising a first server storing a 
plurality of digital contents to be provided; an advertisement 
information providing system comprising a database storing 
advertisement information which is to be set inadvertisement 
areas in the digital contents; and a plurality of user terminal 
devices; wherein, in response to download requests for spe 
cific digital contents from the users, the digital contents dis 
tribution system receives advertisement information corre 
sponding to the specific digital contents from the database of 
the advertisement information providing system, and Subse 
quently distributes the specific digital contents to the user. 
0034. An embodiment of the digital contents distribution 
system for realizing in-contents advertisements according to 
an embodiment of the present invention comprises: a digital 
contents distribution system comprising a first server storing 
a plurality of digital contents to be provided; an advertisement 
information providing system comprising a database storing 
advertisement information which is to be set inadvertisement 
areas in the digital contents; and a plurality of user terminal 
devices; wherein, in response to download requests for spe 
cific digital contents from the users, the digital contents dis 
tribution system distributes the specific digital contents to the 
user, and wherein the advertisement information providing 
system transmits advertisement information corresponding 
to the specific digital contents from the database, to the user. 
0035 Certain embodiments of the presently digital con 
tents distribution system according to the present invention 
may configure a network of the digital contents distribution 
system comprising the first server, the advertisement infor 
mation providing system comprising the database, and the 
plurality of user terminal devices, using one, or two or more, 
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of the following means: cable television, broad-band wireless 
network, and optical fiber network. 
0036 An embodiment of the digital contents distribution 
system according to the present invention may further com 
prise means for recording the transmission state of the adver 
tisement information, with advertising fees being calculated 
based on the recording results, and may further comprise a 
contents providing system for creating contents and provid 
ing the contents to the digital contents providing system, and 
an advertisement creating system for creating advertisement 
information and providing the advertisement information to 
the advertisement information providing system. 
0037. Some embodiments of the digital contents distribu 
tion system may further comprise a banking system, wherein 
the advertisement information providing system comprises 
means for recording the transmission state of the advertise 
ment information, with advertising fees being calculated 
based on the recording results, and the advertiser is billed for 
the advertising fees from the bank. 
0038. The exemplary advertisement information provid 
ing system may provide the advertisement creating system 
with advertisement structure information containing at least 
portions and times regarding which advertisement insertion 
can be made, and the advertisement creating system may 
provide the advertisement information creating system with 
advertisement information created based on the advertise 
ment structure information and specified information from 
the advertiser. 
0039 Exemplary digital contents data may contain adver 
tisement programs, with the advertisement information being 
set into the digital contents by the advertisement programs. 
Additionally, an exemplary digital contents providing system 
according to the present invention comprises a plurality of 
servers storing digital contents, wherein the digital contents 
providing system configures an advertisement information 
providing system having a database storing advertisement 
information to be set into advertising areas within the digital 
contents, and a network, and wherein, in response to down 
load requests for digital contents from the users, the digital 
contents distribution system receives corresponding adver 
tisement information from the database, and distributes the 
advertisement information along with the requested digital 
COntentS. 

Advertising Impression Determination 
0040. An embodiment of the present invention may be 
configured to provide a system and method for deploying and 
tracking advertisements across a video game network. 
Embodiments of the present invention may also be configured 
to provide a method for determining an impression area in a 
Video game environment relative an advertisement in the 
environment. 
0041 An embodiment of the present invention may be 
configured to provide a method for identifying an obstruction 
in the impression area and redefining the impression area 
based on the presence of the obstruction. An embodiment of 
the present invention may also be configured to provide a 
method for verifying an advertising impression in a video 
game environment when a video game character is present in 
an impression area with an unobstructed view of a related 
advertisement. 
0042. An embodiment of the present invention may be 
configured to further provide a method for determining the 
time a video game character is present in an impression area 
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with an unobstructed view of an advertisement. An embodi 
ment of the present invention may also be configured to 
provide a system for determining when an advertising 
impression has been made in a video game environment. 
0043. An embodiment of the present invention may be 
configured to provide a system for processing a payment 
based on the presence of a video game character in an impres 
sion area in a video game environment. An embodiment of the 
present invention may also be configured to allow advertisers 
to identify popular games and/or effective advertisements to 
allow for the establishment of proper pricing models, receive 
feedback on their products, market to various segments and 
deploy custom programming relating to advertising cam 
paigns in an adaptable in-game advertising network. 

BRIEF DESCRIPTION OF THE DRAWINGS 

Apparatus and Method for Executing a Game Program Hav 
ing Advertisements 
0044 FIGS. 1A and 1B are pictorial representations of an 
auto racing game in which two different advertisements are 
displayed; 
0045 FIGS. 2A and 2B are pictorial representations of 
another scene of the auto racing game in which two different 
advertisements are displayed; 
0046 FIGS. 3A and 3B are schematic diagrams of the data 
structure of a game program stored in the game system of the 
present invention; 
0047 FIG. 4 is a flow chart of the operation of the game 
system of the present invention; 
0048 FIGS. 5A and 5B schematically illustrate the data 
structure of a game program stored in the game system in 
accordance with another embodiment of the present inven 
tion; 
0049 FIG. 6 is a flow chart of the operation of the game 
system having the data structure shown in FIGS.5A and 5B in 
accordance with the present invention; 
0050 FIG. 7 is a block diagram of both the receiving and 
transmitting sides of the game system of the present inven 
tion; 
0051 FIG. 8 is a block diagram of the game system in 
accordance with another embodiment of the present inven 
tion; 
0.052 FIG. 9 is a block diagram of the game system in 
accordance with a further embodiment of the present inven 
tion; 
0053 FIGS. 10A and 10B are schematic diagrams of the 
data structure of game data received by the game system 
shown in FIG. 9; 
0054 FIG. 11 is a schematic diagram showing multiple 
game systems which receive game data from a single host 
computer in accordance with the present invention; 

Enabling Optional Customer Election of Auxiliary Content 
0055 FIG. 12 illustrates an overall system configuration 
of a system for enabling display of primary media content, 
along with optional display of locally stored auxiliary media 
content, according to an embodiment of the present invention; 
0056 FIG. 13 is a flowchart which describes functions 
performed by the primary content server during communica 
tion with a networked game console; 
0057 FIG. 14 is a flowchart which describes functions 
performed by a networked game console during communica 
tion with the primary content server; 
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0058 FIG. 15 is a diagram of data contents contained on a 
detachable storage medium inserted in the game console; 
0059 FIG. 16 is a process diagram describing the steps 
undertaken in the game console during access with the pri 
mary content server; 
0060 FIG. 17 is a diagram describing an exemplary busi 
ness model implemented according to the teachings of the 
present invention; 

Providing Auxiliary Content Located on Local Storage Dur 
ing Download/Access of Primary Content Over a Network 
0061 FIG. 18 illustrates a block diagram of a computer 
network system that implements embodiments of the present 
invention; 
0062 FIG. 19 is a flowchart that illustrates some down 
load management server steps taken in providing the desired 
auxiliary content during download of primary content, 
according to one embodiment of the present invention; 
0063 FIG. 20 is a flowchart that illustrates some client 
side steps taken in providing the desired auxiliary content 
during download of primary content, according to one 
embodiment of the present invention; 

In-Contents Advertising Method 
0064 FIG. 21 is a block diagram illustrating an overall 
system connected to a network; 
0065 FIG. 22 is a communication flow illustrating infor 
mation exchange between parties; 
0066 FIGS. 23A and 3B are explanatory diagram illus 
trating an example of the data configuration of advertising 
structure information, and a screen example for advertisers; 
0067 FIG. 24 is a screen example for advertisers indicat 
ing the time slot for displaying advertisements, status, and 
monetary amount; 
0068 FIG. 25 is a block diagram illustrating a configura 
tion example of a user client terminal; 
0069 FIG. 26 is an explanatory diagram illustrating the 
configuration of contents downloaded to the user client ter 
minal; 
0070 FIG. 27 is a flowchart illustrating advertising opera 
tions in the event that a game is activated at the user client 
terminal; 
0071 FIG.28 is a flowchart illustrating the operation of an 
advertising program which operates on the client terminal 
where the game has been activated; 
0072 FIG. 29 is a flowchart illustrating the advertisement 
output operations in the event that game data is being down 
loaded to the user client terminal; 

Advertising Impression Determination 
0073 FIG. 30 illustrates line-of-sight obstacles as may be 
found in a video game environment, in one embodiment in 
accordance with the present invention; 
0074 FIG.31 illustrates a positional relationship between 
a game character and an advertisement, in one embodiment in 
accordance with the present invention; 
0075 FIG. 32 illustrates a second positional relationship 
between a game character and an advertisement, in one 
embodiment in accordance with the present invention; 
0076 FIGS. 33A and 33B illustrate two positional rela 
tionships between a game character and an advertisement 
relative obstacles in animpression area, in one embodiment in 
accordance with the present invention; 
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0077 FIG. 34 illustrates an exemplary line-of-sight deter 
mination methodology to be used in determining the occur 
rence of an advertising impression, in one embodiment in 
accordance with the present invention; 
0078 FIGS. 35A-35B illustrates the correlation between 
an impression counter and a positional relationship of a game 
character and an advertisement, in one embodiment in accor 
dance with the present invention; and 
007.9 FIG. 36 illustrates an alternative correlation 
between an impression counter and a positional relationship 
ofa game character and an advertisement, in one embodiment 
in accordance with the present invention. 

DETAILED DESCRIPTION 

Apparatus and Method for Executing a Game Program Hav 
ing Advertisements 
0080 FIGS. 1A and 1B are pictorial representations of an 
auto racing game in which a commercial advertisement A is 
displayed on a billboard in FIG. 1A and a different commer 
cial advertisement B is displayed on the billboard as shown 
in FIG. 1B. Similarly, FIGS. 2A and 2B are pictorial repre 
sentations of another scene of the auto racing program in 
which commercial advertisements C and D. respectively, 
are displayed on the clothing of the racing car driver. As seen 
from both set of FIGS. 1A and 1B and FIGS. 2A and 2B, 
advertisements A and B are displayed in the same scene of 
the auto racing program (of course, at different times) and 
advertisements C and D also are displayed in the same 
scene of the auto racing program. 
I0081 Referring next to FIGS. 3A and 3B of the drawings, 
the data structure of a game program at two different times of 
execution (to be discussed) in accordance with an embodi 
ment of the present invention is shown. As shown in FIG.3A, 
the game program is comprised of a main program M, which 
generally represents the entire game program except for 
advertisement data, and advertisement data A and C, which 
are stored in memory areas A0 and C0, respectively. Adver 
tisement data A and C represent the commercial advertise 
ments A and C shown in FIGS. 1A and 2A, respectively. 
Thus, when a game program having the data structure shown 
in FIG. 3A is executed, commercial advertisement A is dis 
played in one scene of the auto racing program and advertise 
ment C is displayed in another scene. 
0082 FIG. 3B illustrates the data structure of the same 
game program shown in FIG. 3A, except advertisement data 
B and Dare stored in memory areas A0 and C0, respectively, 
instead of advertisement data A and C. Thus, when the auto 
racing program having the data structure shown in FIG. 3B is 
executed, commercial advertisement B is displayed (see FIG. 
1B) in the same scene advertisement A was displayed and 
commercial advertisement D is displayed (FIG. 2B) in the 
same scene advertisement C was displayed. If advertisement 
data A and C in a game program therefore are replaced by 
advertisement data B and D, respectively, after the purchase 
thereof. Such a game program would be more valuable to the 
advertisers. It is appreciated that the main program Mand the 
advertisement data stored in memory areas A0 and C0 may be 
stored in a single memory or in separate memories. 
I0083) Referring now to FIG. 4, a flow chart of the opera 
tion of a game system in accordance with the present inven 
tion is shown. Whena home game system is turned on, a game 
program (e.g., having the data structure shown in FIG. 3A) is 
executed at step 410 and a sequence of operations is per 
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formed in accordance with the program code of main pro 
gram M. At an appropriate time during the execution of main 
program M, the advertisement data stored in area A0, for 
example, advertisement data A, is read therefrom and dis 
played, such as shown in FIG. 1A, at step 420. If, however, 
advertisement data B is stored in memory area A0, commer 
cial advertisement B (shown in FIG. 1B) is displayed at step 
420. The game program continues at step 430 and, an appro 
priate time as designated by the game program, the advertise 
ment data stored in memory area C0 is read therefrom and 
displayed at step 440, such as shown in FIG. 2A. Upon 
completion of step 440, the game program continues its 
operation at step 450 until the completion of the program. 
I0084 FIGS. 5A and 5B schematically illustrate the data 
structure of a game program in accordance with another 
embodiment of the present invention in which main program 
M and all of the advertisement data A, B, C and D stored 
therein remains unchanged (i.e., fixed data). However, an 
advertisement selection code S is variable, wherein FIG. 5a 
illustrates the data structure of a game program having the 
advertisement selection code S, which indicates that adver 
tisement data A and Care selected, and FIG. 5B illustrates the 
data structure of a game program having the advertisement 
selection code S, which indicates that advertisement data B 
and D are selected. Thus, the main program M and all of the 
advertisement data A, B, C and D are fixed data and only the 
advertisement selection code S is variable data. 

0085 FIG. 6 is a flow chart illustrating the operation of a 
game system which executes a game program having a data 
structure shown in either FIG. 5A or 5B. When a user selects 
a particular game to be executed, the game system downloads 
at step 600 from an on-line game system service provider (to 
be discussed) the fixed data of that particular game, which 
consists of main program M and advertisement data A, B, C 
and D shown in FIG. 5A. The main program M and the 
advertisement data are stored in the game system's memory, 
typically non-volatile memory. If this fixed data already is 
stored in the game system's memory, step 600 is not executed. 
Selection code S is downloaded at step 605, whether or not 
step 600 is executed, and such selection code S identifies 
which advertisements are to be displayed during the execu 
tion of the game program. Upon downloading of selection 
code S, main program M is executed at Step 610 in a manner 
similar to step 410 of FIG. 4 and at an appropriate time during 
the execution of the game program, selection code S is read 
from the game system's memory at Step 620, and the first 
advertisement to be displayed is identified at step 630. If 
selection code S identifies commercial 'A' as the first adver 
tisement to be displayed (i.e., S-S), advertisement data A is 
read from memory and displayed at step 640. On the other 
hand, if advertisement B is identified as the first advertise 
ment to be displayed (i.e., S=S), advertisement data B is 
read from memory and displayed at step 650. The game 
program then continues at step 660 and at an appropriate time 
therein, selection code S is read from memory at step 670 so 
that the next commercial advertisement to be displayed can be 
identified at step 680. If advertisement C is identified by 
selection code S (i.e., S=S), then advertisement data C is 
read from memory and subsequently displayed at step 690, 
but if advertisement D is identified by selection code S (i.e., 
S-S), advertisement data D is read from memory and dis 
played at instruction step 692. The game program then con 
tinues at step 694 until completion. As shown in FIG. 6, x' in 
steps 630 and 680 represents a do not care condition since 
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step 630 is identifying only the first commercial advertise 
ment that is to be displayed and step 680 is identifying only 
the second commercial advertisement that is to be displayed. 
Furthermore, FIG. 6 is only an exemplary flow chart of the 
game system of the present invention, and it is appreciated 
that there may be more than two commercial advertisements 
identified by selection code S. 
I0086 Referring back to FIG. 4, prior to the execution of 
the game program at Step 410, the advertisement data stored 
in memory areas A0 and C0 are downloaded from an on-line 
game system provider in a manner similar to that performed 
previously described with reference to FIGS.5A, 5B and 6. 
Namely, each time a user wishes to execute a particular game 
program, the game system downloads advertisement data 
from an external source and stores the advertisement data in 
memory areas A0 and C0. Similarly, when a user selects a 
game program in the game system which operates in the 
manner shown in FIG. 6, a selection code S, which identifies 
which advertisements stored in memory are to be displayed 
during the execution of the game program, is downloaded. 
However, if the desired game program is not stored in the 
game system's memory (e.g., on a hard disk, floppy disk, CD 
ROM, magneto-optical disk, etc.) both of the above-dis 
cussed embodiments of the present invention also download 
the fixed data of the game program. It is seen, therefore, that 
prior to the execution of a game program on a game system of 
the present invention, either the particular advertisement data 
representing the image data of the advertisements that are 
displayed during the execution of the program are down 
loaded or the advertisement selection code S is downloaded to 
the game system. In either case, commercial advertisements 
are kept current, and since the amount of advertisement data 
is relatively small compared to the size of the game program 
itself, the amount of download time is small in the first 
discussed embodiment. Of course, the download time of 
advertisement selection code S in the second discussed 
embodiment is insubstantial. 

0087. In accordance with certain embodiments of the 
present invention, updated or new advertisement data is 
downloaded or a new advertisement selection code is down 
loaded each time a game program is executed. However, Such 
data need not be downloaded every time the game program is 
executed, and instead, may be downloaded only on a new day 
or a new week (or month) on which the game program is 
executed. Since commercial advertisements generally do not 
change multiple times within the same day, downloading 
Such commercial advertisements more than once per day may 
be unnecessary. In an alternative embodiment of the present 
invention, commercial advertisement data or advertisement 
selection code S is downloaded each time the game system is 
turned on. 

I0088 Referring now to FIG. 7, a block diagram of both the 
game system (i.e., the receiving side) and a transmission 
system (i.e., the transmitting side) in accordance with an 
embodiment of the present invention is shown. The transmis 
sion system may be an on-line game system service provider, 
the game manufacturer itself, a telecommunication company 
which sells commercial advertisements, or any other Suitable 
system in which the present invention may be applied. The 
transmission system generally is comprised of a system con 
troller 700, memories 710 and 720 (e.g., hard-disk drives), a 
switching circuit 730, an encoder 735, and a transmitter 740. 
The transmission system Supplies the main program M of a 
game and advertisement data to a game system of the present 
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invention which generally is located in the home via a trans 
mission line 745, for example, an ISDN (integrated services 
digital network), an ordinary telephone line, or any other 
Suitable transmission line. The game system of the present 
invention generally is comprised of a receiver 750, a decoder 
755 and a game machine 760, which includes therein a 
memory 765, for example, a magneto-optical disk drive or 
other suitable non-volatile read/write memory. 
I0089. System controller 700 of the transmitting side 
shown in FIG. 7 controls memory 710, which stores therein 
the main program Mofa game program, memory 720, which 
stores therein advertisement data, and switch 730, which 
switches between the outputs of memories 710 and 720. The 
advertisement data stored in memory 720 may be changed if 
it is desired to display a different advertisement when the 
game program is executed. When main program M is to be 
downloaded to the game system, in response to a suitable 
request from the game system, system controller 700 controls 
memory 710 and switch 730 so that main program Mstored in 
memory 710 is supplied to encoder 735 which encodes the 
Supplied data as is known in the art so that the data is Suitable 
for transmission and Supplies the encoded data to transmitter 
740 which transmits the encoded data via transmission line 
745 to the game system of the present invention. Receiver 750 
of the receiving side receives the transmitted signal, decoder 
755 decodes the transmitted signal, and game machine 760 
stores in memory 765 the decoded signal (i.e., main program 
M). System controller 700 then controls memory 720 and 
switch 730 to read out and supply the advertisement data 
stored in memory 710 so that it may be transmitted to the 
game system. The advertisement data is received, decoded 
and stored in memory 765. 
0090 When main program Malready is stored in memory 
765, then only advertisement data stored in memory 720 is 
transmitted to the game system. As previously mentioned, 
main program M is stored in memory 710 and advertisement 
data is stored in memory 720. However, in the previously 
discussed embodiment described with reference to FIGS.5A, 
5B and 6, main program Mas well as advertisement data A, B, 
C and D are stored in memory 710 and only advertisement 
selection code S is stored in memory 720. Therefore, only 
advertisement selection code S is transmitted to the game 
system when main program M and the advertisement data 
(i.e., the fixed data) already are stored therein. Memories 710 
and 720 may represent different memories of the transmis 
sion system or simply different memory locations in the same 
memory device. 
0091 FIG. 8 is a block diagram of a game system in 
accordance with another embodiment of the present inven 
tion. In this embodiment, a game program stored on a perma 
nent storage medium, for example, an optical disk, is pur 
chased by a user. The optical disk is inserted in a magneto 
optical disk drive 840 (or other suitable reproducing device) 
which reproduces the game program stored thereon. As 
shown, the game system is comprised of a transceiver/inter 
face 855, a memory 850, a system controller 870, a keyboard 
interface 815, a decoder 825, a picture controller 830 and 
memory 840 which is comprised of the magneto-optical disk 
drive having the optical disk loaded therein. Identification 
data stored on the optical disk and which identifies the game 
program stored thereon is reproduced therefrom and trans 
mitted via transceiver 855 to an on-line game service pro 
vider, such as disclosed in FIG. 7. In response to the trans 
mission of the identification data, the service provider 
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transfers to the game system shown in FIG. 8 updated vari 
able data, which either is the advertisement data (i.e., adver 
tisement data A, B, C or D, or any combination thereof) or 
advertisement selection code S, as previously discussed. The 
updated variable data is received by transceiver 855 and 
stored in memory 850. The variable data stored in memory 
850 then is stored on the optical disk of memory 840. Alter 
natively, the variable data is not permanently stored. In either 
case, the game program stored on the optical disk is not 
executed until updated commercial advertisement data is Sup 
plied from the service provider. 
0092. Upon receiving updated commercial advertisement 
data, the game program is executed and at an appropriate 
time, the stored data is decoded in decoder 825 and supplied 
to picture controller 830 which converts the decoded data to a 
Video signal and which Supplies the video signal for display 
on a video monitor (not shown). Furthermore, user com 
mands are entered on a keyboard (not shown) which is 
coupled to keyboard interface 815 which decodes the Sup 
plied commands and which Supplies the decoded commands 
to system controller 870. System controller 870 controls the 
operations of the various devices of the game system of the 
present invention in a manner known in the art. Thus, the 
game system of FIG. 8 is similar to the game system shown in 
FIG. 7 except main program M (along with advertisement 
data A, B, C, D in the second discussed embodiment) is not 
downloaded but is stored on a magneto-optical disk that is 
purchased by a consumer. 
I0093 FIG.9 is a block diagram of a further embodiment of 
the present invention in which the variable data (i.e., the 
advertisement data or the advertisement selection code) is 
Supplied to the game system via a satellite transmission. In the 
embodiment of FIG. 9, the variable data is repeatedly trans 
mitted over a satellite transmission Such that the system of 
FIG.9 only waits for a relatively short period of time before 
receiving the variable data that corresponds to the particular 
game program that has been selected to be executed. When a 
user inserts in CD ROM drive 960 a CD ROM (or magneto 
optical disk) having a game program stored thereon and 
executes via keyboard interface 950 the game program, a 
game identification code stored on the CD ROM is repro 
duced therefrom and Supplied to random access memory 
(RAM) 905 in a manner similar to that previously described 
with reference to FIG. 8. System controller 940 then ascer 
tains the transmission channel on which the variable data 
corresponding to the selected game program is transmitted 
and controls receiver 970 to receive satellite transmissions on 
the ascertained channel. 

0094 FIGS. 10A and 10B illustrate the data structure of 
data transmitted over two different channels of a satellite 
transmission. As shown, FIG. 10A shows the data transmitted 
on a channel G and FIG. 10B shows the data transmitted on a 
channel H. Channel G includes thereon data corresponding to 
two game programs J and K, and channel H includes thereon 
data corresponding to three game programs P, Q and R. If the 
executed game program corresponds to, for example, game J 
on channel G, a receiver is controlled to receive data trans 
mitted on channel G, and upon receipt of software identifica 
tion data J on channel G, advertising data J-1 and J-2 trans 
mitted thereafter are stored in memory as, for example, 
commercial advertisements A and C, respectively. The adver 
tisement data further may be stored in a non-volatile memory 
(e.g., a hard disk or M-O disk) so that the advertisement data 
does not need to be downloaded again in the event of a power 
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failure. Furthermore, the game system may be designed to 
require that updated advertisement data be downloaded each 
time the game is executed, or each new day (or week, etc.) on 
which the game is executed, or each time the system is turned 
on, or at any other desired interval of time. The game program 
then is executed in a manner similar to that previously 
described with reference to FIG. 8. 
0095 FIG. 11 is a schematic diagram showing a plurality 
of game systems 1120, 1130, 1140... each interacting with 
a host computer 1110 (i.e., the game service provider) via 
plural transmission lines. It is seen that since main programM 
of a game program is only downloaded to each game system 
at most one time and since advertisement data or advertise 
ment selection codes have a relatively small amount of data, 
the transmission thereof is relatively short so that a transmis 
sion system generally will be operable to service a relatively 
large number of home game systems. 
0096. In each of the above discussed embodiments, com 
mercial advertisements are updated on a regular basis Such 
that profits made from Such advertisements can be expected to 
Substantially increase. Furthermore, since the amount of 
advertisement data that is downloaded to a game system is 
relatively small compared to the amount of data in a game 
program, download times are relatively short. Still further, the 
game system shown in FIG. 9 operates to download updated 
advertisement data in a manner that is transparent to a user of 
Such game system. 
0097 While embodiments of the present invention has 
been particularly shown and described in conjunction with 
the embodiments thereof, it will be readily appreciated by 
those of ordinary skill in the art that various changes may be 
made without departing from the spirit and scope of the 
invention. For example, although the present invention has 
been described as displaying two commercial advertisements 
from a selection of four advertisements, the present invention 
is not limited to this number of advertisements and may be 
applied to game programs that display a relatively large num 
ber of advertisements during the execution of a particular 
game. 
0098. As another example, although the present discus 
sion is directed to home game systems, the present invention 
is not limited solely to the home and may be widely applied to 
game systems located in other locales, including game 
arcades and companies. 

Enabling Optional Customer Election of Auxiliary Content 
0099 FIG. 12 shows the configuration of a system for 
enabling display of primary media content, along with 
optional display of auxiliary media content, according to an 
embodiment of the present invention. The term primary 
media content in the context of the specification and claims 
shall be understood to refer to a collection of downloadable 
contents which may consist of any one of video linear stream 
ing data, such as a motion picture in the MPEG2 format, 
linear audio streaming data such as MP3 data, binary program 
data or any combination of Such data. On the other hand, 
excluded from the definition of primary media content are 
services which are used solely to provide access to a network, 
for example browser software or protocol handlers whose 
main function is only to establish a network connection. 
0100. As shown in FIG. 1, the system configuration is 
made up of a server side system comprising a download 
service management server 1210, a customer database 1220 
and a contents database 1230, which are interconnected by a 

Jul. 14, 2011 

local area network (LAN) 1240. The primary media content 
as described in the preceding paragraph is stored in a contents 
database 1230 which makes up part of the serverside system. 
The customer database 1220 stores a collection of data about 
individual customers who access the download service 
through a bi-directional network 1250. The data for indi 
vidual customers may consist of the customer's name, home 
address, age, gender, occupation, income, hobbies and inter 
ests, information about family members, purchasing history, 
preference of gender in contents viewed, or any other descrip 
tive information about a user which may be beneficial to 
advertisers in targeting auxiliary media to customers. 
0101. Further, such customer data is not static, but is 
updateable based on a user's access history of the primary 
contents data, for example data concerning which primary 
contents are accessed and/or how many times a given cat 
egory (e.g. type of music, genre of movies, etc.) of primary 
contents are accessed may be recorded and used for updating 
the customer data, thereby enabling advertisers to tailor their 
advertisements more effectively to a given customer. 
0102 The download service management server 1210 is a 
server System which is set up to handle download requests 
from a user. Access to the server 1210, which may comprise 
one of several servers, is facilitated through a typical device 
known as a router (not shown) on the LAN 1240, which 
directs requests to the download management server 1210. 
When the server 1210 receives requests from a user, the server 
executes a download of requested primary media content 
from the contents database 1230. Along with processing 
requests for downloading of primary media content, the 
server 1210 also retrieves the requesting user's customer data 
from the customer database 1220 and attaches it with the 
requested primary contents, which are then transmitted via 
the network by means of a known networking protocol stan 
dard, such as FTP (file transfer protocol). 
0103) The network 1250 is normally a bi-directional digi 

tal communications network that connects the user's terminal 
hardware with the download service management server 10 
provided on the server side of the system. With current tech 
nologies, a CATV bi-directional network, ISDN or xDSL 
high speed networks are examples of existing infrastructures 
enabling the necessary network connections for implement 
ing the present invention. 
0104. The client side of the system configuration com 
prises a modem or network adapter 1260, a networked game 
console 1270 which utilizes a detachable storage medium 
1280 therein, and a TV monitor or any other suitable display 
means 1290 connected to the game console 1270. 
0105. The console 1270 comprises a system having a 
CPU, such as a personal computer for home use, a video game 
machine (TV game machine) as a video entertainment sys 
tem, a set-top box, or a personal digital assistant such as a 
cellular phone. 
0106 If the game console 1270 is a portable digital assis 
tant 1270a Such as a cellular phone having a liquid crystal 
display 1271 and a data transmission function via the network 
1250, it is preferable to use a semiconductor memory card 
1280a as the storage media 1280 since the semiconductor 
memory card 1280a is compact in comparison with a CD 
ROM or a DVD. 

0107 Alternatively, the personal digital assistant 1270a 
can be connected to a CD-ROM drive or a DVD drive to 
function as the game console 1270. Within the knowledge of 



US 2011/0173054 A1 

those skilled in the art, any suitable compact mass storage 
package media can be used as the storage media 1280. 
0108 More specifically, the modem/network adapter 
1260 is a typical device used to connect the client's terminal 
hardware, in this case the game console 1270, for hook-up to 
the network 1250. For example, for a CATV network, a 
known cable modem device may be used, whereas for an 
ISDN network, a device known as a terminal adapter is used. 
0109 The detachable storage media 1280 stores a collec 
tion of interactive or non-interactive auxiliary content, for 
example advertisements which may be made up of video 
images, animations, Sounds, applets, etc. In the preferred 
embodiment, the detachable storage media 1280 comprises a 
CD-ROM or DVD disc. Each item of auxiliary content 
includes appended trigger data which is appended as an 
access flag to the auxiliary content, as shall be discussed in 
further detail below. 

0110. The networked game console 1270 is a network 
connectable player of interactive digital contents. Such a 
game console 1270, according to conventional methods, nor 
mally utilizes the detachable storage media 1280 as a contents 
distribution media in a non-networked environment. Stated 
otherwise, under ordinary use according to conventional 
known methods, the game console 1270 is capable of playing 
back media contained on the detachable storage media 1280. 
which normally is an interactive video game for example, 
even if the game console 1270 is not is connected to the 
network. By contrast, according to the present invention, the 
storage media 1280 is specifically intended to be used in a 
networked environment and to operate in consort with down 
loaded primary content retrieved through a network connec 
tion, in order to provide linked or associated user-customized 
auxiliary content. 
0111. The network game console 1270 executes therein 
network access software which is to be loaded from the stor 
age media 1280 or other internal storage medium (not 
shown), or which may be downloaded from the network, into 
an internal operating RAM (also not shown), for performing 
the following operations: (1) communicating with the down 
load service management server 1210; (2) sending media or 
user identification data to the server in order to retrieve down 
loadable primary content from the contents database 1230 
together with user information from the customer database 
1220; (3) accessing auxiliary content stored in the storage 
media 1280 on the basis of user information downloaded 
from the server; (4) enabling the user to selectively override 
the playback of auxiliary content for viewing solely the pri 
mary content downloaded from the server; (5) recording a 
history of the auxiliary content items loaded and played back 
from the storage media 1280 at the election of the user; and 
(6) sending or uploading the record of viewed auxiliary con 
tent items to the download service management server 1210. 
0112 Under operation, the console 1270 receives down 
loaded primary content together with attached user informa 
tion, wherein the downloaded primary content may be stored 
locally on an internal storage media such as a hard disk drive 
HDD (not shown) or an externally attached re-writable stor 
age medium (not shown) which attaches to the game console 
1270 through a port connection. The access software first 
checks, inaccordance with feature 4 above, whether or not the 
user has elected to disable viewing of auxiliary content or not. 
If the user has not disabled viewing of auxiliary content, the 
console then accesses and loads one or more interactive or 
non-interactive contents which match the downloaded user 
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information and/or the downloaded primary content. More 
specifically, a comparison is made between the user informa 
tion and trigger data contained as aheader with each piece of 
auxiliary content, and if data contained in the trigger data 
match with the user information, the auxiliary content item is 
then loaded and queued for playback in the console 1270. 
0113. That is, the trigger data consists of information cor 
responding to the above described user information (the cus 
tomer's name, home address, age, gender, occupation, 
income, hobbies and interests, information about family 
members, purchasing history, preference of gender in con 
tents viewed, or the like). 
0114. In addition, a given request for specified primary 
content may also spawn the loading and queuing of auxiliary 
content. A record of the auxiliary content items actually 
loaded and played on the console 1270, along with the times 
and duration during which auxiliary content was played, or 
any other information obtained during playback of the auxil 
iary content, may be stored in a data storage area of the 
console 1270, and is uploaded to the server at any suitable 
time. Such as after a given piece of primary content has been 
played, after a given piece of auxiliary content has been 
viewed or partially viewed, or during a sign-off process from 
the network connection. 

0115 The viewed contents record, particularly the times 
and duration for which a given piece of auxiliary content was 
viewed, are used as a basis for assessing fees to advertisers 
who have provided the auxiliary content. 
0116. Further the viewed contents record also enables cus 
tomer information stored in the customer database 1220 to be 
updated to include new information gained during viewing or 
interaction between the customer and the auxiliary content. 
0117 For example, in the case of an interactive piece of 
auxiliary content, various questions may be asked of the user, 
or other user behavior monitored, which can then form part of 
the viewed contents record and be used for updating informa 
tion on the customer in the customer database 1220. In the 
case of non-interactive content, information of which adver 
tisements have been viewed can be used to update customer 
information. 

0118 FIG. 13 is a flowchart which describes sequential 
functions performed by the primary content server during 
communication with a networked game console. In addition, 
FIG. 14 shows a flowchart which describes functions per 
formed by the networked game console during communica 
tion with the primary content server. Because the functions 
shown in FIGS. 13 and 14 occur in a mutually exchanged 
fashion, these functions shall be described together. 
0119 Instep 1300 on the serverside, the download service 
manager 1210 receives a request to establish a communica 
tion link from the network game console 1270. Similarly, in a 
step 1400 on the client or networked game console side, a 
request is sent to establish communication with the download 
service management server 1210. As a result of these coordi 
nated actions, a network Socket connection according to 
known standards (e.g., IP/TCP) for bi-directional transmis 
sion of data packets is established between the management 
server 1210 and the networked game console 1270. 
I0120 In step 1410, after the communication link has been 
established, a unique media ID indicating the media 1280 
installed in the game console 1270 is sent to the download 
service management server 1210. In the event of a first time 
user, the media ID is associated with the user and is thereafter 
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used as a user identifier. In step 1310 on the server side, the 
management server 1210 receives the media ID. 
0121. After receiving the unique media ID, in step 1320 on 
the server side, the management server 1210 retrieves, via 
LAN 1240, user information from the customer database 
1220. In the event that user information associated with the 
media ID (in the case of a new user) does not exist in the 
customer database 1220, the user may be prompted to Supply 
basic information for establishing initial user information for 
the customer database 1220. This process shall be described 
in greater detail in FIG. 16. 
0122. At this point, in step 1420 on the game console side, 
a request is sent to the download management server 1210 to 
retrieve downloadable primary content from the contents 
database 1230. When the server receives the user's request for 
downloadable content in step 1330, the download manage 
ment server 1210, via LAN 1240, finds and extracts the 
requested content from the contents database 1230 in step 
1340. 

0123. At this point, in step 1350, the user information 
retrieved in step 1320 is attached to the requested primary 
content extracted in step 1340, and the user information 
together with the requested primary content are transmitted to 
the networked game console 1270 in step 1360. 
0.124. On the client side, in step 1430 the game console 
1270 receives the requested primary content along with the 
attached user information. In accordance with the user infor 
mation, in step 1440 the game console 1270 searches for and 
finds one or more auxiliary content items 1550 (see FIG. 15) 
stored on the detachable storage media 1280 which corre 
spond with the user information. More specifically, a com 
parison is made between various data contained in the user 
information, which may also include information of the cur 
rently requested primary content, and trigger data 1560 
appended with each of the auxiliary contents 1550, and for 
those items for which a match is found, the auxiliary contents 
1550 are extracted. As shall be explained in more detail in 
relation to FIG. 16, the user is given the option of overriding 
playback of the auxiliary content, however, assuming play 
back is authorized, the auxiliary content items 1550 are 
loaded and executed for playback along with the primary 
COntent. 

0.125. In step 1450, a record of all the auxiliary content 
items which have actually been viewed by the customer is 
stored in an internal memory (not shown) of the game console 
1270. Such a record may comprise an identifier of the auxil 
iary content items which were viewed, and the duration for 
which an auxiliary content item was viewed if it was not 
played in its entirety. 
0126. In step 1460, the game console 1270 sends the 
record established in step 1450 to the download management 
server 1210, which in turn receives the playback record in 
step 1370. 
0127. The transmission of this record may be made in any 
of various ways, for example as a comprehensive record at the 
end of user activity which is uploaded to the server during a 
sign-off procedure, or intermittently as each auxiliary content 
item is viewed. As discussed above, the playback record, 
which is stored in the customer database 1220 in step 1380, 
provides valuable feedback information to auxiliary content 
providers, such as advertisers, as to whether the auxiliary 
content was effective for a given target audience, and may 
also be used as a basis for assessing fees to the auxiliary 
content providers. 
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I0128 FIG. 15 is a diagram of data contents 1500 contained 
on a detachable storage media 1280 inserted in the game 
console 1270. 
I0129. As shown schematically therein, the storage media 
1280 stores data comprising auxiliary content (AUX. CON 
TENT) 1510 to be viewed by the user of the game console, 
wherein the auxiliary content 1510 is made up of a plurality of 
content items 1550 (Content 1, Content 2 ... Content N) each 
with an appended set of trigger data 1560. The storage media 
1280 further holds a unique MEDIA ID section 1520, which 
serves for identifying the detachable storage media itself 
(such as an alphanumeric CD-ROM/DVD serial number) and 
which also establishes a user identifier for the user who uti 
lizes the storage media 1280 in the game console 1270, and an 
authentication code (AUTH. CODE) 1530 which is used for 
authenticating access to the download service manager 1210. 
0.130. It is conceivable that the MEDIAID and the authen 
tication code could be the same, although preferably the 
functions of server access and media/customer identification 
are facilitated by separate codes. Alternatively, the MEDIA 
ID section 1520 may comprise a software program which 
generates a unique user identifier in association with a prompt 
for user input of initial user data, Such as the name, address, 
etc. of the user. It shall be understood that once the MEDIAID 
1520 becomes associated with user information, the MEDIA 
ID 1520 serves as a user identifier, so these terms may be used 
interchangeably hereinafter. 
0131 The USER ID 1520 and AUTH. CODE 1530 also 
servejointly as an enabling key through which access to given 
primary content is authorized by the content server 1210. 
More specifically, when the MEDIA ID 1520 is uploaded to 
the server 1210, on the basis of the MEDIA ID 1520, the 
server 1210 can determine which primary contents, from 
among multiple contents in the content database 1230, are 
authorized for access to the user on the basis of the user 
identifier. 

0.132. Should such a media identifier not be present, or be 
deemed to be incorrect or outdated, access to the content 
server 1210 is suspended. Thus, the correct storage media 
1280 must be present in the game console, and a correct and 
non-outdated media identifier must be determined, in order 
for access to the server 1210 to be authorized. Another pos 
sibility is that the authorization code 1530 provides access to 
a given server dedicated for downloading of specified primary 
content from among multiple contents in the contents data 
base 1230. 
I0133. The storage media 1280 additionally contains a 
NET ACCESS indicator 1540 so that the storage media 1280 
can be used for interaction with a server in a networked 
environment. The NET ACCESS indicator 1540 may itself 
comprise network access Software which enables the neces 
sary network connection, or may simply comprise a flag 
indicating that network Software residing in the game console 
1270 should be loaded and executed. In the latter case, the 
network software residing in the game console 1270 may 
comprise a small program for establishing a minimal network 
connection to enable more versatile network software to be 
downloaded from the server and executed in the game console 
1270. 
0.134 FIG.16 is a process diagram describing steps under 
taken in the networked game console 1270 prior to and during 
a network connection with the primary content server 1210. 
I0135) In step 1600 when the game console is turned on, a 
standard boot sequence is initiated through an internal BIOS 
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for enabling essential communications between peripheral 
devices and the like, whereby the system is initialized for 
operation by the user. 
0136. When a detachable media 1280 such as a CD-ROM 
or DVD disc is inserted in the game console 1270, in step 
1605 the system scans the media 1280 to determine whether 
the data content thereon is intended for operation in a net 
worked environment. This is done by checking whether a 
NET ACCESS indicator 1540, as described above, is present 
on the media 1280 or not. 

0137 Next, in step 1610, if it is determined that the detach 
able media 1280 does not contain a NET ACCESS indicator 
1540 (i.e., that the media is a program intended for operation 
with the game console alone and not requiring a network 
connection), then in step 1615 the game console is operated in 
a normal non-networked mode. However, if the NET 
ACCESS indicator 1540 is present, then a bi-directional net 
work connection is established in step 1620 as was discussed 
above in relation to FIG. 13 and FIG. 14. In this case, the 
authorization code 1530 on the detachable media 1280 is used 
to enable the network connection. 
0.138. In step 1625, it is determined in cooperation with the 
content server 1210 whether or not the customer is a first time 
user or not. More specifically, upon receipt of the MEDIA ID 
1520, the content server 1210 can determine whether this is 
the first time that the MEDIA ID 1520 has been used to access 
the system 1210, and if so, will issue a command to the game 
console 1270 to prompt the user for initial user data as shown 
in step 1630. At this time, the server 1210 may also establish 
and store a time/date log file for association with the MEDIA 
ID 1520 which permits access to the server 1210 with use of 
the detachable media 1280 for a limited time period only. 
0.139. In step 1640, the primary content requested by the 
customer is downloaded into the networked game console 
1270 from the content server 1210. As was described in 
relation to FIGS. 13 and 14, the desired primary content has 
attached thereto the user information which is associated with 
the user ID from the customer database 1220. As for deter 
mining which primary content is authorized and hence down 
loadable to a given user, prior to step 1640, the user may be 
presented with a menu option which displays only those 
primary content items, from among all items contained in the 
content database 1230, that are authorized to the user for 
downloading and viewing, thereby facilitating selection by 
the user. While menu options may be provided as a function of 
a menu routine executed from the detachable storage media 
1280, on the server side the download management server 
1210 is capable of controlling which primary content is 
downloadable based on the MEDIA ID 1520. In other words, 
the user cannot request primary content items which are not 
authorized for the MEDIA ID 1520. 
0140. The routine proceeds next to step 1645 for compar 
ing the downloaded customer information with the trigger 
data1560 for each of the auxiliary content items, to determine 
which auxiliary content items shall be loaded and queued for 
playback. 
0141. In step 1650, the system checks to see whether the 
user has elected to permit playback of auxiliary content con 
tained on the detachable storage media 1280. The ability to 
optionally choose or disable playback of auxiliary content 
can be provided by means of a control button on the game 
console, and Such ability is generally made constantly avail 
able to the user at any time before or during playback of the 
requested primary content. 
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0142. If playback of auxiliary content is disabled, in step 
1655 the primary content only is executed by the game con 
sole 1270 for viewing by the user. However, assuming the 
customer permits playback of auxiliary content, the routine 
proceeds to step 1660 wherein the applicable auxiliary con 
tent items 1550 determined in step 1645 are loaded and 
queued for playback. 
0.143 Upon loading of an auxiliary content item, in step 
1665 the game console 1270 makes a record in an internal 
storage area (not shown) that a given auxiliary content item 
has been readied for viewing by the customer, and upon 
execution of the auxiliary content, an on-board timer (also not 
shown) may be initiated to keep track of the time during 
which the auxiliary content items are played back. By means 
of a control loop back to step 1650, the system continuously 
polls whether the user has enabled or disabled the auxiliary 
content. Assuming the user does not disable the auxiliary 
content during playback, it may be assumed that the auxiliary 
content item was viewed or interacted with in its entirety. 
However, should the user disable the auxiliary content during 
playback of a given auxiliary content item, the time at which 
the disablement occurred and the auxiliary contentitem being 
played back at that time are recorded. The playback record is 
also important in the event the user disables and then re 
enables the auxiliary content, in which case the record pro 
vides an indication of which auxiliary content item was being 
viewed at the time of disablement, and thus allows the auxil 
iary content to be reinitiated at the content item where it last 
left off, in which case the playback record is updated. 
0144. Then roughly simultaneously with step 1649, the 
auxiliary content is executed for playback along with the 
requested primary content in step 1670. It shall be understood 
that various modes for execution of auxiliary and primary 
content can be contemplated within the knowledge of persons 
skilled in the art. For example, the auxiliary content can be 
played back before the running of the primary content, so that 
the user is not permitted to view the primary content until 
after the auxiliary content has been viewed, or otherwise run 
its course, for example by interaction with the user in the case 
of interactive content. Alternatively, the auxiliary content can 
be presented alongside with the primary content, for example 
in a window, inset, banner or frame, while the primary content 
is also being executed. Interaction between primary and aux 
iliary content is also possible. For example, in the case where 
the primary content is an interactive game, the appearance of 
a character, Scene or other data item in the primary content 
can be used to trigger actions in the auxiliary content. 
0145 FIG. 17 is a diagram describing an exemplary busi 
ness model implemented according to the teachings of the 
present invention. The basic business model Supposes two 
conditions. First, that the downloadable primary content 1710 
from the contents database 1230 comprises a popular inter 
active game, movie, music or any other digital content worth 
paying for. Secondly, the content items stored on the detach 
able storage media 1280 are typically advertisements from 
various auxiliary content providers 1700 who are typically 
commercial companies or the like. In this case, if the user 
1720 elects to view the auxiliary content provided on the 
detachable storage media 1280 along with the primary con 
tent 1710, the fee 1730a for the downloadable primary con 
tent 1710 can be paid to the download service operator by the 
auxiliary content provider 1700. 
0146 Alternatively (as indicated by the dashed line in 
FIG. 17), if the user 1720 decides to skip the auxiliary con 
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tent, as described in step 1650 of FIG. 16, a fee 1703b to the 
download service operator for the primary content 1710 will 
be charged to the user. Thus, the user 1720 does not have to 
pay a fee to the download service operator as long as the user 
1720 views the customized auxiliary content (triggered by the 
user's personal information) contained on the storage media 
1280. 
0147 Based on the playback record which is created in 
step 1665 of FIG. 16 and uploaded to the download service 
provider, the download service operator can collect fees both 
from the user 1720 and/or auxiliary content providers 1700 
based on the amount of secondary content viewed by the user 
1720. 
0148. It is significant not only that the auxiliary content is 
provided through a detachable storage media 1280 but also 
that the system enables a pairing or linkage between the 
auxiliary content on the storage media 1280 and specified 
downloadable primary content 1710, and wherein, by means 
of key data on the storage media 1280, the storage media 80 
provides the avenue of access to the primary content 1710. 
0149. In this manner, auxiliary content providers, typi 
cally advertisers, are able to direct the detachable media 1280 
to customers whose motivation will be to access valuable and 
popular primary media content, whereas the primary content 
provider, through the key, can additionally control access to 
primary content based on a specified time period during 
which the storage media 1280 can be used. 
0150. Further, in addition to being motivated to use the 
detachable media 1280 to access popular primary media con 
tent, customers may feel less reluctant to offer personal iden 
tifying information if the impression is that the information is 
being collected by, and maintained under the control of a well 
known primary content provider, as opposed to lesser known 
advertisers. 
0151. The system can also enable a two-tiered method of 
advertising, wherein the download server operator can 
require forced viewing of advertisements sent directly along 
with the primary content, whereas advertisements from aux 
iliary content providers 1280 are provided on an optional 
basis to the user 1720, thereby increasing the versatility of the 
system as an advertising method. 
0152. It shall be understood that various modifications 
will be apparent and can be readily made by persons skilled in 
the art without departing from the scope and spirit of the 
present invention. Accordingly, the following claims shall not 
be limited by the descriptions or illustrations set forth herein, 
but shall be construed to cover with reasonable breadth all 
features which may be envisaged as equivalents by those 
skilled in the art. 
0153. As described above, according to the present inven 

tion, a storage media Such as a CD-ROM containing auxiliary 
content such as advertisements is installed in a console for 
accessing a server via a network. When the user views the 
advertisement, it is made possible for the user to view primary 
content Such as a movie or music downloaded from the server 
via the network. 
0154) In this case, the user has an option as to whether or 
not to view the auxiliary content. If the user decided to view 
the auxiliary content, accessing of the primary content at a 
reduced cost or for free is made possible. If the user decided 
not to view the auxiliary content, a full fee is assessed for 
accessing of the primary content. 
Providing Auxiliary Content Located on Local Storage Dur 
ing Download/Access of Primary Content Over a Network 
0155. A system and method for providing auxiliary con 
tent located on local storage to a client connected to a content 
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provider over a bi-directional network is described. In the 
following description, for purposes of explanation, numerous 
specific details are set forth in order to provide a thorough 
understanding of the present invention. It will be evident, 
however, to one of ordinary skill in the art, that the present 
invention may be practiced without these specific details. In 
other instances, well-known structures and devices are shown 
in block diagram form to facilitate explanation. The descrip 
tion of preferred embodiments is not intended to limit the 
Scope of the claims appended hereto. 
0156 Aspects of the present invention may be imple 
mented on one or more computers executing Software instruc 
tions. According to one embodiment of the present invention, 
server and client computer systems transmit and receive data 
overa computer network or standard telephone line. The steps 
of accessing, downloading, and manipulating the data, as well 
as other aspects of the present invention are implemented by 
central processing units (CPU) in the server and client com 
puters executing sequences of instructions stored in a 
memory. The memory may be a random access memory 
(RAM), read-only memory (ROM), a persistent store, such as 
a mass storage device, or any combination of these devices. 
Execution of the sequences of instructions causes the CPU to 
perform steps according to embodiments of the present inven 
tion. 

0157. The instructions may be loaded into the memory of 
the server or client computers from a storage device or from 
one or more other computer systems over a network connec 
tion. For example, a client computer may transmit a sequence 
of instructions to the server computer in response to a mes 
sage transmitted to the client over a network by the server. As 
the server receives the instructions over the network connec 
tion, it stores the instructions in memory. The server may 
store the instructions for later execution, or it may execute the 
instructions as they arrive over the network connection. In 
Some cases, the downloaded instructions may be directly 
supported by the CPU. In other cases, the instructions may not 
be directly executable by the CPU, and may instead be 
executed by an interpreter that interprets the instructions. In 
other embodiments, hardwired circuitry may be used in place 
of or in combination with, Software instructions to imple 
ment the present invention. Thus, the present invention is not 
limited to any specific combination of hardware circuitry and 
Software, nor to any particular source for the instructions 
executed by the server or client computers. 
0158 FIG. 18 is a block diagram of a computer network 
system that can be used to locate and transmit requested 
content from a primary content database while providing 
designated auxiliary content stored in local storage media, 
according to embodiments of the present invention. The 
download management system 1800 of FIG. 18 enables the 
auxiliary content to be varied based on preferences of system 
participants during download of primary content over the 
download management server 1810. Control over the auxil 
iary content, primary content and/or the download manage 
ment server 1810 is exercised by a distributor. The auxiliary 
content provided can be varied based on one or more user 
preferences, one or more distributor preferences, or a combi 
nation of both user and distributor preference information. 
0159 FIG. 18 shows the configuration of a system for 
enabling display of auxiliary content during download of 
primary content, according to embodiments of the present 
invention. The term primary content should be understood 
to refer to a collection of downloadable content which may 
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consist of any one of video linear streaming data, Such as a 
motion picture in the MPEG2 format, linear audio streaming 
data Such as MP3 data, binary program data, including game 
data, or any combination of Such data. This definition is 
intended to describe the types of data broadly, and is not 
limited to any specific data formats such as MPEG2 or MP3. 
On the other hand, excluded from the definition of primary 
content are data functioning Solely to provide access to a 
network, for example, browser software or protocol handlers, 
whose main function is only to establish a network connec 
tion. Auxiliary content refers to the same types of data. 
Auxiliary can be distinguished from primary in terms of 
distributor or advertiser priority, or in terms of the user's 
priorities or preferences (i.e., one type of content might be 
more important to a user, and thus primary). In terms of data 
types, primary content and auxiliary content are coexten 
S1V. 

0160. With regard to system configuration, as seen in FIG. 
18, the download management system 1800 is made up of a 
server side system comprising a download management 
server 1810, a primary content database 1860, and a customer 
database 1870, which are interconnected by a bi-directional 
network 1830. The download management server 1810 is 
shown connected directly to the databases 1860, 1870 in this 
embodiment of the server side system, however server con 
nection to these or comparable databases can be made over 
any type of network as well. The “primary content as 
described in the preceding paragraph is stored in the primary 
content database 1860. The customer database 1870 contains 
a collection of data about individual customers who access 
the download service through the network 1830. The data for 
individual customers may consist of the customer's name, 
home address, age, gender, occupation, income, hobbies and 
interests, information about family members, purchasing his 
tory, preference of gender in content viewed, or any other 
descriptive information about a user which may be beneficial 
to advertisers in targeting auxiliary content to customers. 
Further, Such customer data is not static, but can be updated 
based on a user's access history of the primary content data, 
for example, data concerning which primary content is 
accessed and/or how many times a given category (e.g. type 
of music, genre of movies, etc.) of primary contentis accessed 
may be recorded and used for updating the customer data, 
thereby enabling advertisers to tailor their advertisements 
more effectively to a given customer. 
0161 The download management server 1810 is a server 
system that is set up to handle download requests from a user. 
Access to the server 1810, which may comprise one of several 
servers, is facilitated through a typical device known as a 
router (not shown) on the network 1830, which directs 
requests to the download management server 1810. When the 
server 1810 receives requests from a client console user, the 
server executes a download of requested primary content 
from the primary content database 1860. Along with process 
ing requests for downloading of primary content, the server 
1810 also retrieves the requesting user's customer data from 
the customer database 1870 and can attach it with the 
requested primary content, transmitting both via the network 
by means of a known networking protocol standard. Such as 
ftp (file transfer protocol). 
(0162. The network 1830 may be the Internet, a Wide Area 
Network (WAN), a Local Area Network (LAN), or any com 
bination thereof. The network is normally a bi-directional 
digital communications network that connects a client's ter 
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minal hardware with the download management server 1810. 
With current technologies, a CATV (cable television) bi 
directional network, ISDN (Integrated Services Digital Net 
work), DSL (Digital Subscriber Line), or xDSL high-speed 
networks are examples of existing network infrastructures 
enabling the necessary network connections for implement 
ing embodiments of the present invention, though they are not 
intended to be exclusive as to the types of networks capable of 
practicing the present invention. In one embodiment, network 
1830 may represent the Internet, in which case the server 
1810 typically executes a web server process to transmit data 
in the form of HTML data to client computers executing web 
browser processes. 
0163 As shown in FIG. 18, the download management 
system 1800 includes a client side made up of a client console 
1820 comprising a client 1840, and, optionally, a local storage 
device 1850 that can include a removable storage media 1852 
component The client 1840 can be a personal computer, a set 
top box, a computer/gaming device Such as PlayStation R3, a 
computing device of comparable capabilities, or any terminal 
device providing access to the system. The local storage 
device 1850 can be any conceivable data storage device (e.g., 
CD- or DVD-ROM, hard disk drive, magnetic, optical or 
other card drive, Zip drive, etc.), and may be, and frequently 
is, integral with the client 1840 though is depicted here as a 
distinct element. Additionally, the removable storage media 
1852 can be compatible and removable directly with the 
client 1840; this may be true for embodiments both where the 
local storage device 1850 is external or where it is internal to 
client 1840. 

0164. According to one preferred embodiment, removable 
storage media 1852 is specifically intended to be used in a 
networked environment and to operate in consort with down 
loaded primary content retrieved through a network connec 
tion, in order to provide linked or associated auxiliary content 
that is customized based on user and/or distributor prefer 
ences. For example, removable storage media 1852 can store 
a collection of interactive or non-interactive auxiliary con 
tent, for example advertisements that may be made up of 
Video images, animations, Sounds, applets, etc. In this pre 
ferred embodiment, the removable storage media 1852 com 
prises a CD-ROM disc or DVD disc. Moreover, each item of 
auxiliary content can include appended "trigger data' which 
is appended as an access flag to the auxiliary content, as shall 
be discussed in further detail below. 

(0165 FIG. 19 is a flowchart that illustrates some down 
load management server steps taken in providing the desired 
auxiliary content during download of primary content, 
according to one embodiment of the present invention. 
Execution of this download management process requires the 
receipt of necessary user identification and requested content 
information, as well as the transmission of requested content 
to the client console. Once a user desires to download primary 
content, the user will make association with the client termi 
nal 1840 portion of the client console 1820 (FIG. 18). The 
Subsequent steps that the download management server goes 
through to provide both the primary and auxiliary content, as 
shown herein, begin after this initial step of the user associ 
ating him or herself with the client console. 
0166 According to the embodiment of FIG. 19, a down 
load management server first performs the step of establish 
ing communication with a networked client console, step 
1910. Here, as best seen in FIG. 18, the communication is 
indicated as being established with a client console 1820, 
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however, it should be understood that this term is interchange 
able with client 1840 (the client terminal) throughout these 
discussions for the purpose of disclosing other embodiments 
not limited by a definable client console. Once communica 
tion has been established with the client console, the down 
load management server then receives a user ID from the 
client console, step 1920, for the initial purpose of identifying 
the particular user. 
(0167 Next, in step 1930 of this embodiment, the down 
load management server retrieves user information from the 
customer database; this user information consisting of the 
data for individual customers discussed above with respect to 
FIG. 18. The download management server then proceeds to 
step 1940 where the user's request for content is received. 
After receiving such user request information, in step 1950, 
the download management server finds the requested content 
from the primary content database. 
0.168. In the subsequent step, step 1960, the download 
management server sends the requested content to the client 
console. After Such sending of requested content, in step 
1970, the download management server verifies whether all 
of the requested content has been sent. If all of the requested 
content has not been sent, the server will maintain a state of 
sending the requested content to the client console. Once all 
of the content has been sent, however, the download manage 
ment server moves on to the final operation. The last opera 
tion of this embodiment is simply the release of communica 
tion between the download management server and the client 
console, step 1980. 
0169 FIG. 20 is a flowchart that illustrates some client 
side steps taken in providing the desired auxiliary content 
during download of primary content, according to one 
embodiment of the present invention. The preliminary steps 
of this client-side process mirror the comparable steps of FIG. 
19 as they occur in a mutually exchanged fashion, and also 
begin with the user making association with the client 1840 
portion of the client console 1820 (FIG. 18) with the desire to 
download primary content The subsequent steps of FIG. 20. 
then, also begin after this initial step of the user associating 
him or herself with the client console. 
0170 Correspondingly, the first three steps of FIG. 20. 
establishing communication, step 2010, sending a user ID, 
step 2020, and sending user request for primary content, step 
2030, are client side steps describing behavior done with the 
download management server that precisely mirror steps 
1910, 1920 and 1940 from FIG. 19, and no additional descrip 
tion is warranted. The next client side step, step 2040, is to 
begin playing auxiliary content stored in the local storage 
device. The auxiliary content played as a result of this step can 
be default auxiliary content or can be selected according to 
preferences and procedures originating on the client side in 
the client console; additionally, the auxiliary content can be 
dictating by distributor preferences and procedures transmit 
ted over the network immediately prior to provision of the 
auxiliary content As a specific example of Such client side 
procedure, a comparison can be made between various data 
contained in the user information, which may also include 
information of the currently requested primary content, and 
trigger data appended with each of the auxiliary content, and 
for those items for which a match is found, the auxiliary 
content is extracted. The auxiliary content items are then 
played/executed along with the primary content. 
0171 The client console then receives the requested pri 
mary content, as shown in step 2050. After receiving such 
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content, in step 2060, the client verifies whether all of the 
requested primary content has been sent. If all of the 
requested primary content has not been sent, the client con 
sole will maintain a state of receiving the requested content 
from the download management server. Once all of the con 
tent has been sent, however, the client moves on to the final 
two operations. First, the client stops playing the auxiliary 
content stored in the local storage device, step 2070, then, in 
final step 2080, the communication with the download man 
agement server is released. 
0172. During operation of the preferred embodiments, the 
client console 1820 receives and downloads the designated 
primary content, wherein the downloaded primary content is 
stored on the local storage media Such as a hard disk drive 
HDD or any conceivable externally attached re-writable stor 
age medium, as discussed above. The auxiliary content to be 
provided during download can be: (1) static content specifi 
cally associated with the primary content, (2) content variable 
based on user or distributor preferences, as detailed immedi 
ately below, and/or (3) variable content selected on either the 
server side or the client side, as described in more detail 
further below. 

0173. In these preferred embodiments, the auxiliary con 
tent provided can be varied based on one or more user pref 
erences, one or more distributor preferences, or a combina 
tion of both user and distributor preference information. With 
respect to user preferences, either previously acquired infor 
mation is used or the user is prompted to chose from a selec 
tion of specific content items and categories of content; 
default content is provided if no user preferences are avail 
able/selected. With respect to distributor preferences, the 
download management server sends the user auxiliary con 
tent assignment data before sending the requested primary 
content; according to the data, the client computer executes 
the appropriate auxiliary content stored in the local storage. 
0.174. In all of the embodiments, the content may be sepa 
rated into categories to facilitate selection of the appropriate 
content for particular users, and for other functionality. For 
example, the content might be categorized into: (1) images, 
movie data, and other audiovisual content, (2) music, (3) 
games, such as video game Software, (4) customer Surveys, 
and/or (5) lots, or related interactive polling data. With regard 
to Such customer Surveys and lots, the interactive user results 
are sent to the download management server, and can be used 
to various advantages, such as to assist in the selection of 
auxiliary content or to obtain updated customer profiles. 
0.175. During operation of another preferred embodiment, 
the client console 1820 receives downloaded primary content 
together with attached user information that is acquired by the 
download management server by means of a user identifica 
tion code (as described in more detail below). The user iden 
tification code may provide data sufficient for the download 
management server to identify the user anywhere from 
broadly, Such as by category of how the user acquired a piece 
of removable storage media, to very specifically, such as an 
individual user from a mailing list of Such prospective cus 
tomers. The access Software first accesses and loads one or 
more interactive or non-interactive auxiliary content files 
which match the downloaded user information and/or the 
downloaded primary content. More specifically, a compari 
son is made between the user information and trigger data 
contained within each piece of auxiliary content, and if data 
contained in the trigger data match with the user information, 
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the auxiliary content item is then loaded and queued for 
playback in the client console 1820. 
0176). In addition, a given request for specified primary 
content may also spawn the loading and queuing of specific 
auxiliary content. Such specific auxiliary content, for 
example, might be interactive content wherein various ques 
tions may be asked of the user or other user behavior moni 
tored, which can then form part of download record and be 
used for updating information on the customer in the cus 
tomer database 1870. In the case of non-interactive content, 
information of which advertisements have been viewed might 
later be used to update customer information. 
0177. In the preferred embodiments, in general, remov 
able storage media 1852 stores data comprising auxiliary 
content to be viewed by the user of the client console, wherein 
the auxiliary content is made up of a plurality of contentitems 
each with an appended set of trigger data. The removable 
storage media 1852 can further hold a unique media identifi 
cation section, which serves for identifying the removable 
storage media itself (such as an alphanumeric CD-ROM/ 
DVD serial number), and an authentication code which is 
used for authenticating access to the download management 
server 1810, and which can also establishes a user identifier 
for the user who utilizes the removable storage media 1852 in 
the client console 1820. It is conceivable that the media iden 
tification code and the authentication code could be the same, 
although preferably the functions of server access and storage 
media/customer identification are facilitated by separate 
codes. Alternatively, the media identification section can 
comprise a software program that generates a unique user 
identifier in association with a prompt for user input of initial 
user data, Such as the name address, etc. of the user. It should 
be understood that once the media identification becomes 
associated with user information, the media identification 
operates as a user identifier, so these terms might be used 
interchangeably hereinafter. 
0178. In any embodiment, a user identification code and 
authorization code also serve jointly as an enabling key 
through which access to given primary content is authorized 
by the download management server 1810. More specifically, 
when the media identification code is uploaded to the server 
1810, on the basis of this code, the server 1810 can determine 
which primary content, from among multiple content in the 
primary content database 1860, are authorized for access to 
the user on the basis of the user identifier. Should such a media 
identifier not be present, or be deemed to be incorrect or 
outdated, access to the primary content is Suspended. Thus, 
the correct removable storage media 1852 must be present in 
the client console, and a correct and non-outdated removable 
storage media identifier must be determined, in order for 
access to the server 1810 to be authorized. Another possibility 
is that the authorization code provides access to a given server 
dedicated for downloading of specified primary content from 
among multiple content in a primary content database 1860. 
0179 The removable storage media 1852 can additionally 
contain a network access data piece indicating that the remov 
able storage media 1852 is intended for interaction with a 
server in a networked environment. This indicator may itself 
comprise network access Software which enables the neces 
sary network connection, or may simply comprise a flag 
indicating that network Software residing in the client console 
1820 should be loaded and executed In the latter case, the 
network software residing in the client console 1820 may 
comprise a small program for establishing a minimal network 
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connection to enable more versatile network software to be 
downloaded from the server and executed in the client con 
Sole 1820. 

0180. In environments where it is desired that only some 
of the available primary content is downloadable to a given 
user, the user may be presented with a menu option which 
displays only those primary content items, from among all 
items contained in the primary content database 1860, that are 
authorized to the user for downloading and viewing, thereby 
facilitating selection by the user. While menu options may be 
provided as a function of a menu routine executed from the 
removable storage media 1852, the server side the download 
management server 1810 is capable of controlling which 
primary content is downloadable based on the media identi 
fication code. In other words, the user cannot request primary 
content that is not authorized for the applicable media iden 
tification code. 

0181. In the broadest preferred embodiment, the auxiliary 
content is executed for playback while the requested primary 
content is downloading. The auxiliary content stored in the 
local storage device is played by the client console during 
download of the primary content until the primary content is 
finished downloading. It shall be understood that other modes 
for execution of auxiliary and primary content are to be con 
templated within the knowledge of persons skilled in the art. 
For example, the auxiliary content can be played back before 
the running of the primary content, so that the user is not 
permitted to view the primary content until after the auxiliary 
content has been viewed, or otherwise run its course, for 
example by interaction with the user in the case of interactive 
content. Interaction between primary and auxiliary content is 
also possible. For example, in the case where the primary 
content is an interactive game, the appearance of a character, 
scene or other data item in the primary content can be used to 
trigger actions in the auxiliary content. 
0182. It is significant not only that the auxiliary content is 
provided via removable storage media 1852, but also that the 
system enables a pairing or linkage between the auxiliary 
content on the removable storage media 1852 and specified 
downloadable primary content, and wherein, by means of key 
data on the storage media, the removable storage media 1852 
provides the avenue of access to the primary content. In this 
manner, auxiliary content providers, typically advertisers, are 
able to direct removable storage media 1852 to customers 
whose motivation will be to access valuable and popular 
primary content, whereas the primary content provider, 
through the key, can additionally control access to primary 
content based on a specified time period during which the 
removable storage media 1852 can be used. 

In-Contents Advertising Method 

0183 FIG. 21 is a block diagram illustrating an overall 
system wherein a related server or terminal is connected to a 
network 2100, such as cable television, abroad-band wireless 
network, or an optical fiber network, for example. As shown 
in FIG. 21, connected to the network 2100 are a contents 
provider system 2120 made up of a contents server 2140 and 
a system 2130, an advertising agency server 2150 having a 
database 2160 such as advertisement information data and the 
like for configuring an advertisement information creating 
system, terminals 2170-1 through 2170-N which are termi 
nals of a contents providing company such as a game Software 
company or the like, advertiser terminals 2180-1 through 
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2180-N, user terminals 2190-1 through 2190-N, a bank server 
2110, and an advertisement creating company server 2111. 
0184. Now, the contents server 2140 is for distributing 
digital contents requested from users 2190-1 through 2190 
N, and stores massive amounts of contents digital contents 
produced by authoring at the contents providing company 
2170-1 through 2170-N, e.g., contents such as games or the 
like. 

0185. The overall system will be described with reference 
to FIG. 22. The contents providing company 2170-1 through 
2170-N provides the advertising agency server with adver 
tisement structure information indicating portions and time 
slots in which advertisements can be inserted, demonstration 
information, etc. ((1) providing advertisement structure 
information), and this is registered in the database 2160 of the 
advertising agency server 2150. The advertising agency 
server 2150 directly informs the advertiser terminals 2180-1 
through 2180-N of the advertisement informing information 
such as title; contents; etc., of a newly-registered title, by 
mail or otherwise ((2) informing). 
0186. The advertiser 2180-1 through 2180-N can access 
the advertising agency server 2150, and can view the adver 
tisement informing information ((3) viewing), and further 
apply for advertising from the browser screen ((4) applica 
tion). Once the advertisers have been decided upon, adver 
tiser specified information Such as advertiser name, time 
slot, and time period, are notified to the contents providing 
company terminals 2170-1 through 2170-N from the adver 
tising agency server 2150 by mail or the like (5) notification). 
Also, advertiser specified information and advertisement 
structure information are supplied to the server 2111 of the 
advertisement creating company from the advertising agency 
server 2150 ((6) ordering). The advertisement creating com 
pany creates advertisement information based on the adver 
tiser specified information and advertisement structure infor 
mation. The completed advertisement information Such as 
bitmap data or the like is delivered from the server 2111 of the 
advertisement creating company to the advertising agency 
server 2150 ((7) delivery). 
0187 Next, the fact that the advertisement has been com 
pleted is notified from the advertising agency server 2150 to 
the advertiser via the terminals 2180-1 through 2180-N, by 
mail or the like ((8) notification). The advertiser can view the 
completed advertisement information on the advertising 
agency server 2150 via the terminals 2180-1 through 2180-N 
((9) viewing). If the advertiser presses an “OK” button or the 
like here, the product is delivered, and an itinerary is sent from 
the advertising agency server 2150 to the contents providing 
company via the contents providing company terminals 
2170-1 through 2170-N, by mail or the like. The breakdown 
of the itinerary is advertiser, time slot, period, advertis 
ing fees, and so forth. 
0188 The advertising information from the advertising 
agency server 2150 is provided to the contents providing 
company via the contents providing company terminals 
2170-1 through 2170-N (10) delivery (itinerary)). At the 
contents providing company, the advertisement information 
is merged with digital contents and advertising programs by 
authoring processing, and then registered in the contents 
server 2140 of the contents provider 2120 (11) registration). 
0189 The user applies for the contents (e.g., a driving 
game) using terminals 2190-1 through 2190-N (12) applica 
tion), and starts downloading (13) download). At this time, 
the contents provider 2140 notifies the advertising agency 
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server 5 of the fact of the download request and the title 
thereof, etc. The advertising agency server 2150 transmits the 
advertisement information data corresponding to the received 
title to the system 2130 of the contents provider 2120. If 
necessary, the contents provided can update the advertise 
ment information based on the advertising program of the 
digital contents regarding which downloading has been 
requested, using received updated advertisement information 
data. 
0190. The user can download the requested digital con 
tents via the user terminals 2190-1 through 2190-N (14) 
advertisement information). After downloading the digital 
contents, the user activating the digital contents renders the 
updated advertisement information (delivered in the above 
step (7)) within the contents, by the updated advertising pro 
gram added to the contents. 
(0191). On the other hand, the state of advertisement such as 
the number of sets of digital contents distributed are notified 
from the advertising agency server 2150 to the advertiser via 
the advertiser terminals 2180-1 through 2180-N (15) notifi 
cation), and also the same information is notified to the con 
tents providing company via the contents providing company 
terminals 2170-1 through 2170-N (16) notification). Further, 
invoicing of the advertiser and payment amount of the con 
tents providing company based on the same information is 
notified to the bank by the server 2110. Thus, the bank bills 
the advertiser, and pays the contents providing company. 
0.192 The in-contents advertising method, in-contents 
advertising server, and program-transferring medium for 
realizing in-contents advertising, according to the present 
invention can be applied to advertising dealing with net 
works. Also, according to the present invention, contents such 
as a driving game or the like are provided from a contents 
server 2140 of a contents provider to the user, and advertise 
ment information set in the advertisement areas therein is 
separately provided to the user from the server 2150 of the 
advertising agency. Accordingly, the advertising information 
can be readily updated whenever appropriate, without new 
stamper creation. 
0193 FIGS. 23A and 23B are explanatory diagrams illus 
trating an example of data configuration of advertisement 
structure information Supplied to the advertising agency 
server 5 via the contents providing company terminals 2170-1 
through 2170-N in the above advertisement information pro 
viding step (1). 
0194 As shown in FIG.23Ahere, the advertisement struc 
ture information is made up of a header with the ID of the 
contents providing company, title, etc., movie data (graphics 
data of several tens to several hundreds of frames) 2321, a 
demonstration game program 2322, object data 2323, mul 
tiple sets of texture data 2324, and so forth. 
0.195 Now, the demonstration program 2322 is the actual 

title program simplified for a demonstration. Also, the object 
data 2323 is a collection of coordinates values of objects 
made up of polygon apex data or the like, for example. The 
texture data 2324 is pattern data of the object data converted 
from 3-dimensional data to 2-dimensional data by transparent 
conversion and Subsequently written to areas indicated by 
coordinates value, and in the event that the object data is a 
racing car, for example, the texture data is the coloring pattern 
on the body, and so forth. 
0196. As shown in FIG. 23A here, advertisement insert 
able information AD1 is set into the movie 2321 area, adver 
tisement insertable information AD2 is set at the head of the 
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object area, and advertisement insertable information AD3 
and AD4 are set to the heads of each texture area. For 
example, AD1 contains information Such as a code indicating 
that advertisements may be inserted, code indicating that the 
data is a movie, the number of insertion frames, resolution 
etc., AD2 contains information Such as a code indicating that 
advertisements may be inserted, code indicating that the data 
is an object, and AD3 and AD4 each contain information Such 
as a code indicating that advertisements may be inserted, code 
indicating that the insertion format may be any of all or part of 
texture, code indicating that the data is texture, the range of 
the texture in the event of all, the range of the texture in the 
event of part, and so forth. The advertising agency server 2150 
makes reference to this information and thus generates the 
viewing screen for the advertiser in the above viewing step 
(3). 
0.197 FIG. 23B is a screen display example of a screen 
which the advertiser can view by accessing the advertising 
agency server 2150. As shown in FIG. 23B here, the display 
screen is made up of list data Da Such as title, manufacturer, 
advertisement target 1, estimated amount, advertisement tar 
get 2, estimated amount, and so forth, and Switches and the 
like displayed below, which are a game demo switch SW1 for 
executing the game demo, an advertisement sample Switch 
SW2 for showing an advertisement sample, switches SW3 
through SWn for specifying advertisement targets 1 through 
n, and estimate Sum Switch SWn+1 for calculating and dis 
playing the estimate Sum, an input area IN1 for inputting the 
advertisement carrying period, an input area IN2 for inputting 
the advertisement carrying time slot, and an applying Switch 
SWn+2 for applying. 
0198 In the above applying step (4), the advertiser can 
watch the game demo and the advertisement sample, select 
the advertisement object, input the advertisement carrying 
period and time slot, confirm the estimated Sum, and apply, 
Note that data of the same contents of the above list is formed 
in the database 2160 of the advertising agency server 2150. 
0199. In the event that the advertiser presses the schedule 
button SWn+3, a schedule SC1 such as shown in FIG. 24 is 
displayed on a monitor (not shown) connected to the termi 
nals 2180-1 through 2180-N of the advertiser, along with 
buttons Bull through Bun for selecting advertising targets, a 
monthly schedule SC2 for specifying the month, and a daily 
schedule SC3 for specifying the day. 
0200. The schedule SC1 is made up of time slot, status, 
and monetary amount. The time slot is in increments of one 
hour, for example. The status indicates whether or not another 
advertiser has already applied, with a circle meaning that 
application can be made, and an X implying that application 
cannot be made. In other words, an X means that another 
advertiser has already applied for that time slot. 
0201 This schedule is made for each advertisement target. 
As shown in the Figure, advertising target 1 is selected for the 
current schedule. Here, the button Bu1 for the advertisement 
target 1 is displayed in inverse (hatched in the figure). Also, 
May (hatched) is specified for the month, and the 10th 
(framed) for the day. 
0202 FIG. 25 is a block diagram illustrating one of the 
user terminals 2190-1 through 2190-N, e.g., 2190-1. As 
shown in FIG. 25 here, the user terminal 2190-1 comprises a 
user terminal 2512, monitor 2513, main data storage 2514, 
sub-data storage 2515, controller 2516, and interface 2517 for 
network 2100. This terminal 2190-1 is an entertainment sys 
tem represented by home game computers for example, 
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wherein the main data storage 2514 is a hard disk drive or a 
high-speed optical disk drive or the like, and the Sub-data 
storage 2515 is flash memory. Game data G1 through Gn 
containing advertisement programs API through APn as 
shown in FIG. 26 respectively are each stored in the main data 
storage 2514. The other user terminals 2190-2 through 
2190-N are of a similar configuration. 
0203 As shown in FIG. 26, the sets of game data G1 
through Gn are each made up of a header 2630 of contents 
providing company name, title, date of sale, etc., and movie 
data 2631, program data 2632, object data 2633, multiple sets 
of texture data 2634, advertising program data AP, and so 
forth. Here, the program data is not a demonstration program 
like the advertisement structure information, but is an authen 
tic program intended for sale. Also, with regard to the adver 
tising program data, advertisement information is obtained 
from the advertising agency server 2150 based on the embed 
ded above information indicating that advertisements may be 
inserted, and the advertisement information is displayed in 
the game. 
(0204 Next, with reference to FIG. 27, description will be 
made the advertising carrying operation of the advertising 
program in the event that the user has activated contents 
downloaded to an own terminal 2190-1 through 2190-N. 
0205. Once the digital contents such as a game or the like 
downloaded to the terminals 2190-1 through 2190-N is acti 
vated, the advertisement program is activated, in step 2710, 
judgment is made by the advertisement program whether or 
not the digital contents have been activated, and in the event 
that this yields “YES, the flow proceeds to step 2720. In step 
2720, the advertising program accesses the server 2150 of the 
advertising agency, and also in step 2730, makes notification 
of the title of the digital contents activated on the user terminal 
2190-1 through 2190-N, and user address. Thus, the server 5 
reads out the advertisement data corresponding to the data 
base 2160, and transfers this to the above address. In step 
2740, the user terminal 2190-1 through 2190-N receives the 
above advertising data under control of the advertising pro 
gram, records this in the main data storage 2514 (see FIG.25) 
in step 2750, and in step 2760 generates a table of information 
indicating addresses in the main data storage for advertise 
ment data, and the position of the advertisement target, (i.e., 
information indicating which advertisement insertable infor 
mation this is, like that shown in FIG. 26). 
0206. Once the game starts in step 2770, subsequently in 
step 2780 judgment is made whether or not the position is the 
position for inserting advertisement information, and in the 
event that this yields “YES, in step 2790 the corresponding 
advertisement data is positioned at the corresponding posi 
tion in the memory. It is needless to say that this positioning 
is made at an earlier point in the progression of the game. 
Also, an arrangement may be made wherein not all advertise 
ment data is obtained at once, but rather a little is obtained at 
a time as the game progresses. Further, movie data is prefer 
ably placed in the main memory or a graphics engine buffer 
immediately before the game starts, object data is preferably 
placed in the main memory either immediately before the 
game starts or before the data is used, and texture data is 
preferably placed in the main memory or a graphics engine 
buffer either immediately before the game starts or before the 
data is used. 
0207 Thus, with driving games for example, arrange 
ments can be realized wherein cars the same as cars actually 
manufactured and sold by the advertiser can be operated by 
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the user, or wherein advertisements of the advertiser are car 
ried on the body of the car operated by the user, and so forth. 
0208 Next, with reference to FIG. 28, description will be 
made regarding operation of the advertising agency server 
2150 in the event that advertising data is requested by the 
advertising program. 
0209. In step 2810, judgment is made regarding whether 
or not there is access from the user terminals 2190-1 through 
2190-N, and in the event that this yields “YES, the title of the 
digital contents and the user address is received from the 
terminals 2190-1 through 2190-N in step 2820, the database 
2160 is referred to in step 2830, advertisement data corre 
sponding to the title is read out in step 2840, the advertisement 
data is transmitted to the user terminals 2190-1 through 
2190-N indicated by the user address received in step 2850, 
and the transmission record for the advertising data is updated 
in step 2860. Counting the number of times of updating the 
transmission record allows measurement of how many adver 
tisements have been viewed to be made, and payment to the 
contents providing company and billing the advertiser can be 
calculated based on this value. 
0210. Next, carrying advertisements at the time of down 
loading digital contents will be described with reference to 
FIG. 29. 
0211. In step 2910, the system 2130 of the contents pro 
vider 2140 judges whether or not there has been a request for 
downloading digital contents from the user terminals 2190-1 
through 2190-N, and in the event that this yields “YES, the 
flow proceeds to step 2920, and then notifies the title to the 
advertising agency server 2150. The advertising agency 
server 2150 searches the database 2160 for the advertising 
information data corresponding to the received title, and 
transmits this to the system 2130 of the contents provider 
2120. In step 2930, the system 2130 of the contents provider 
2120 receives the downloading advertisement data. In step 
2940, once the contents server 2140 starts downloading the 
digital contents, the system 2130 transmits advertisement 
information data to the download destination user terminals 
2190-1 through 2190-N in step 2950. Thus, a corresponding 
advertisement is output on the monitor of the downloading 
user terminals 2190-1 through 2190-N. In step 2960, the 
system judges whether or not the download from the contents 
server 2140 has ended, and in the event that this yields “YES, 
the flow ends, and in the event that this is "NO", the flow 
proceeds to step 2950 again. 
0212. It should be understood that the present invention is 
by no means restricted to the above-described embodiment. 
The present invention can take on other forms such as the 
following variations, for example. 
0213. An arrangement may be made wherein the advertis 
ing agency server 2150 directly sends advertising information 
data to the user terminals 2190-1 through 2190-N. In this 
case, the advertising agency server 2150 needs to receive data 
indicating starting and ending of downloading from the user 
terminals 2190-1 through 2190-N, and also receive the title of 
digital contents, user address requesting the download, etc., 
from the system 2130 of the contents provider, beforehand. 
0214. Though the advertisements in the above example 
only involved images, it is needless to say that advertisements 
using audio can be similarly carried. 
0215. In the above example, advertisement information is 
set into the contents each time there is a digital contents 
download request from the user, but the present invention is 
not restricted to this. Instead, the advertising information can 
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be updated as necessary regarding advertisement contents, 
carrying period, etc., based on specifications from the adver 
tiser. 
0216. As described above, according to the present inven 
tion, an in-contents advertising method, an in-contents adver 
tising server, and a program-transferring medium for realiz 
ing in-contents advertising, capable of application to 
advertising dealing with networks, can be provided. 
0217. Further, according to the present invention, an in 
contents advertising method, an in-contents advertising 
server, and a program-transferring medium for realizing in 
contents advertising, capable of easily updating the advertise 
ment contents whenever appropriate, can be provided. 

Advertising Impression Determination 
0218 Embodiments of the presently described advertising 
systems may also be utilized to provide for the targeting of 
advertisements. Providing information over a communica 
tions network requires proper addressing of that information 
to an end-user. For example, a network address (e.g., an 
Internet Protocol address) may be static and assigned to a 
particular user. Identifying the actual user assigned to this 
address may be achieved through the network service pro 
vider (e.g., an ISP) that is assigned the network address and 
aware of the address of that user. Alternatively, a user may 
register with a content provider (e.g., an on-line gaming net 
work), which may require providing specific information 
(e.g., name, e-mail, billing address and so forth). 
0219. In the case of acquiring end-user information from a 
network provider (e.g., through a commercial information 
sharing agreement), the acquired information may reflect 
billing information (i.e., certain geographic information). 
Similarly, registering with the content provider may reflect 
certain geographic information of the user (e.g., billing infor 
mation). As a result of this geographic information, an adver 
tiser may target geographic or region-specific advertise 
mentS. 

0220. For example, an end-user that resides in Boston may 
have little interest in receiving information concerning New 
York Yankee season ticket sales. Similarly, there would likely 
be little value to advertise a regional product or service such 
as a restaurant in New York to someone who resides in San 
Francisco where that product or service is not offered. 
National advertising campaigns concerning a regional prod 
uct or service would likely be ineffective relative a return on 
the advertising investment and may annoy the user receiving 
those advertisements, because the user may have no interest/ 
access to the product or service being advertised. In contrast, 
a user in San Francisco might have interest in receiving adver 
tisements related to San Francisco Giants season ticket sales 
or a concert in the area; that is, geographically relevant adver 
tisements. 
0221 By acquiring geographic information of a user (ei 
ther through direct registration or a service provider), adver 
tisements can be targeted so that the appropriate advertise 
ment is directed to the user. In this way, advertising dollars are 
ensured a greater return on investment. For example, products 
localized to Boston are advertised to persons living in the 
Boston area and products specific to San Francisco are adver 
tised to persons residing in the San Francisco area. 
0222 Geographic information may also be inferred from 
other available information. For example, an IP address may 
identify a particular region of a country through geo-location. 
While geo-location via an IP address is not as accurate as 
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explicit registration with a service provider, it provides a 
greater degree of accuracy than would blind advertisement 
campaigns. Thus, even dynamic IP addresses that are not 
consistently associated with any particular user (but instead a 
service provider who may recycle the address amongst a 
group of users) may have some advertising value due to 
geo-location techniques. Geographically-specific advertise 
ments may be provided to the geo-located user, although there 
remains the possibility that such advertisements may be less 
accurately targeted than an advertisement with a specific geo 
graphic affiliation. 
0223) Advertisements may also be more accurately 
tracked with regard to actual impressions thereby allowing 
for more accurate determinations of advertising campaign 
value or proper remuneration to a provider of the advertise 
ment relative those impressions. For example, an advertise 
ment may have 1,000,000 impressions over a 2 week period. 
While this number may be impressive in a vacuum, when it is 
learned that 75% of those impressions occurred in a geo 
graphic region where the productor service is unavailable, the 
number of impressions becomes much less valuable. Many of 
the impressions were wasted on portions of the consuming 
public that will not or, perhaps even worse, cannot purchase 
the service or product. Thus, an advertiser can purchase a 
particular number of impressions with the caveat that those 
impressions be within a particular geographic region to count 
against a total overallad buy. 
0224 Direct targeting of users may also take place using 
variations of the aforementioned identification methodolo 
gies. For example, in the registration scenario, a user may 
provide certain likes or dislikes in a user profile generated 
during the registration process. A user may indicate favorite 
sports teams, favorite hobbies, and the like. As a result of the 
user profile reflecting that a user is a Boston Red Sox fan, the 
user may be presented with certain advertisements that relate 
to World Series Memorabilia from the Red Sox 2004 World 
Series victory, and not a compilation of the NewYork Yankees 
World Series victories. Similarly, a user that identifies an 
affiliation with the San Francisco 49ers may receive 49er 
related advertisements instead of advertisements related to 
the Oakland Raiders. Alternative or more generic profile fac 
tors may also be implemented and/or utilized as are available 
and/or relevant to a particular advertiser. 
0225. This type of targeted advertising may be extremely 
useful when a product or service is available nationwide but 
has limited popularity or sales in particular regions. For 
example, a product may be available over the Internet (e.g., 
through Amazon.com) but also available at a number of brick 
and mortar stores in one particular region of the country (e.g., 
the West Coast). A user on the East Coast might purchase 
these products if he was aware of particular sale opportunities 
or new product releases. If that user does not live on the West 
Coast where an advertising campaign is in effect, however, 
they may never receive advertisements related to that product 
as advertising dollars have been allocated to a in the locale 
where brick and mortar stores are located. If the East Coast 
user indicated an affinity for a particular product in a profile, 
advertisements can be presented to this user via the in-game 
advertising system 100 even though the user lives in a region 
where product sales are otherwise low and advertising (in 
traditional media forms) is low or entirely non-existent. 
Through Such targeted advertising, not only are impressions 
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generated amongstable buyers, but also amongst willing and 
highly interested buyers making each impression all the more 
valuable. 
0226 Certain learning intelligence may also be imple 
mented to aid in the director geographic targeting advertising 
process. For example, a game user may participate in an 
on-line baseball league. Registration for that league may be 
limited solely to a user name and billing information. If the 
user resides in Southern California, it would be (as a broad 
based assumption) unlikely for this game user to be a fan of 
the Florida Marlins and (as another assumption) probably a 
fan of the Los Angeles Dodgers or the Anaheim Angels. Such 
assumptions may prove to be false. 
0227 But if the same user, via the on-line baseball league, 
continually selects the Florida Marlins as his team of choice, 
an embodiments of the present invention may recognize the 
repetitive behavior (e.g., the selection of a particular team, or 
a particular character in a game). Based on the repetitive 
behavior of the user, an assumptive profile of a user may be 
generated. 
0228. Further, if the user plays the networked/on-line 
baseball league fifteen times and elects to play with the Mar 
lins fourteen of those times, it would be an intelligent assump 
tion that the user is a Marlins fan even though the user lives in 
Southern California. As a result, certainadvertisements in the 
game environment may be directed toward fan merchandise 
for the Florida Marlins, instead of for the Dodgers or a ran 
dom advertisement. 
0229 Such targeted advertising is not limited to favorites 
or affiliations of the user. Direct targeting may also utilize 
demographics Such as gender, age, and the nature of the game 
itself. Gender may be specifically identified or presumed 
based on the content of a video game. Age may be based on a 
specific identification or a presumption related to the maturity 
of a particular game. The nature of the game itself may indi 
cate demographic information of the user or relevant adver 
tising content. For example, a sports game may generate 
sports advertisement whereas role playing games may gen 
erate advertisement specific to the nature of the game Such as 
combat or fantasy. Various combinations or Subsets of tar 
geted advertising may also be utilized (e.g., age and gender 
relative a particular genre of video game). 
0230. These intelligent determinations or analyses based 
on various demographics may take place at an advertisement 
server via an appropriate software module providing for Such 
deductive or intelligent determinations. 
0231. It should be noted that the present disclosure 
describes numerous inventive components that may operate 
individually or with other inventive components outlined 
herein. One Such inventive component—tracking what adver 
tisements the user sees—involves monitoring the view per 
spective of the user (e.g., the point-of-view of the game char 
acter or of the actual user via a game camera) and calculating 
when the user has experienced an ad impression. One 
embodiment of this method further allows for object occlu 
sion detection. Such impression information may then be 
returned to an ad server or other component of the system. 
0232 FIG. 30 illustrates line-of-sight obstacles as may be 
found in a game environment 3000. FIG.30 illustrates a game 
character 3010 (as reflected by the camera icon), an adver 
tisement 3020, one or more obstacles 3030-3080 and line-of 
sight 3090 relative the game character 3010 and its current 
viewing orientation to the advertisement 3020. It should be 
noted that any references to a game character in the present 
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disclosure is also inclusive of a game camera as to include 
various points-of-view of the game character of the video 
game as well as that of the actual user. In one embodiment, the 
point-of-view is that of the actual user (player) of the video 
game Such that the impression of an advertisement or other 
information is actually that of the user as would be most like 
an advertising impression in the real-world. Obstacles 3030 
3080 may be representative of any object in the gaming envi 
ronment 3000. Walls, corners, pillars, objects (e.g., boxes, 
signs, rows of lockers, doors, etc.), other game characters, 
opaque glass or even other advertisements (that is, not adver 
tisement 3020) may be representative of the obstacles 3030 
3O8O. 

0233. In an ideal advertising environment, game character 
3010 and advertisement 3020 would be separated by an 
unbroken line-of-sight. That is, obstacles 3030-3080 would 
not break line-of-sight 3090 whereby game character 3010 
(and its controlling user through, for example, a first-person 
game view) would have a full and uninterrupted view of and 
exposure to advertisement 3020. Such an uninterrupted view 
of and exposure to advertisement 3020 is desirous in that it 
provides for an advertising impression most like that as would 
be encountered in the real-world (e.g., reading a newspaper 
advertisement, viewing a billboard or attentively viewing a 
television commercial). That is, persons in the real-world are 
generally able to view an advertisement (or at least position 
themselves) such that other objects in the environment do not 
obscure a view of that advertisement. 

0234. But as is shown in FIG. 30, line-of-sight 3090 is 
interrupted at multiple points by obstacles 3030, 3040 and 
3050. Obstacle 303.0 may be a stack of boxes whereas 
obstacle 3040 may be a soda machine while obstacle 3050 
may be a corner in a hallway. The exact nature of obstacles 
3030,3040 and 3050 is irrelevant except for the fact that they 
are interrupting line-of-sight 3090 between game character 
3010 and advertisement 3020. Such a scenario as illustrated 
in FIG.30 is common in complex game environments such as 
those offered by role-playing or first-person adventure 
games, where users navigate through the gaming environ 
ment 3000 and the objects that exist therein. 
0235. The interruption of the line-of-sight 3090 as caused 
by obstacles 3030, 3040 and 3050 may partially (or wholly) 
prevent the character 3010 from viewing the advertisement 
3020. Depending on the exact angle of obstacles 3030, 3040 
and 3050, the character 3010 may be able to see certain 
portions of advertisement 3020, but those portions may be 
minimal compared to the greater portion of the advertisement 
3020 obscured by obstacles 3030, 3040 and 3050. In some 
cases, an advertiser may have paid significant Sums of money 
for the placement of advertisement 3020 in game environ 
ment 3000. However, the advertisement 3020 may never be 
viewed as was intended by the advertiser (e.g., a full-frontal 
observation of the advertisement 3020 for a given period of 
time in order to allow the game user controlling game char 
acter 3010 to review and comprehend the advertisement 
3020). The advertiser may, therefore, have expended certain 
sums of money with absolutely no end benefit as the user of 
the game (via character 3010) did not view the advertisement 
3020. This lack of an advertisement impression results even 
though character 3010 is actually standing directly in front of 
advertisement 3020 and has their line-of-sight 3090 oriented 
in the same direction. 

0236 FIG.31 illustrates a positional relationship between 
a game character 3120 and an advertisement 3110 in a game 
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environment 3100, in one embodiment inaccordance with the 
present invention. In FIG. 31, advertisement 3110 is located 
at a predetermined position in the game environment 3100. 
This positioning may be along a wall 3150 in the game envi 
ronment 3100. For example, advertisement 3110 may be a 
poster advertising an upcoming concert, advertisement 3110 
having been pushed into the game environment 3100 by vari 
ous components of the in-game advertising system 100 (FIG. 
1) (e.g., via asset tagging, whereby the relevance or fresh 
ness of the advertisement 3110 can be continually updated 
after the initial release of the game). In the present example, 
the advertisement 3110 (poster) may be positioned on the 
wall 3150 of for example, a record store in the game envi 
ronment 3100. 

0237. The game character 3120 may enter this particular 
portion of the game environment 3100 (the record store) 
through, for example, an entryway 3160. As can be seen in 
FIG. 31, the game character 3120, upon initial entry into the 
game environment 3100, may be standing directly adjacent to 
and oriented toward the advertisement 3110. Due to the posi 
tioning of the game character 3120 relative the advertisement 
3110, however, the game character may not be able to actually 
see or be exposed to the advertisement 3110 regardless of the 
orientation of the game character 3120 in the general direc 
tion of the poster (advertisement 3110). 
0238. The game character's 3120 inability to view the 
advertisement 3110 in FIG. 31 is a result of the game char 
acter 3120 being outside an impression area 3350 defined, in 
part, by a combination of a first angle 0, and a second angle 0. 
relative to a surface vector 3360. The first angle 0, is the angle 
measured from a ray 3170 to the surface normal 3190 (0) 
wherein normal incidence is an angle of Zero. The second 
angle 0, is the angle measured from a ray 3180 to the surface 
normal 3190. The second angle 0, at least with regard to 
isotropic Surface, is identical to the first angle 0,(i.e., 0, 0). 
In FIG.31, the first angle 0, and the second angle 0, each have 
an angle of about 30" relative the surface normal 3190. 
0239. The surface vector 3360 comprising a unit length 
(e.g., a distance from the advertisement) further defines the 
impression area 3350 for a predetermined distance from the 
Surface of the advertisement 3110. The Surface vector 3360 
relative the advertisement 3110 is defined, for example, as 
being 20 feet. Absent any obstructions in the impression area 
3350, if the game character 3120 is within 20 feet of the 
advertisement 3110 and within the angles defined by first ray 
3170 and second ray 3180 (i.e., +/-30° relative the surface 
normal 3190), then the game character 3120 is within the 
impression area 3350. 
0240 A user controlling the game character 3120 within 
the impression area and facing the advertisement 3110 will be 
able to view the advertisement 3110. That is, an impression 
will be established for the advertisement 3110 as would nor 
mally occur in the real world (e.g., while the user is standing 
in front of a billboard). Alternatively, if the game character 
3120 is not within the impression area 3350 as defined by first 
ray 3170, second ray 3180 and surface vector 3360, then no 
impression is generated. 
0241 FIG. 32 illustrates a second positional relationship 
between a game character 3220 and an advertisement 3210 in 
a game environment 3200, in one embodiment in accordance 
with the present invention. The game environment 3200 of 
FIG. 32 is similar to that illustrated in FIG. 31 with the 
exception of the position of game character 3220. In FIG.32, 
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game character 3220 is positioned directly in front of and 
exposed to the advertisement 3210. 
0242 An impression area 3230 is defined in a manner 
similar to that of FIG.31. That is, a first ray 3270 and a second 
ray 3280 relative surface normal 3290 in conjunction with 
surface vector/distance 3240. Because game character 3230 
is located within the impression area 3230 of the advertise 
ment 3210, an advertising impression is generated. 
0243 FIG. 33A illustrates a positional relationship 
between a game character 3320 and an advertisement 3330 
relative an obstacle 3340 in an impression area 3310 in a game 
environment 3300, in one embodiment inaccordance with the 
present invention. The impression area 3310 of the game 
environment 3300 is defined in a manner similar to that 
described above (e.g., a first and second ray relative a Surface 
normal with a predetermined distance relative the advertise 
ment 3330). Game character 3320 is positioned within the 
impression area 3310 and the orientation of the line-of-sight 
of the game character 3320 is toward the advertisement 3330. 
The line-of-sight from the game character 3320 to the adver 
tisement 3330 is, however, at least partially obscured by the 
obstacle 3340 within an obstructed area 3345. 
0244 With the increased graphic complexity of many 
Video games, placement of objects about a game environment 
increasingly provides a challenge to creating advertising 
impressions. For example, in FIG.33A, due to the position of 
the game character 3320 relative the obstacle 3340, the game 
character 3320 cannot view the advertisement 3330. There 
fore, no advertising impression is made to the user controlling 
the game character 3320. 
0245. Determining whether a game character falls within 
an obstructed area can be accomplished by using line-of-sight 
determination. In FIG. 34, obstructed line-of-sight 3420 is 
shown between game character 3400 and advertisement 
3410, in one embodiment in accordance with the present 
invention. FIG. 34 also shows unobstructed line-of-sight 
3450 between game character 3400 at a different position 
relative advertisement 3410. The determination of obstruc 
tion may be established by testing line-of-sight 3420 (or 
3450) between game character 3400 (3400") and advertise 
ment 3410 that passes through a center of obstruction probe 
3.425. 

0246. In some embodiments, obstruction probe 3425 is a 
spherical object with a predetermined radius r. Obstruction 
probe 3425 travels along the line of sight 3420 (or 3450) 
between game character 3400 (3400") and advertisement 
3410. If obstruction probe 3425 does not collide with any 
obstacles, then the line-of-sight between game character 
3400 (3400") and advertisement 3410 is unobstructed. If game 
character 3400 is located in an impression area and oriented 
toward the advertisement 3410, an impression of the adver 
tisement 3410 is generated. Unobstructed line-of-sight 3450 
illustrates the absence of object obstruction between game 
character 3400' and advertisement 3410, which allows for an 
advertising impression. 
0247 Alternatively, line-of-sight 3420 is obstructed as a 
result of one or more objects 3430A. . .3430C, preventing an 
advertising impression. If the obstruction probe 3425, while 
traveling along (obstructed) line-of-sight 3420 intersects one 
or more polygonal sides 3440. . . .3440 of one or more 
objects 3430 . . .3430, where each of one or more objects 
3430 . . . 3430 is typically constructed from multiple 
polygonal sides 3440. . .3440, then an unobstructed view of 
the advertisement 3410 relative the game character 3400 is 

Jul. 14, 2011 

not possible and no advertising impression is generated not 
withstanding the presence of the game character 3400 in an 
impression area. Such a scenario—an obstructed line-of 
sight and absence of an advertising impression despite being 
in an impression area is illustrated in the aforementioned 
FIG. 33A. 

0248. In some embodiments of the present invention, par 
tial viewing of and exposure to an advertisement may be 
Sufficient to establish an advertising impression. For 
example, certain trademarks or logos have established a cer 
tain degree of notoriety within the purchasing public. For 
these famous or easily recognizable trademarks or logos, 
viewing even a portion of the trademark or logo may be 
Sufficient to establish an advertising impression. Similar par 
tial viewing impressions may be acceptable with regard to 
slogans, celebrities, famous spokespersons, and so forth. In 
these instances, even though the obstruction probe 3425 may 
intersect with an object, if the intersection involves only a 
small percentage of the probe 3425, then a partial impression 
may be generated. If the object obscures the advertisement in 
its entirety—100% of the probe 3425 intersects with the 
object—then no impression is generated. 
0249. The radius r of the obstruction probe 3425 may be 
reduced whereby a collision with a polygonal sides 3440. . 
.3440 of one or more objects 3430, ... .3430 may be avoided 
thus allowing for an unobstructed line-of-sight and, Subject to 
presence in an impression area, establishing an advertising 
impression. In that regard, the radius r of obstruction probe 
3425 may be relative to an advertisement to be viewed. Infor 
mation relative the setting of radius r may be part of adver 
tising data pushed to a video game environment by the adver 
tising server 350. 
0250 In some embodiments of the present invention, 
especially those involving third-person points-of-view, it may 
be possible to overcome obstructed lines-of-sight in an effort 
to create an unobstructed line-of-sight. For example, in an 
in-game advertising system where payment of advertisement 
space is made inadvance, an advertiser may seek to have their 
advertisement viewed at any cost. In these instances, a camera 
tracking the game character may be adjusted to provide an 
unobstructed line-of-sight to allow for viewing of the adver 
tisement and creating an ad impression. Exemplary systems 
and methods for providing an unobstructed view of an adver 
tisement or other target are disclosed in U.S. patent applica 
tion Ser. No. 10/268,495, which is incorporated by reference. 
(0251 FIG. 33B illustrates a positional relationship 
between a game character 3370 and an advertisement 3380 
relative an obstacle 3390 in an impression area 3360 of a 
game environment 3350. The impression area 3360 of the 
game environment 3350 and relative the advertisement 3380 
is defined in a manner similar to that of FIGS.31 and 10 (e.g., 
a first and second angle relative a Surface normal combined 
with a surface vector). Game character 3370 is positioned 
within the impression area 3360 but is not in an obstructed 
area 3395 as would be generated by obstacle 3390 like that 
described in FIG. 33A. A determination of the lack of an 
obstruction area 3395 or the game character 3370 not being 
positioned in an obstruction area 3395 is determined in a 
manner similar to that as described in FIG. 34. In that regard, 
an obstruction probe traverses a line-of-sight between the 
game character 3370 and the advertisement 3380 and does not 
intersect with a polygonal side of an object. The lack of 
intersection thus indicates the presence of an unobstructed 
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line-of-sight and the establishment of an advertisement 
impression resulting from game character's 3370 exposure to 
the advertisement. 
0252 FIG. 35A illustrates the correlation between an 
impression counter 3560 and the position of a game character 
3520 relative an advertisement 3510 in a game environment 
3500. Impression counter 3560 measures the time period that 
the game character 3520 is positioned in impression area 
3530 with an unobstructed line-of-sight 3550 relative the 
advertisement 3510. As can be seen in FIG. 35A, game char 
acter 3520 has an unobstructed line-of-sight 3550 of and 
exposure to advertisement 3510 notwithstanding the pres 
ence of object 3540 and obstructed area 3545. 
0253. It should be noted that impression counter 3560 is 
not necessarily a stopwatch or other timing device as depicted 
in FIG. 35A. Impression counter 3560, in an embodiment of 
the present invention, is any timing mechanism governed by 
hardware or software relative an end-user client device 170 
(e.g., a gaming console) that may measure the time period that 
the game character 3520 is positioned in the impression area 
3530 with an unobstructed line-of-sight 3550 relative the 
advertisement 3510 and may utilize various units and/or mea 
Surement schemes. In one embodiment, a temporal period is 
used as a unit of measure (e.g., seconds, fractions of seconds 
and so forth). 
0254 FIG. 35B further illustrates the correlation between 
an impression counter 3560 and the position of a game char 
acter 3520 relative an advertisement 3510 in a game environ 
ment 3500. In FIG. 35B, however, the game character 3520 
has moved behind the object 3540 and into the obstructed area 
3545. Notwithstanding the fact that the game character 3520 
remains within the impression area 3530, the game character 
3520 has an obstructed line-of-sight 3570 relative advertise 
ment 3510. When the line-of-sight of the game character 3520 
relative the advertisement 3510 becomes obstructed (as is 
reflected in FIG. 35B), the impression counter 3560 termi 
nates. That is, an impression of the advertisement 3510 is no 
longer being generated as the advertisement 3510 has been 
obstructed from the game character's 3520 view. 
0255 By measuring the length of exposure to an adver 
tisement via impression counter 3560, an advertiser can 
determine the value of an ad impression or whether an 
impression has actually been made if the existence of an 
impression is tied to the duration of presence in the ad impres 
sion area (e.g., the time of exposure to the advertisement). For 
example, a pricing model may be established wherein an 
advertiser is charged based on the duration of the advertise 
ment impression. The duration of the advertisement impres 
sion is reflected by the impression counter 3560. In another 
pricing model, an advertiser may pay a fee for a certain 
number of advertisement impressions. An ad impression may 
be defined as unobstructed exposure to an advertisement for a 
certain period of time. For example, and as evidenced in FIG. 
35B, the game character 3520 is in the defined impression 
area 3530 but is unable to actually view the advertisement 
3510. As such, the advertiser should not have the presence of 
the game character 3520 in the impression area 3530 with no 
view of the actual advertisement 3510 constitute an adver 
tisement impression. 
0256 The various ad impression determinations may be 
implemented utilizing software downloads or through soft 
ware installed on physical media (e.g. a software client on an 
optical disk) or may be pre-installed in a gaming device. 
Various modules that interact with the ad impression deter 
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mination Software (e.g., receiving ad impression information 
for reporting to an advertiser) may be further located in vari 
ous other aspects of an advertising system (e.g., at ad server). 
0257. As noted, various pricing models may be based 
upon the existence of advertising impressions or the quality 
thereof. For example, an advertiser may be satisfied knowing 
that their advertising content has made it into a video game. 
Another advertiser may be more demanding and require 
information related to actual impressions. Using the method 
ology described in FIG. 34 with regard to determining the 
existence of unobstructed lines-of-sight it may be determined 
whether the user actually viewed the advertisement. 
0258 Even more specific, it may be determined how long 
the user viewed the advertisement. For example, if a user is 
merely scanning around the room for an exit or a particular 
object, their line-of-sight may intersect with the advertise 
ment but the scanning of the room was too quick to allow for 
any meaningful consideration or understanding of what the 
advertisement portrayed. In this scenario, a timer may be 
implemented as was described in FIGS. 35A and 35B. 
0259 On an even more detailed level, it may be possible to 
determine the quality of the impression. For example, a user 
may view an advertisement as a result of being in an impres 
sion area. That user may, however, be on the very far edge of 
the impression area and have slight difficulty viewing the 
advertisement. This might be the case if a user is utilizing a 
later model television or computer monitor or is utilizing a 
computing device that has lower graphics processing power. 
Notwithstanding graphics output considerations, it is pos 
sible to further delineate the impression area into quality 
impression areas whereby the advertisement is viewed in 
every instance but better or worse depending on the exact 
placement of the game character when viewing the advertise 
ment. 

0260 A game character may be face-to-face with an 
advertisement. The character, while clearly within the 
impression area, may be so close to the advertisement that he 
cannot fully view the advertisement or the copy that he can 
view is blurred because of the close proximity of the character 
relative the advertisement in the gaming environment. Simi 
larly, a user may be too far away to fully appreciate the 
advertisement. Through delineating quality impressions, 
advertisers can appreciate a minimal impression (e.g., up 
close or almost too far away) but also have certain assurances 
with regard to quality impressions as may be subject to the 
particular whims of the advertiser. 
0261 Various pricing schemes may be based upon these 
various levels or quality of impression whereby a general 
impression is charged at one rate while a higher quality 
impression is charged at a different rate. Similarly, the length 
of time a user is in an impression area can be correlated to a 
pricing model. For example, if a user is in an impression area 
for 2-seconds, an impression may have been made but possi 
bly a minimal one due to the complexity of the advertisement. 
If the user is in the impression area for 10-seconds, a greater 
impression has been made and has greater value to the adver 
tiser. Limits may be imposed on Such an impression counter 
Such that an advertiser is not charged for a 30-minute impres 
sion when a user happens to position his game character in 
front of an advertisement and then leave to attend to another 
task for half-an-hour. Notwithstanding the presence in the 
impression area for that period of time, a thirty-minute 
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impression has not truly been made as the user of the game 
(the controller of the character) has not been subjected to that 
advertising copy. 
0262 Traditional economic aspects of supply and demand 
may also come into play with various pricing models. For 
example, ifa game is released with great fanfare and is a must 
buy for the holiday season, adbuys in the game may be more 
expensive. If the game layer proves to be unpopular for a 
variety of reasons, the pricing levels may decrease to reflect 
the demand of the game. These determinations as to Supply 
and demand may be made, in part, based on the location and 
intrinsic value definition of specific tags, the demand for a tag 
as driven by the number of times tagged assets in a video 
game are identified during average, peak and off-peak game 
play thereby resulting in various requests to an advertising 
SeVe. 

0263 Similarly, certain video games may have indicia 
identifying a distinct owner as a result of a user profile or 
information embedded on the game or Subject to, for 
example, a network address. An advertiser may also deter 
mine that while 1,000 impressions may have occurred for 
their advertisement on a particular day that almost half of 
those were related to a small group of users who continually 
entered a gaming environment where the advertisement was 
rendered time-and-again versus 1,000 impressions distrib 
uted more equally amongst 3000 different, unique gameplay 
ers. The impressions in the latter example are more valuable 
then the repeated impressions amongsta Small group of users 
in the first example. 
0264 Certain embodiments of the exemplary in-game 
advertising system described in the present invention may 
also allow for certain interactions with the products adver 
tised in a video game. For example, a game player might 
approach a vending machine whereby a variety of beverages 
are available and effectively advertised via their labeling, 
trademarks or other visual indicia. A user might select a 
particular beverage for his character to enjoy in the course of 
the video game by pressing a button on his keypad that cor 
responds to purchasing a particular beverage from the vend 
ing machine. These virtual purchases may be conveyed to 
advertisers in that the advertisement has not only made an 
advertising impression in that a user has seen the product or 
related advertising but taken some sort of positive interaction 
with the product (e.g., purchasing the product in the video 
game). 
0265 Similar game metrics may be implemented with 
regard to negative connotations. For example, if four bever 
ages are available, the user's selection of one beverage may 
reflect negatively as to the other three. By further example, a 
user may be presented with a vending machine for two com 
peting beverages; if the user takes some action relative one of 
the vending machines (e.g., destroying it with a weapon), that 
act too may reflect negatively relative advertising metric 
information. 

0266 Through tracking user interactions with advertise 
ments in a video game environment, the video game effec 
tively becomes a user feedback service similar to an adver 
tising focus group. Feedback may also be registered through 
explicit interactions wherein a user may expressly provide 
their opinion of a product or service relative the game envi 
ronment. For example, the user may be prompted as to their 
opinion of a particular product; the user may then press up 
for a positive reflection or down for a negative reflection. 
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0267 Interactions via, for example, a microphone input 
are also possible wherein the user provides feedback in con 
nection with the advertisement. Such feedback may be trans 
mitted to an agent on the other end of the communication 
channel or passed through speech recognition Software 
wherein certain keywords as they relate to a product are 
recognized and categorized. 
0268 To address the feedback features, the impression 
tracking system may include functions or may interact with 
functions capable of soliciting or recording user reaction to an 
advertising campaign. For example, an advertiser may deploy 
an advertising campaign defined by advertising content that is 
loaded into a tag with program or pointer to program(s). Such 
programs may signal the user to perform actions. Other pro 
grams may monitor user reaction in and about the advertise 
ment or in response thereto. For example, one Such program 
that may be invoked when accessing a loaded advertisement 
tag includes a reference to a speech input requirements and 
definitions. 
0269 Advertising beyond the traditional flat, print adver 
tisement may also be implemented utilizing the presently 
described in-game advertising system. For example, in addi 
tion to billboards or single page ad copy, rotating billboards 
may be utilized wherein triangular panels in the billboard 
rotate relative to one another thereby effectively providing 
three-billboards-in-one. The billboard panels then rotate 
every few seconds to reflect a new advertisement on each 
panel as occurs in the real-world. In this way, a single game 
asset can be tagged for multiple advertisement introductions. 
0270. Other ads in a game environment may be movable. 
For example, advertisements may be located on the sides of 
buses that traverse city streets or a series of flyers that might 
blow down an alley. Televisionads with full motion video and 
audio ads as might be emitted over a radio or a telephone in a 
gaming environment are also envisioned as being imple 
mented in the present invention. 
0271. Just as certain advertisements have higher demand 
in the real-world (e.g., high traffic areas), certain advertise 
ments in a video game environment may enjoy higher pricing 
as a result of high traffic areas. For example, advertisements 
that appear in the beginning of a video game or a level 
wherein every user will view the advertisement inherently 
have more value than an advertisement located in a secret 
Easter Egg level or extremely difficult level that many users 
may never reach. 
0272. Other embodiments of the present invention may 
include rewards based on user interaction with particular 
advertisements. For example, if a user provides actual feed 
back in a video game environment, the user may receive 
merchandise, points or coupon rewards from the producer of 
the product as an appreciation for their opinion. Such infor 
mation concerning where to send a reward may be expressly 
provided during a feedback session or as a result of an asso 
ciation with a user profile. This latter case would be valuable 
wherein points or rewards are offered for less explicit inter 
actions (e.g., not in response to an advertiser/feedback query) 
such as casual interactions or favorable behavior relative an 
advertised product and points or rewards accumulate over 
time. 
0273 Advertisements, especially those ads that are 
audible in nature or are full motion video, may be subject to 
real-time limitations. For example, a user in a video game 
may be changing the channels of a television in the video 
game environment. If the user only watches two seconds of 



US 2011/0173054 A1 

the advertisement, an impression may or may not be gener 
ated. Such limitations in the case of real-time advertising may 
be subject not only to an impression area but also an impres 
sion time and even an impression time relative particular 
portions of the advertisement. 
0274 For example, an advertisement may be thirty-sec 
onds in length but the first five-seconds do not indicate the 
nature of the product and the last five-seconds concern legal 
boilerplate required by the particular advertisement. If an 
impression time is identified as five-seconds, watching the 
first or last five-seconds of this particular advertisement 
would technically constitute an impression notwithstanding 
the fact that the user knows nothing more about the product 
after those five-seconds than he did prior. In these cases, 
limitations as to impressions of particular portions of an 
advertisement may be implemented. For example, for an 
advertiser to consider there to have been an impression, the 
user must not only view five-seconds of the advertisement but 
those five-seconds must be within the middle 20-seconds of 
the 30-second advertisement. 
0275 Video or audio ads may also be subject to start-stop 
loops. That is, the advertisement starts when the user accesses 
the advertisement (e.g., tunes to a radio station playing the 
advertisement) and then stops when the user leaves the adver 
tisement (e.g., changes the radio to another station). If the user 
then changes back to the original station with the advertise 
ment, the ad may commence where it left off as if no time has 
passed. Such a methodology better ensures an impression but 
does so at the risk compromising reality (i.e., real-time pas 
sage of time is not in effect). The tag object may track the state 
of the advertisement impression, such as the index into the 
location in a video file to start the next sequence for the one or 
more tags associated with the advertising video loop. 
0276 Video games, radios and televisions that offer the 
user the ability to change channels may be associated with 
features to track multiple advertisement impressions and 
campaigns. When a user changes a channel or directs a virtual 
character in the game environment to change a channel, new 
advertisements may be provided. Such advertisement 
changes may be transitioned with white noise or a familiar 
blur associated with changing a channel according to the 
nature of the device. Radio or television devices may be 
configured with channels that access both traditional pro 
gramming, advertisement content or other content. Other 
content may include chat wherein the device facilitates com 
munications. Other content may also include other informa 
tion in connection with the game. Generally, the mixing of 
advertisement and other content in Such devices may have the 
benefit of catalyzing user exposure to advertisements since 
the use of the device and changing of the channels may be 
necessary to facilitate game play. 
0277. Other advertisements may be rendered or emitted in 
true real-time. For example, if a television advertisement in a 
Video game is two minutes in length and the user changes the 
channel in the video game after thirty-seconds of viewing the 
advertisement but comes back to the same channel thirty 
seconds later, the advertisement will now be at the 60 second 
point and not the 30 second point as in a start-stop embodi 
ment. 

0278 While real-time advertisements may be more real 
istic, ensuring an impression becomes more difficult relative 
the portion of the advertisement the user viewed as has been 
previously noted. Certain impression, especially in the real 
time video and audio sense, may be subject to ongoing 

24 
Jul. 14, 2011 

impression limitations. For example, an impression may con 
stitute viewing 30 seconds of a one minute advertisement. 
The user may, at one point in the game, view a first 10-seconds 
of the advertisement, view a second 10-seconds at a different 
point in the game and view yet another 10-seconds at another 
point in the game. In this instance, the user—albeit piece 
meal—may have viewed enough of the ad over the course of 
time to constitute an impression. 
0279. Other advertisements may limit an impression 
opportunity to consecutive time or Such piecemeal viewing/ 
listening but within an overall time frame. For example, view 
ing the advertisement in 10-second Snippets may suffice as an 
advertisement but they must occur within 15 minutes of one 
another. Other advertisements may require the thirty-seconds 
to occur consecutively or an impression has not been estab 
lished. 
0280 Some of these real-time/consecutive impression 
implications addressed above are reflected in FIG. 36 of the 
presentapplication. FIG.36 illustrates the positional relation 
ship of an in-motion game character 3620 relative an adver 
tisement 3610 in an impression area 3630 in a game environ 
ment 3600. In FIG. 36, the game character 3620 is positioned 
in the impression area 3630 of advertisement 3610. The 
impression area 3630 is also populated with obstacles 3640 
. . .3640. As the game character 3620 traverses the game 
environment 3600, the line-of-sight of the game character 
changes from an obstructed line-of-sight (as would occur 
behind obstacles 3640. . . . 3640,) and an unobstructed 
line-of-sight 3650. . .3650. An impression counter (not 
shown) would move between an on-and-off state as the line 
of-sight alternates between obstructed and unobstructed 
(3650. . .3650) lines-of sight. 
0281 For example, as the game character 3620 moves past 
object 3640, the impression counter would begin to measure 
the existence of an ad impression as provided by unobstructed 
line-of-sight 3650. As the game character passes behind 
object 3640, the impression counter would stop measuring 
the existence of an advertisement impression as a result of 
now obstructed line-of-sight. Once the game character 3620 
emerges from behind object 3640, an unobstructed line-of 
sight (3650) once again exists and the impression counter 
again would begin to measure the existence of an advertise 
ment impression from the stop point of the previous impres 
Sion. The measurement of an advertisement impression 
would continue in a similar fashion as the game character 
3620 passes in between remaining objects 3640, . . .3640, 
0282. In the present embodiment, as the impression 
counter starts-and-stops, any one segment of time correlating 
to an advertisement impression may not constitute a single 
advertisement impression. The ongoing exposure to the 
advertisement 3610, albeit in an interrupted fashion, may 
over the course of time constitute an ad impression. For 
example, by the impression counter reaching a certain time 
period (e.g., from start point to a point three seconds in time 
later), this time period may (as a whole) constitute an ad 
impression. Such a measurement methodology would be 
desirous in instances where a game character passes by, for 
example, a number of pillars; a rod iron fence, a series of 
windows, or a crowded room. 
0283. The above description is illustrative and not restric 

tive. Many variations of the invention will become apparent to 
those of skill in the art upon review of this disclosure. The 
scope of the invention should, therefore, be determined not 
with reference to the above description, but instead should be 
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determined with reference to the appended claims along with 
their full scope of equivalents. 
0284. For example, the embedded advertising tags as 
described in the present invention may be further applied to 
digital video and audio signals—television and audio broad 
casts, for example—as well as movies filmed in a digital 
format whereby advertisements or other content may be 
inserted into previously generated audio and/or video con 
tent. On-line media Such as on-line magazines, newspapers 
and blogs may also benefit from the implementation of tag 
ging advertising assets (e.g., particular column inches or 
steaming news broadcasts) as present-day advertising meth 
odologies Such as pop-ads become less effective and/or less 
popular. Advertising content may be offered by network and/ 
or content providers (e.g., cable providers) whereby advertis 
ing content is offered on-demand. 
0285 Additionally, the various impression area and occlu 
sion concepts disclosed herein may be applied to audio adver 
tisements or other audible emissions. For example, a radio or 
other audio emitting object may be defined, in part, by an 
impression area. Such an impression area would be deter 
mined in a manner similar to an impression area as it concerns 
a visual advertisement. An impression area in the context of 
audio would be representative of where an audio advertise 
ment or other audio emission may be heard by the characterin 
a game environment as the Volume of the audio emission 
decreases as the character moves further away from the adver 
tisement in three-dimensional space or if the character is 
located behind an object in which case the occlusion deter 
mination concepts become applicable (e.g., does a wall sepa 
rate the character and the audio signal). The quality of audio 
impressions may also be determined in a manner similar to 
quality determinations with visual advertisements with 
regard to not only distance but the extent to which an inter 
mediate object might absorb the sound, for example, a pane of 
Soundproof glass versus a thinly constructed wall. 
0286 The asset tagged to receive an advertisement may be 
movable and rotatable and may be programmed to dynami 
cally orientate towards the user camera as the user manipu 
lates around the game environment. Ad campaigns may be 
interleaved with special programming. Special programming 
may influence ad campaigns, variables in the tags relating to 
the ad campaigns, or may relate to the game environment. 
Special programming may influence (e.g., terminate or 
replace) an ad campaign or modify variables or functions 
contained in an ad campaign or tag. Special programming 
may accommodate for dynamic reconfiguration and reuse of 
an advertising asset. For example, special programming may 
be used to communicate special messages, game messages, 
forum messages, facilitate chat and so forth. Special pro 
gramming may also be used to transfer control of the adver 
tising asset to the game environment so that the advertising 
real estate can be used to convey game information and other 
information. 
0287. Notwithstanding the providing of detailed descrip 
tions of exemplary embodiments, it is to be understood that 
the present invention may be embodied in various forms. For 
example, it is envisioned that the apparatus and method for 

Jul. 14, 2011 

executing a game program having advertisements; the cus 
tomer election of auxiliary content; the provisioning of aux 
iliary content on local storage during the download and/or 
access of primary content over a network; the in-contents 
advertising method; and advertising impression determina 
tion methodologies disclosed in the present application may 
all be combined with one another individually, collectively, or 
in any other fashion as would be understood by one of ordi 
nary skill in the art. Therefore, specific details disclosed 
herein are not to be interpreted as limiting but rather as a basis 
for the claims and as a representative basis for teaching one 
skilled in the art to employ the present invention in virtually 
any appropriately detailed system, structure, method, pro 
cess, or manner. 

1. (canceled) 
2. A method for pairing primary and auxiliary content, the 

method comprising: 
establishing a communication link between a server and 

end user device; 
transmitting an identification of media executing at the end 

user device over the communication link to the server; 
receiving primary content at the end user device, the pri 
mary content received over the communication link and 
in association with the media identification; 

executing auxiliary content in response to trigger data 
embedded in the primary content, the primary and aux 
iliary content executed at the end user device; and 

transmitting a record of auxiliary content executed at the 
end user device to the server over the communication 
link. 

3. The method of claim 2, wherein the primary content is an 
interactive game. 

4. The method of claim 2, wherein the primary content is a 
movie. 

5. The method of claim 2, wherein the primary content is 
music. 

6. The method of claim 2, wherein the end user device is a 
mobile device. 

7. The method of claim 2, wherein the end user device is a 
game console. 

8. The method of claim 2, wherein the auxiliary content is 
an advertisement. 

9. The method of claim 3, wherein the trigger data is the 
appearance of a character in the interactive game. 

10. The method of claim 3, wherein the trigger data is the 
appearance of a scene in the interactive game. 

11. The method of claim 2, wherein the record of auxiliary 
content is used to calculate fees related to the playback of the 
auxiliary content at the end user device. 

12. The method of claim 2, wherein the record of auxiliary 
content is used to determine whether the primary content is 
provided free of charge. 

13. The method of claim 2, further comprising transmitting 
user information to the server from the end-user device, the 
user information corresponding to the primary content made 
available for receipt at the end-user device. 
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