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(57) ABSTRACT 

In a data processing System executing a process for inter 
acting with at least one user, the process for a period of time, 
during execution of the process, at a moment of likely 
intensity of the users interaction with the process, a mes 
Sage is displayed to the user. 

In another aspect, in a mobile networked device, the location 
of the device is determined, a message is Selected for display 
based on the location of the device and the message is 
displayed on the device. 

In another aspect, in a mobile networked device, a message 
is Selected for display based on previously Stored informa 
tion about the user of the device. 
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MESSAGE INSERTION SYSTEMAND METHOD 

TECHNICAL FIELD 

0001. This invention relates to interactive media systems 
and more particularly to message insertion. 

BACKGROUND 

0002. A common model for getting revenue from televi 
Sion is to Sell advertising space during television shows. 
Advertising Space typically consists of 15-, 30-, or Sixty 
Second spots which occur periodically during the television 
Show. One of the potential problems with inserting non-story 
content into the show is that viewers may Switch Stations 
during the advertisements. To increase the chances that a 
Viewer will continue watching the Show, advertising may be 
placed at moments in the Story where there is a certain 
dramatic intensity that compels the viewer to see what 
happens next. This is Sometimes referred to as a cliffhanger. 
0003. The reality is that for much of advertisement 
Sponsored television, the timing of the advertisements is 
fixed, and the story is written to carefully fit the structure. 
Because the television show is produced ahead of time, the 
show is carefully edited to adhere to the strict timing. This 
method has worked well for television for many years. 
0004. A growing alternative to the fixed script passive 
Viewer television model of entertainment is interactive 
media. Interactive media includes a wide variety of elec 
tronically mediated activities in which one or more users 
interacts with an electronic System (e.g., a computer, a 
personal digital assistant, or a mobile telephone) and con 
trols, at least partially, the progression of audio and/or visual 
information displayed to him or her. Interactive media 
includes traditional commercial Video games, handheld 
Video games, home computer games, and online network 
based games. Also included are non-game activities Such as 
online chat rooms, and other forms of web browsing. 
0005 Typically, an interactive media system can be 
thought of as having one or more input ports for receiving 
inputs from users, one or more output ports for displaying 
information to users, and a processing System for receiving 
the inputs and generating the outputs. The processing System 
is a State machine, the State of which at any time is 
determined by the history of user inputs (and possibly 
random variables). The State at any given time affects how 
the processing System responds to further inputs from users. 
0006 A well known example of an interactive media 
system is a so-called Single-Player Fighting Game (SFG). In 
an SFG, a Single player navigates a Synthetic world trying to 
achieve various goals and encounters various obstacles and 
hazards along the way. To the extent the player Succeeds in 
certain goals, he or she is made Stronger, whereas failure to 
achieve certain goals (e.g., defending against an attack by a 
monster) can made the player weaker. In Such a system, the 
processing System typically keeps track of the Strength or 
weakness of the player by maintaining a State variable 
representing the player's “health', where a value of 100% 
represents the Strongest possible health, and a value of 0% 
means that the player has been killed. The Quake game is a 
well-known example of an SFG. 
0007. Other specific examples of interactive media sys 
tems include a Text-Based Interactive Fiction Game like 
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Deadline, Multiplayer Fighting Game like Quake III Arena, 
a Turn-Based Strategy Game like Civilization II, a Two 
Player Console Sports Game (like International Super Star 
Soccer), a Conventional Online Game like Chess (found, 
e.g., at www.freechess.org), an Internet Chat like AOL's 
Instant Messenger Chat, and a mobile telephone game like 
Snake. 

0008 Although the sale of advertising space for interac 
tive media offers a potential revenue Source for interactive 
media System developers, it is difficult to apply the televi 
Sion-based advertising insertion model to interactive media. 
A central problem is that many forms of interactive media 
are unpredictable. Because the user's inputs determine, in 
part, the Sequence of interactive events the user perceives, 
the Sequence will typically not follow the Story Structure and 
Strict timing that are necessary for inserting advertisements 
according to a fixed Schedule. Although Some interactive 
media Systems (e.g., at www.gamesville.com) insert adver 
tising at the conclusion of a game, these messages are 
relatively easy for a user to ignore, Since the user has 
completed the activity that was keeping his or her attention. 

SUMMARY 

0009. In general, in one aspect, the invention provides a 
method and apparatus, including a computer program appa 
ratus, implementing techniques in a data processing System 
executing a proceSS for interacting with at least one user, for 
executing the process for a period of time and, during 
execution of the process, at a moment of likely intensity of 
the user's interaction with the process, displaying a message 
to the user. 

0010. The techniques may include monitoring data about 
the proceSS and determining the moment of likely intensity 
of the user's interaction with the proceSS based on the results 
of the monitoring. Displaying the message may include 
Suspending the process during the display of the message. 
The process may be a game process, and Suspending the 
process may include temporarily halting the progreSS of the 
game while the message is being displayed, and continuing 
the progreSS of the game only after the message has been 
displayed. The process may be an online real time discussion 
medium and monitoring data about the proceSS may include 
measuring the rate of message traffic in the medium. The 
process may be a fighting game having characters, and 
monitoring data about the proceSS may include determining 
the relative health of a first character. The first character may 
be a character corresponding to a player. Measuring the 
intensity of the user's interaction may include determining 
the rate of message traffic in an interactive medium relative 
to the number of users of the medium. The proceSS may 
include a simulated team ball game, and monitoring data 
about the proceSS may include determining a measure of a 
likelihood of a player Scoring. The proceSS may include a 
game having one or more players, and wherein monitoring 
data about the process comprises determining a measure of 
likely change in a measure of Success of a player in the 
game. The proceSS may include a game having one or more 
players, and monitoring data about the process may include 
determining a change in a measure of Success of a player in 
the game. A State of the process may be determined and the 
content of the message may be Selected according to the 
State of the process. The proceSS may include a game having 
Simulated characters who interact with a character repre 
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Senting the user and a relationship between a particular 
Simulated character and the character representing the user 
may be determined and the content of the message deter 
mined according to the identity of the Simulated character. 
Determining the relationship may include determining a 
distance between the particular Simulated character and the 
character representing the user and determining the content 
of the message may include Selecting a message associated 
with the Simulated character. The Simulated character may 
be associated with a product or Service, and the message 
may be an advertisement for the product or Service. The 
techniques may include repeatedly displaying a message 
during the process, determining at least one waiting interval 
and waiting for a determined waiting interval between each 
message display. The proceSS may include a game process, 
and interval of time may be determined according to an 
estimate or measure of the amount of time remaining in the 
game. The message may include an advertising message. 
The proceSS may present an interactive drama to the user, 
and wherein the message may be not part of the dramatic 
Storyline. Measuring data about the proceSS may include 
monitoring the user's knowledge of a fact about the drama. 
Measuring data about the process may include monitoring 
the user's knowledge of a fact about the drama comprises 
estimating a degree of user certainty about whether the fact 
is true. Measuring data about the process may include 
providing an association between events within the interac 
tive drama and thoughts that a user is likely to have in 
response to an event, and monitoring changes in the thoughts 
that a user is likely to be having based on one or more events 
that occurred in the drama. Measuring data about the proceSS 
may include providing an association between events that 
have occurred within the interactive drama and goals of a 
user, and monitoring changes in the goals that a user is likely 
to have based on one or more events that have occurred in 
the drama. Measuring data about the proceSS may include 
monitoring events that have occurred in the drama, moni 
toring the active goals of the user, and determining whether 
the events occurred by the user attempting to achieve one of 
the active goals. The data processing System may be con 
nected to a network, and the content of the message may be 
received in the data processing System from the network. 
The process may include a game process, and monitoring 
data about the proceSS may include comparing the user's 
Score with a pre-existing recorded Score. The message may 
include an interactive presentation. The message may 
include a fixed audio/video presentation. The data proceSS 
ing System may include a mobile telephone. The data 
processing System may include a personal digital assistant, 
a Set top box, a game console, or a digital TV System. The 
proceSS may include a game having Simulated characters 
who interact with a character representing the user, a loca 
tion of the character representing the user may be deter 
mined and the content of the message may be determined 
according to the location of the Simulated character. The 
techniques may include determining an urgency of user 
response to the process and determining whether to display 
the message based on the urgency of user response. The 
techniques may include determining a geographical location 
of the user on the earth and determining the content of the 
message according to the location of the user. The tech 
niques may include determining the interval of time accord 
ing to an estimate or measure of likely intensity of the user's 
interaction with the proceSS based on the results of the 
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monitoring. The game may comprise a multi-user game 
operating over a network. Monitoring the proceSS may 
include determining whether the proceSS is in an urgent 
State, and it may be determined whether to display the 
message based on whether the process is in an urgent State. 
The proceSS may include a character-based fighting game, 
and determining whether the process is in an urgent State 
may include determining whether a character associated 
with the user is within a line of Sight of any enemies. 
Monitoring the proceSS may include determining whether 
the proceSS is in an urgent State, and the techniques may 
include resuming the process after the display of the mes 
Sage and modifying the State of the process to a non-urgent 
State after displaying the message and before resuming the 
process. The process may include a character-based fighting 
game, and determining whether the process is in an urgent 
State may include determining whether a character associ 
ated with the user is within a line of Sight of any enemies. 
A history of the display of the interactive process may be 
recorded and, after displaying the message to the user, a 
portion of the recorded history may be redisplayed. An 
appropriate time for displaying the message may be deter 
mined and, in response to the determination, the likely 
intensity of the user's interaction by modifying the State of 
the proceSS may be increased. The content of the message 
may be determined based on the contents of a user profile for 
the user. 

0011. In general, in another aspect, the invention provides 
a method and apparatus, including a computer program 
apparatus, implementing techniques for displaying mes 
Sages in a mobile networked device including determining 
the location of the device, Selecting a message for display 
based on the location of the device and displaying the 
message on the device. 
0012. The message may be an advertising message. The 
device may include a mobile telephone. The device may 
include a personal digital assistant. The advertising message 
may include an advertisement for a business in the same 
location as the device. The local time in the location of the 
device may be determined and the message may be Selected 
based on the local time. 

0013 In general, in another aspect, the invention pro 
vides a method and apparatus, including a computer pro 
gram apparatus, implementing techniques for displaying a 
message on a mobile networked device including determin 
ing the location of the device, Selecting a message for 
display based on previously Stored information about the 
user, and displaying the message on the device. 
0014. The details of one or more embodiments of the 
invention are Set forth in the accompanying drawings and 
the description below. Other features, objects, and advan 
tages of the invention will be apparent from the description 
and drawings, and from the claims. 

DESCRIPTION OF DRAWINGS 

0.015 FIG. 1 is a block diagram. 
0016 FIG. 2 is a block diagram. 
0017 FIG. 3 is a block diagram. 
0018 FIG. 4 is a block diagram 
0.019 FIGS. 5 and 6 are flow charts. 
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0020 Like reference symbols in the various drawings 
indicate like elements. 

DETAILED DESCRIPTION 

0021 Referring now to FIG. 1, an exemplary interactive 
media system 100 includes a user input 105, an output 
display 110, and a processing engine 115. user input 105 
may be any known or yet to be developed device for 
receiving user inputs in an information processing System, 
Such as a computer keyboard, a mouse, a joystick, a tele 
phone pad, a touch Screen, a remote control handset, micro 
phone, video camera, or the like. Output display 110 may be 
any known or yet to be developed device for displaying 
audio or visual information generated by an information 
processing System, including a computer monitor, a televi 
Sion monitor, a personal digital assistant Screen, a handheld 
interactive game Screen, loudspeakers, headphones, a tele 
phone display, and the like. Processing engine 115 may 
include any known or yet to be developed information 
processing System, including a Stand alone personal com 
puter, a dedicated handheld game System, a network of 
computers, a programmable telephone, a Set top box, a game 
console, a digital TV System, or a personal digital assistant. 
0022 Referring now to FIG. 2, processing engine 115 
includes a single-player fighting game (SFG) 200 and adver 
tising delivery system (ADS) 205. Both SFG 200 and ADS 
205 are data processing modules that may be implemented 
in hardware or Software or a combination of both. SFG 200 
is a conventional game module for implementing a single 
player fighting game. Such modules (e.g., Quake game 
software) are well known in the art. In this preferred 
embodiment SFG 200 implements a first person shooter 
game, but the invention works for non-first perSon games as 
well. 

0023 SFG 200 and ADS 205 are linked by a data channel 
210. Data channel 210 enables ADS 205 to query the current 
state of SFG 200. The ADS may also send commands via 
data channel 210 to SFG 200, causing SFG 200 to pause a 
game or to resume a game. 

0024) Referring now to FIG. 3, SFG 200 includes simu 
lation engine 300 and video/sound layer 305. Simulation 
engine 300 controls the mechanics of the game, including 
the physics of the game, the behaviors of enemies, naviga 
tion, and other workings of the game. Video/sound layer 305 
is a layer of code and/or hardware that interfaces to output 
display 110. Video/sound layer 305 may implement graphics 
commands Such as drawing a line on a Video display, 
drawing a polygon, Setting the lighting, and So forth. Video/ 
sound layer 305 may also include audio capabilities such as 
playing a Sound, looping a Sound, or Stopping the playing of 
a Sound. 

0.025 Simulation engine 300 includes logic for control 
ling the progression of SFG 200. Simulation engine 300 
receives inputs from user input 105, and controls the output 
of SFG 200 by making draw/sound calls via channel 310 to 
video/sound layer 305. 
0026. Simulation engine 300 maintains state variables for 
characterizing the current state of SFG 200. These variables 
may include PAUSED 315, PLAYER LOCATION 320, 
PLAYER HEALTH PERCENTAGE 325, and an ACTIVE 
ENEMIES table 330. PAUSED 315 is a Boolean variable 
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representing whether or not SFG 200 has been paused. 
PLAYER LOCATION320 represents the geographical loca 
tion of the player within a simulated world. PLAYER 
HEALTH PERCENTAGE 325 is a number within the range 
Zero to one, representing the health of the player. The 
ACTIVE ENEMIES table 330 lists each of the player's 
enemies currently active in the Simulated World, along with 
their location in that world. Simulation engine updates these 
variables during the playing of SFG 200 in a conventional 
fashion, in response to user inputs. 

0027. Referring now to FIG.4, ADS 205 includes adver 
tising file library 400, cinematic presentation layer 405, and 
state variables ADVERTISING SEQUENCE 410, and 
CURRENT INVOLVEMENT 415. 

0028 Advertising file library 400 is a collection of audio 
visual data files (e.g., Flash animation files, MPEG files, 
MOV files, or the like) containing advertisements. (Alter 
natively, the ordered list of files may include program code 
or Scripts for interactively presenting advertisements, or 
other information, to the user). Cinematic presentation layer 
405 includes logic and/or hardware for displaying the infor 
mation or running the scripts in advertising file library 400 
to create audio and/or visual displays on output display 110. 
In a preferred embodiment, advertising file library 400 
includes Macromedia Flash animation files and cinematic 
presentation layer 405 includes a Flash animation player 
available from Macromedia, Inc. (www.macromedia.com). 
ADVERTISING SEQUENCE 410 is an ordered list of the 
advertising file library 400. Included in the list is a pointer 
indicating which file was most recently displayed to the user, 
and at what time. 

0029) CURRENT INVOLVEMENT 415 is a value rep 
resenting the dramatic intensity of SFG 200, from the 
perspective of the player. This variable is computed by the 
ADS 205 based on information received from the SFG 200. 
The method for computing this variable will be discussed in 
more detail below. 

0030) The operation of interactive media system 100 will 
now be described. As noted above, SFG 200 operates in a 
conventional fashion by receiving inputs from the user, 
generating outputs, and updating its State variables to reflect 
the progreSS of the game. 

0031) The operation of ADS 205 will be described with 
reference to FIG. 5. ADS 205 operates in parallel with SFG 
200. This may be accomplished by implementing ADS 205 
on Separate hardware or by timesharing the resources of 
common hardware. As can be seen, ADS 205 operates as a 
continuous loop. First, ADS 205 waits for a fixed period of 
time (e.g., one second) (step 500). After waiting, ADS 205 
queries SFG 200 for relevant state information, including 
the values of PLAYER LOCATION 320, PLAYER 
HEALTH PERCENTAGE325, and the ACTIVE ENEMIES 
table 330 (step 505). Using these values, ADS 205 computes 
a new value for CURRENT INVOLVEMENT 415 (Step 
510). 
0032) Referring now to FIG. 6, CURRENT INVOLVE 
MENT 415 may be computed as follows. First, the distance 
from the player of each enemy in the ACTIVE ENEMIES 
table 330 is computed (step 600). Next, the number of “near 
enemies' is determined by counting the number of enemies 
within a specific distance of the player (e.g., 10 meters) (Step 
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605). CURRENT INVOLVEMENT 415 is then set to be the 
number of near enemies divided by PLAYER HEALTH 
PERCENTAGE 325 (step 610). This formula for determin 
ing CURRENT INVOLVEMENT 415 is useful because it 
reflects a likelihood that a player will be eliminated from the 
game in the near term. (A weak player Surrounded by many 
enemies is much more likely to be eliminated than a Strong 
player with few nearby enemies). CURRENT INVOLVE 
MENT 415 therefore correlates to the dramatic intensity of 
the game from the perspective of the player, and thus to the 
likely player interest in the game at that moment. Of course 
any formula for computing CURRENT INVOLVEMENT 
may be chosen that correlates to likely short term change in 
fortunes of a player or to other measures of dramatic 
intensity of the game. 
0.033 Referring again to FIG. 5, it is determined whether 
CURRENT INVOLVEMENT 415 is greater than a fixed 
threshold, e.g., 8 (step 515). If CURRENT INVOLVE 
MENT 415 is less than the threshold, then control returns to 
step 500. If CURRENT INVOLVEMENT 415 is greater 
than or equal to the threshold, then the following Steps are 
taken. First ADS 205 sends a “pause” message to SFG 200 
(step 520). This causes SFG 200 to pause and to cease 
generating outputs on output display 110. Then the ADVER 
TISING SEQUENCE 410 pointer is incremented to point to 
the next audio-visual file and that file is displayed through 
cinematic presentation layer 405 (step 525). After the file has 
finished displaying, the ADS Sends a “resume” message to 
SFG 200, causing it to resume operating at the point where 
it previously paused (step 530). ADS 205 then waits for a 
fixed period of time (e.g., five minutes) (step 535), before 
returning to step 500. This allows a reasonable period of 
time to pass before another advertisement is shown. 
0034. The system and method described advantageously 
provides a mechanism for inserting advertising material in 
an interactive media System by monitoring State variables of 
the System to determine moments of particularly high dra 
matic intensity for a user and inserting the advertising 
material at those moments. 

0035) Other embodiments are within the scope of the 
invention and of the claims. 

0036). In one variation, the ADS considers, in addition to 
a measure of intensity, a further measure of “urgency,” when 
determining whether to insert an advertisement at a given 
moment. The urgency of a Situation depends on whether or 
not the player is required to take Some action immediately in 
order to avoid a problem. Thus, in the SFG example above, 
the urgency of a situation may be defined as a Boolean 
variable that is TRUE when the player's character is within 
line of Sight of at least one of his enemies. The value can 
easily be calculated from existing data about the locations of 
characters walls and obstacles. In this embodiment, the 
advertising message would only be inserted when the inten 
sity was over the threshold, but there was no urgency. In this 
way, the advertising message would not interrupt the player 
in the midst of an urgent Situation, which might make the 
player more willing to pay attention to the message. 
0037 Alternatively, advertising messages could be 
inserted even when the situation was an urgent one, however 
the SFG could be instructed by the ADS to reposition the 
player's character to a non-urgent location (e.g., a location 
that is not in Sight of any enemy) before resuming the play 
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of the game. In this way, a player who was about to be 
attacked when the advertising message was being inserted, 
would not be instantly killed at the moment the game 
resumed. 

0038. In another variation, the SFG would maintain a 
moving record of the last fifteen Seconds of activity in the 
game. When the SFG is resumed after an advertising mes 
Sage has been displayed, the prior fifteen Seconds of the 
game are replayed to the user (with an appropriate signal that 
the game is in “replay” mode), after which control is 
returned to the user who continues to play the game from the 
point at which the advertising message was inserted. 

0039. Another variation is to make the choice of adver 
tisement depend on the context of the game at the time of 
Selection. For example, product placement could be done 
where certain specific advertisements were associated with 
particular enemies or locations. If the ADS were to deter 
mine it appropriate to insert an advertisement while the 
player was within a certain location or near a certain enemy, 
the Specific advertisement for that location or enemy could 
be selected. Thus, for example, a peanut butter advertise 
ment could be displayed when the player was fighting a 
peanut butter monster. Another variation could have a spe 
cial Sequence of higher priced or deluxe advertisements play 
in conjunction with fighting all the boSS enemies. 
0040. One could also change the pacing of presentation 
of advertisements. Instead of a fixed number of minimum 
minutes, the function changes that minimum interval over 
time, including letting the minimum interval and the inten 
sity interact. Thus, the System might wait a fixed amount of 
time for normally intense situations, but when a big tough 
bOSS with a special advertisement comes along, the System 
would lower the amount of time that is required to pass. 
Alternatively, the ADS 205 could increase the frequency of 
the advertisements over time, on the assumption that the 
player is more invested later in the game, and thus will allow 
more advertising. Likewise, an ADS 205 might disable 
advertising near the end of the game. This might make the 
game more attractive to buyers who have been overwhelmed 
by advertising in the most interesting moments of the game. 

0041. In another alternative embodiment, situations of 
artificial intensity could be created by the ADS at a time 
when an advertising message is to be inserted. Thus, if the 
intensity does not reach the threshold after some fixed 
interval of waiting, the ADS could instruct the SFG to 
increase the intensity by, e.g., placing more enemies in the 
vicinity of the player. The determination of when to artifi 
cially increase the intensity in this manner may alternatively 
be based on other information about the State of the game, 
e.g., the amount of time left in the game. 
0042. The above-described embodiments are enhance 
ments of a Single-Player Fighting Game. However these 
enhancements can also be applied to other forms of games 
and interactive media. The following examples illustrate 
Some of these possibilities. 

EXAMPLE 

First Text-Based Interactive Fiction Game 

0043. In another embodiment, the game is the story 
based interactive fiction game, Similar to the Deadline game 
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available from Activision Inc. of Santa Monica, Calif. This 
is a Single player game that is based on text input and output. 
The user types text to perform actions. The game prints text 
output to show the results of those actions, to describe the 
World, and to describe the actions of the various characters 
in the Story. In the discussion that follows, we describe an 
embodiment that is a modified version of the Deadline game. 
However it will be apparent to those of skill in the art that 
the techniques described here may be applied to any text 
based interactive fiction game. 

0044) This embodiment is a murder mystery where the 
user must use physical evidence and confessions to make a 
case against the guilty Suspects, and then arrest them. The 
deceased is Mr. Robner, a rich businessman. The prime 
Suspects are: George, his Son; Mr. Baxter, his busineSS 
partner; and Ms. Dunbar, his personal Secretary. AS it turns 
out, Mr. Robner was poisoned by Ms. Dunbar. She put the 
medicine Loblo in his evening tea, which combined lethally 
with his normal medicine, Ebullion. As she slept the night of 
the murder, her lover, Mr. Baxter, put a ladder against the 
library balcony, Scraping the outside of the railing as well as 
leaving holes in the mud below, climbed on the balcony 
leaving muddy footprints, and went into the library, where 
the dead Mr. Robner lay. He locked the door from the inside 
to make it look like a Suicide, then took away the incrimi 
nating teacup, Switching it for a fresh cup. Unfortunately, as 
he made his way back down the ladder, he dropped the cup 
and it broke. He left behind a few fragments. 

0.045. To solve the mystery, the user must find all those 
clues, as well as figure out the motives of the murderers. 
Once the user finds the cup fragments as well as the ebullion 
(in the initial death reports) and loblo (in Dunbar's medicine 
cabinet), she can have the fragments analyzed for either or 
both. This puts Suspicion on Dunbar. There is also a note pad 
in the library that can be rubbed with a pencil and a calendar 
that can be read. This reveals Mr. Robner's plans to change 
his will to leave out his Son, George. This puts Suspicion on 
his Son, George. The user shows the calendar to George, who 
Starts to act nervously and eventually leads the user to 
Robner's Secret Safe. In the process, the user catches George 
trying to destroy the will. (Though George is not the 
murderer.) The user also finds the Focus papers indicating 
conflict between Mr. Robner and Mr. Baxter, providing a 
motive for Mr. Baxter. The user must show these Focus 
papers to Mr. Baxter. The user must show the Loblo Report 
to Ms. Dunbar. Once these are done, the user must catch 
Dunbar dropping a theatre ticket that confirms the link 
between the two lovers, and then show it to her. This leads 
to the final sequence of arresting Ms. Dunbar and Mr. Baxter 
Successfully. 

0046) In this embodiment, the ADS applies a CURRENT 
INVOLVEMENT function to compute the CURRENT 
INVOLVEMENT for the user according to features of the 
unfolding plot of the Story. 

0047 The plot of Deadline is made up of several key 
moments in the story. These are called key EVENTS or 
simply EVENTS. The ADS uses these EVENTS to measure 
the CURRENT INVOLVEMENT at a given moment. The 
EVENTS are experienced by the user as actions the user 
types followed by text output from the system. Sometimes 
the text output occurs immediately and Sometimes the 
EVENT text is delayed. The underlying simulation will 
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record when such EVENTS happen in a structure called the 
EVENT HISTORY. The EVENTHISTORY is a list of the 
key EVENTS that have happened so far, including the time 
each happened. The ADS uses the EVENT HISTORY to 
calculate the CURRENT INVOLVEMENT. 

0.048. In general, a CURRENT INVOLVEMENT func 
tion for a text based interactive fiction game may be con 
Structed by first Selecting a set of key moments for the game 
story, and building a CURRENT INVOLVEMENT function 
that uses them. 

0049. Here is an exemplary list of EVENTS in a game 
similar to Deadline: 

0050 MUD=find muddy footprints in library area 
0051) HOLES=find the holes below the balcony 
0.052 PAINT=find the scraped paint on the balcony 
railing 

0053) NOTEPAD=find and rub the note pad with a 
pencil 

0054) FRAGS=find the fragments of the ceramic 
Cup 

0055 LADDER=find and examine the ladder in the 
shed 

0056 LOBLO=find the medicine Loblo in Dunbar's 
medicine cabinet 

0057 AFL=receive report from analyzing the frag 
ments for Loblo 

0058 AFE=receive report from analyzing the frag 
ments for Ebullion 

0059 FOCUS=find the Focus Scandal papers 
0060 MERGER=discuss the Focus merger with 
Baxter 

0061 CALENDAR=see the calendar notation 
0062 CONFRONT DUNBAR=show the AFL 
report to Ms. Dunbar 

0063 CONFRONT GEORGE=show the calendar to 
George 

0064 CATCH GEORGE=catch George trying to 
destroy the will 

0065. TICKET=show the ticket to Ms. Dunbar 
0.066. In this embodiment, the CURRENT INVOLVE 
MENT function is updated whenever there is a change in the 
state of the game. The CURRENT INVOLVEMENT func 
tion may be calculated by determining whether one of the 
enumerated EVENTS has happened recently. If the last 
EVENT has happened within the past 20 seconds then 
CURRENT INVOLVEMENT=10. Otherwise it is 0. (In this 
embodiment, the ADS periodically polls the game engine to 
ascertain the value of CURRENT INVOLVEMENT. The 20 
second “active” period of a CURRENT INVOLVEMENT 
score in this embodiment insures that the ADS will detect the 
score of “10” before it reverts to zero. In an alternative 
embodiment, the game engine could notify the ADS when 
ever there is a change in the value of CURRENT INVOLVE 
MENT). 
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0067. This embodiment gives a simple CURRENT 
INVOLVEMENT function that allows commercials to be 
shown at all of the key EVENTS. A shortcoming of this 
method is that some EVENTS are only really involving for 
a user depending on the context, and therefore commercials 
may be shown at times in which the user is not highly 
involved in the game. 

EXAMPLE 

Second Text-Based Interactive Fiction Game 

0068. In a second text-based interactive fiction game 
embodiment, an EVENT's contribution to the CURRENT 
INVOLVEMENT is calculated based on its context in the 
plot. AS with the previously discussed embodiment, the 
threshold can be altered to increase the chance that an 
advertisement is shown. 

0069. In this embodiment, the CURRENT INVOLVE 
MENT function is determined whenever the state of the 
game changes by calculating four separate Scores of the 
EVENTHISTORY and adding these scores together to form 
the CURRENT INVOLVMENT. (In other embodiments 
there may be more, fewer, or different Scores, depending on 
the plot.) 
0070 If the latest EVENT happened within the past 20 
Seconds then the CURRENT INVOLVEMENT is the Sum of 
the four Scores. Otherwise, it is 0. AS noted above, keeping 
non-zero scores "alive” for 20 seconds insures that the ADS 
will detect the change in CURRENT INVOLVEMENT 
when it polls the game engine. We Summarize the four 
Scores as follows. 

0071 (a) THOUGHT This score measures 
whether the last two EVENTS of the EVENT HIS 
TORY are related in the thoughts of a user. For 
example, if the user finds the calendar, then shows it 
to George, these two EVENTS are connected in the 
plot Since both are related to George. 

0.072 (b) OPTIONS-This score measures whether 
the last EVENT of the EVENT HISTORY changes 
the user's goals. This means either Successfully 
achieving a goal, or getting a new goal, or both. 

0.073 (c) MOTIVATION-This score measures 
whether the user's actions are motivated by her 
goals. 

0074) (d) EMOTIONAL INTENSITY This score 
measures whether the user's excitement builds while 
Solving the mystery. 

0075) We now describe in more detail how these scores 
are calculated. 

0076) The THOUGHT score reflects the consistency of 
the user's thought process. Each EVENT is associated with 
Zero or more TOPICS that the user might be thinking about 
in connection with the occurrence of the EVENT. In general, 
a list of TOPICS for a particular text-based interactive 
fiction game may include the major questions that need to be 
resolved to finish the story presented by the interactive 
fiction game. For example, in a mystery these would be who 
did it and how they did it. In the presently describe exem 
plary embodiment, there are the following five TOPICS: 
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0077. 1. FIND THE CHEMICAL MEANS 
0078 2. FIND THE MEANS OF ESCAPE 
0079) 3. THINK ABOUT DUNBAR BEING 
GUILTY 

0080. 4. THINK ABOUT BAXTER BEING 
GUILTY 

0081) 5. THINK ABOUT GEORGE BEING 
GUILTY 

0082) The TOPICS are associated with EVENTS as fol 
lows: 

EVENT TOPICS 

MUD =>2 
HOLES =>2 
PAINT =>2 
NOTEPAD =>4 
FRAGS =>1 
LADDER =>2 
LOBLO =>1, 3 
AFL =>1, 3 
AFE =>1 
FOCUS =>4 
MERGER =>3 
CALENDAR =>5 
CONFRONT DUNEAR =>3 
CONFRONT GEORGE =>5 
CATCH GEORGE =>5 
TICKET =>3, 4 

0083) The value of the THOUGHT score is calculated by 
comparing the TOPICS of the last two EVENTS in the 
EVENT HISTORY. If there is a non-null intersection, then 
the THOUGHT score has value 1. Otherwise, the 
THOUGHT Score has value 0. 

0084. The OPTIONS score reflects whether the last 
EVENT of the EVENT history changes the GOALS that are 
current active. GOALS are Boolean predicates that are 
defined in terms of EVENTS in the EVENT HISTORY. In 
general, GOALS represent tasks that the user will want to 
achieve in view of events that have recently occurred. The 
OPTIONS scores is 1 if there is a change in the user's goals 
since the previous turn. Otherwise, the OPTIONS score is 0. 
0085. The following is an exemplary list of GOALS for 
the presently described embodiment, and the States of the 
EVENT HISTORY that make each GOAL active. 

0086) 1. TALK TO DUNBAR ABOUT HER 
LOBLO-This goal is valid from the time the user 
finds the LOBLO till the time She CONFRONTS 
DUNBAR (LOBLO to CONFRONT DUNBAR). 

0087) 2. TALK TO GEORGE ABOUT THE NEW 
WILL This goal is valid from the time the user 
finds the CALENDAR notation indicating there is a 
new will till the time she confronts George (CAL 
ENDAR to CONFRONT GEORGE). 

0088) 3. TALK TO BAXTER ABOUT BLACK 
MAIL This goal is valid from the time the user 
finds the NOTEPAD indicating that Baxter is being 
blackmailed till the time that the user discusses the 
MERGER with Baxter (NOTEPAD to MERGER). 



US 2004/0201629 A1 

0089 4. CHALLENGE DUNBAR This goal is 
valid from the time the user CONFRONTS DUN 
BAR with the report indicating Loblo with Ebullion 
is the cause of death till the time she finds the 
TICKET and Dunbar confesses her AFFAIR with 

Baxter (CONFRONT DUNBAR to TICKET/AF 
FAIR). 

0090) 5. CHALLENGE BAXTER This goal is 
valid anytime after the user discusses the MERGER 
with Baxter (after MERGER). 

0091) 6. FIND THE MEANS-OF-ESCAPE 
UPPER- This goal is valid from the time the user 
finds either the HOLES or the LADDER to the time 
she sees the MUDdy footprints or the scraped PAINT 
(HOLES or LADDER to PAINT or MUD). 

0092) 7. FIND THE MEANS-OF-ESCAPE 
LOWER-This goal is valid from the time the user 
find the MUDdy footprints or the scraped PAINT to 
the time she finds the HOLES (MUD or PAINT to 
HOLES). 

0093 8. FIND CLUES ABOUT DUNBAR-Valid 
until the user finds the LOBLO (until LOBLO). 

0094) 9. ANALYZE THE FRAGMENTS FOR 
EBULLION-Valid from the time the user finds the 
FRAGmentS till the time she actually does the 
Analysis For Ebullion (FRAGS to AFE). 

0095) 10. ANALYZE THE FRAGMENTS FOR 
LOBLO-Valid from the time the user has found 
both the FRAGmentS and the LOBLO till the time 
she does the Analysis For Loblo (FRAGS and 
LOBLO to AFL). 

0096) 11 FIND MYSTERY SUBSTANCE ON 
THE FRAGMENTS-Valid from the time the user 
gets the Analysis For Ebullion report to the time she 
finds the LOBLO (AFE to LOBLO). 

0097. The MOTIVATION score reflects whether a 
recently occurring EVENT resulted from ACTIVITIES the 
user was motivated to perform in order to achieve a GOAL. 
For a given text-based interactive fiction game, a list of 
ACTIVITIES may be established reflecting possible user 
actions during the game. Each EVENT may have associated 
with it one or more of the ACTIVITIES if those ACTIVI 
TIES are necessary for the event to occur. In addition, each 
GOAL has an associated list of ACTIVITIES if those 
ACTIVITIES are ones a user would logically engage in to 
try to achieve the GOAL. An EVENT is said to be “moti 
vated” if at least one of its associated ACTIVITIES is also 
asSociated with a currently active GOAL. In addition, Some 
EVENTS may be designated “always motivated,” in which 
case the EVENT is motivated whenever it occurs, irrespec 
tive of the currently active GOALS. For example, an 
EVENT might be designated always motivated where the 
EVENT itself is a GOAL. The MOTIVATION Score is 1 if 
the last EVENT of the EVENT HISTORY is motivated. 
Otherwise, it is 0. 
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0098. In the present exemplary embodiment, there are 
Seven ACTIVITIES: 

1. search the scene of the crime (s/scene) 
2. search the balcony (s/balc) 
3. search outside (s/out) 
4. search dunbar's bedroom (s/dun) 
5. talk to dunbar (tk/dun) 
6. talk to george (tk/geo) 
7. talk to baxter (tk/bax) 

0099. The following table shows the mapping from the 
twelve GOALS to their associated ACTIVITIES. Following 
the name of the GOAL is the set of ACTIVITIES associated 
with that goal. Recall that the abbreviations for the activities 
are found above. Some GOALS are associated with more 
than one ACTIVITY and some give rise to no activities. 

Goal Description Activity Set 

TALK TO DUNEBARABOUTHER LOBLO tkfaun 
TALK TO GEORGE ABOUT THE NEW WILL tk/geo 
TALKTOBAXTER ABOUT BLACKMA tkfbax 
CHALLENGE DUNEAR tkfaun 
CHALLENGE BAXTER tkfbax 
FIND THE MEANS-OF-ESCAPE UPPER sfscene, s/balc 
FIND THE MEANS-OF-ESCAPE LOWER Sfout 
FIND CLUES IN GENERAL sfscene 
FIND CLUES ABOUT DUNEAR sfdun 
ANALYZE THE FRAGMENTS FOREBULLION 
ANALYZE THE FRAGMENTS FOR LOBLO 
FIND MYSTERY SUBSTANCE ON THE sfscene, Sfclun 
FRAGMENTS 

0100. The following table show the mapping from 
EVENTS to ACTIVITIES in the present exemplary embodi 
ment. Note that the EVENTS AFL and AFE are designated 
“always motivated” because they directly correspond to the 
GOALS “Analyze the fragments for Ebullion” and “Analyze 
the fragments for Loblo.” 

EVENT Activities 

MUD => sfscene, s/balc 
HOLES => Sfout 
PAINT => sfscene, s/balc 
NOTEPAD => Sfscene 
FRAGS => Sfout 
LADDER => Sfout 
LOBLO => Sfaun 
AFL => always motivated 
AFE => always motivated 
FOCUS => Sfscene 
MERGER => tk/bax 
CALENDAR => Sfscene 
CONFRONT DUNEAR => tkfaun 
CONFRONT GEORGE => tk/geo 
CATCH GEORGE => tk/geo 
TICKET => tkfaun 

0101 The INTENSITY score reflects the user's likely 
excitement at learning new FACTS as they pertain to the 
central mystery of the game. Therefore, this Score reflects 
both what the user knows and what the user Suspects. 
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Changes in the user's knowledge may give rise to the 
Surprises and reversals that produce the user's Strongest 
emotions. The EMOTIONAL INTENSITY Score can Score 
anywhere from 0 to 70 or so. Therefore, this feature can have 
more impact on the CURRENT INVOLVEMENT function 
than the other features. In order to compute the EMO 
TIONAL INTENSITY score, the system determines the 
FACTS that the user knows or suspects, and the degree of 
certainty with which the user has this knowledge. Each 
known or Suspected FACT is given a Score, depending on the 
degree of certainty with which the user knows it, and the 
importance of the FACT. The greater the certainty, the 
greater the score. The EMOTIONAL INTENSITY score 
reflects a change in the Sum of all of these Scores as a result 
of the occurrence of an EVENT. 

0102) The EMOTIONAL INTENSITY score is deter 
mined by reference to a set of FACTS that are important in 
Solving the mystery of the particular game being played. In 
general the FACTS list for a game may include facts about 
the game Story that are important for the user to know to do 
well in playing the game. Because different facts may be 
more or leSS important to the user, each fact has associated 
with it a numerical importance. In the present exemplary 
embodiment, the following FACTS are included in the list 
(with their associated importance Scores): 

FACT Importance 

The MEANS OF ESCAPE was over the balcony (3) 
The MEANS OF DEATH was Loblo and Ebullion (4) 
Baxter had a legitimate MOTIVE (2) 
George was actually disinherited (2) 
The MEANS OF DEATH was extra Ebullion (4) 
added into Robner's tea cup 
It was a murder, not a suicide (2) 
Dunbar is guilty (5) 
Baxter is guilty (5) 
George is guilty (5) 

0103) The previous knowledge of the user is based on the 
EVENT HISTORY. The change in knowledge of a new 
EVENT is the difference between the knowledge based on 
the HISTORY, and the knowledge based on prior EVENT 
HISTORY plus the new EVENT. 
0104. A knowledge system is used to describe the various 
degrees of certainty that a user may have about the facts. The 
following table reflects 11 potential KNOWLEDGE 
STATES that a user may have about a fact, along with 
asSociated numerical values. 

KNOWLEDGE STATEFAbbreviation/Numerical Value 

I know for a fact its true/Kf7 
I believe its true/S3/3 
Its probably true/S2/2 
Its possibly true/S1/1 
I have a hunch that its true/SOf 0.5 
I know nothing about it/NONE/0.0 
I have a hunch that its falsef-SOf-0.125 
Its possibly false?-S1f-0.25 
Its probably false?-S2/-0.5 
I believe its false?-S3f-0.75 
I know for a fact its false?-Kf-1.75 
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01.05) In order to determine the EMOTIONAL INTEN 
SITY Score after the occurrence of an event, an Sub-score is 
computed for each change in knowledge about a fact. For 
each fact that changes, the Sub-Score is given by multiplying 
the absolute value of the change in the KNOWLEDGE 
STATE by the importance of the fact. For example, if a fact 
with importance 4 changed from S1 (numerical value 1) to 
K(numerical value 7), then the resulting sub-score would be 
7-1*4=24. The total EMOTIONAL INTENSITY score is 
thus the Sum of all of the Sub-scores for all the facts. 

0106. In order to determine the appropriate KNOWL 
EDGE STATE for a given FACT, there is associated with 
each FACT a KNOWLEDGE FUNCTION that takes as 
input the EVENTHISTORY and returns the KNOWLEDGE 
STATE of the user for that fact. 

01.07 For some facts, the user's KNOWLEDGE STATE 
may be calculated from just the set of EVENTS that have 
happened. For others, the user's knowledge is derived from 
both the set of EVENTSand from the pre-existing KNOWL 
EDGE STATE for other FACTS. 

01.08 We now describe the KNOWLEDGE FUNC 
TIONS in the present exemplary embodiment for the nine 
facts listed above. 

0109) Fact 1: The MEANS OF ESCAPE was over the 
balcony. Fact 1 depends on four EVENTS: MUD, PAINT, 
HOLES, and LADDER. Each combination of the four 
EVENTS leads to a specific knowledge value. The following 
chart shows how to compute the user's knowledge of Fact1. 
The chart shows a list of KNOWLEDGE STATES about 
Fact 1, and the EVENTS that must have occurred for the 
user to have that KNOWELDGE STATE about Fact 1. 

0110) NONE 
0111 S1-MUD 
0112 S1-PAINT 
0113) S2-MUD PAINT 
0114 S2-HOLES 
0115) S3-MUD HOLES 
0116) S3-PAINT HOLES 
0117) K-MUD PAINT HOLES 
0118) NONE-LADDER 
0119) S2-MUD LADDER 
0120 S2-PAINT LADDER 
0121) 
0122) 
0123) 
0124 
0125) 
0126 For the remaining Facts, we describe the KNOWL 
EDGE FUNCTION for each fact using pseudo code. This 
pseudo code employs two predicates: Happened(EVENTA) 
is true if the argument EVENT A has already happened. 
EVENT APrecedes EVENTB is true if EVENTA happened 
before EVENT B. 

S3 MUD PAINT LADDER 

S2-HOLES LADDER 

S3-MUD HOLES LADDER 

S3 PAINT HOLES LADDER 

K-MUD PAINT HOLES LADDER 
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O127) Fact2: THE MEANS OF DEATH WAS LOBLO 
AND EBULLION 

KnowledgeCfFactTwo (EVENT HISTORY) 
if (Happened (AFL) and 

Happened (FRAGS) and 
Happened (LOBLO) ) 

then return K 
if (Happened (FRAGS) and Happened (LOBLO)) 

then return S2 
if (Happened (FRAGS) ) then return SO 
else return NONE 

0128. Fact3: BAXTER HADALEGITIMATE MOTIVE 

KnowledgeCfFactThree (EVENT HISTORY) 
if (Happened (FOCUS) and 

(Happened (MERGER) or Happened (NOTEPAD))) 
then return K 

if (Happened (NOTEPAD) and 
Happened (MERGER) and 
NOTEPAD Precedes MERGER) 

then return S2 
if (Happened (NOTEPAD)) 

then return S3 
if (Happened (FOCUS) or Happened (MERGER)) 

then return SO 
else return NONE 

0129. Fact 4: GEORGE WAS ACTUALLY DISINHER 
ITED 

KnowledgeCfFactFour (EVENTHISTORY) 
if ( Happened (CALENDAR) and 
Happened (CONFRONT GEORGE) and 
Happened (CATCH GEORGE)) 
then return K 

if ( Happened (CALENDAR) and 
Happened (CONFRONT GEORGE)) 

then return S3 
if ( Happened (CALENDAR) ) 

then return S2 
else return SO 

0130. Fact 5: THE MEANS OF DEATH WAS EXTRA 
EBULLION (added into Robner's tea cup) 

KnowledgeCfFactFive (EVENT HISTORY) 
if ( Happened (FRAGS) and 

Happened (LOBLO) and 
(Happened (AFE) or Happened (AFL) )) 

then return -K 
if ( Happened (FRAGS) and 

Happened (AFE) ) 
then return -K 

if ( Happened (LOBLO)) 
then return NONE 

if ( Happened (FRAGS) ) 
then return S1 

else return NONE 

0131 Fact 6 introduces the concept of deriving the user's 
knowledge from previously calculated knowledge levels. It 
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also introduces the function HALF that maps any knowledge 
level into another about half as certain. The implementation 
(mapping) of HALF is given below. The MAX knowledge 
level is the one with the maximum numerical representation. 
0132). HALF: RETURN KNOWLEDGE VALUE WITH 
HALF CERTAINTY 

Half (knowledge): 
if (knowledge = K) return S2 
if (knowledge = S3 or S2) return S1 
if (knowledge = S1) return SO 
if (knowledge = SO or NONE or -SO 

return NONE 
if (knowledge = -S1) return -SO 
if (knowledge = -S3 or -S2) return -S1 
if (knowledge = -K) return -S2 

0133) Fact 6: IT WASA MURDER, NOT ASUICIDE 

KnowledgeCfFactSix (EVENT HISTORY) 
if (nothing has happened) 

then return-S2 
else return Max (KnowledgeCfFact1 (), 

KnowledgeCfFact2( ), 
Half (KnowledgeCfFact3()), 
Half (KnowledgeCfFactA())) 

0134) Fact 7: DUNBAR IS GUILTY 

KnowledgeCfFactSeven (EVENTHISTORY) 
if (Happened (TICKET/AFFAIR)) 

then return K 
if (Happened (CONFRONT DUNBAR).) 

then return S2 
if (Happened (LOBLO)) 

then return S1 
if (KnowledgeCfFact2() = K or S3) 

then return SO 
else return NONE 

0135) Fact 8: BAXTER IS GUILTY 

KnowledgeCfFactEight (EVENT HISTORY) 
if (Happened (TICKET/AFFAIR)) 

then return K 
if (Happened (MERGER)) 

then return S2 
else return NONE 

0136 Fact 9: GEORGE IS GUILTY 

KnowledgeCfFactNine (EVENT HISTORY) 
if (KnowledgeCfFact7() = K or 

KnowledgeCfFact3() = K) 
then return -K 

else return Max (Half (KnowledgeCfFact1()), 
Half (KnowledgeCfFact2()), 
Half (KnowledgeCfFactA())) 
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0.137 AS described above, for the first 20 seconds after an 
EVENT, the total value of the CURRENT INVOLVEMENT 
function is equal to the Sum of the four Scores added 
together. After twenty seconds, the value of the CURRENT 
INVOLVEMENT function is zero. As above, this is enough 
time to ensure that the advertisement will trigger even while 
using a polling mechanism. 
0.138. In another embodiment, there is a component that 
can calculate whether a next EVENT is likely to happen in 
the near future. For example, if the user has the CALEN 
DAR and is in the same physical room as George, this 
component will recognize that CONFRONT GEORGE 
might be about to happen. When this happens, the CUR 
RENT INVOLVEMENT function is calculated as though 
the predicted EVENT has actually happened. If the CUR 
RENT INVOLVEMENT exceeds the threshold, then an 
advertisement is shown. This allows the ADS to anticipate 
key EVENTS and show the advertisement before the key 
EVENT happens. 
0.139. In another embodiment, there is a component that 
calculates when the next EVENT is just about to happen. For 
example, if the user has typed "show the calendar to george' 
(and is near george and has the calendar) the component 
indicates that CONFRONT GEORGE is happening, and the 
output is about to be shown. Instead of waiting till after the 
text is shown to show the advertisement, the ADS will show 
the advertisement in between the user's input and the 
System's output. 

EXAMPLE 

Graphical Adventure Game 
0140. In another embodiment, the game is a graphical 
adventure game, Such as Escape from Monkey Island (Lucas 
Arts). This is similar to a text based game, but the input 
includes graphics and the mouse, and the output includes 
graphics and sound. The CURRENT INVOLVEMENT 
function has the same form, but the specific EVENTS, etc, 
are different, according to the plot of the adventure game. 

EXAMPLE 

Location Based Entertainment Game 

0.141. In another embodiment, the game is a graphical 
Location Based Entertainment (LBE) such as Disney's 
Pirates of the Caribbean VR adventure. As with the graphi 
cal adventure game, the CURRENT INVOLVEMENT func 
tion has the same form, but the specific EVENTS, etc, are 
different, according to the plot of the entertainment. 

EXAMPLE 

Multi-Player Fighting Game 

0142. In another embodiment, the game is a Multi-Player 
Fighting Game (MFG), for example Quake III Arena. An 
MFG is like an SFG except that multiple players participate 
in the Simulated environment, which may or may not also 
include non-player (i.e., computer controlled) characters. 
Such games typically are played by users connected over a 
computer network, each user participating through a sepa 
rate client computer System and the Simulation engine and 
ADS running on a central Server computer. The central 
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Server determines the appropriate display on each player's 
client System and sends appropriate commands to those 
Systems to create Such displayS. 
0143. In this embodiment, the ADS could compute the 
CURRENT INVOLVEMENT for each player as follows. 
For each player that is within a specified distance of another 
player, the ADS checks if that player's HEALTH PER 
CENTAGE just went below 10 percent (i.e., was at or above 
10 percent on the previous check and is now below 10 
percent). Were this were true, it would be a moment when 
one player Seems close to losing a fight, So it is likely to be 
a tense moment, and CURRENT INVOLVEMENT would 
be set above the threshold (e.g., to 10). If this were not true, 
CURRENT INVOLVEMENT would be set to zero. If any 
player's CURRENT INVOLVEMENT is set above the 
threshold, the Simulation engine is paused and all of the 
players will See an advertisement displayed on their clients, 
after which the game resumes, in a similar fashion as 
described in connection with the SFG embodiment above. 
(Notice that in this embodiment a step function is used 
instead of a continuous function. Either type of function may 
be used as appropriate in the context.) 

EXAMPLE 

Turn-Based Strategy Game 
0144. In another embodiment, the game is a Turn-Based 
Strategy Game (TBS). The TBS has a single player, but 
instead of continuous fighting action, the game is concerned 
with more Strategic matters that evolve turn by turn. Typi 
cally a TBS uses a third-person presentation of a larger 
geographical area, with additional Sub-Screens to present 
other information. An example of this type of game is 
Civilization II. 

0145 This TBS embodiment is similar to the SFG 
embodiment but may differ in two ways. First, because the 
game is not played in real time, CURRENT INVOLVE 
MENT values may be calculated after each player turn, 
alternatively they may be calculated at fixed intervals. 
Second, the variables used to calculate CURRENT 
INVOLVEMENT may differ. For example, in a game in 
which a player may capture cities or gain technologies, 
CURRENT INTENSTIY may be set above the threshold 
after any turn in which the number of cities or technologies 
possessed by a player changes. Alternatively, or in addition, 
if the player may collect units or points during the game, 
CURRENT INVOLVEMENT may be set above the thresh 
old when the number of units or points changes by more than 
a set amount on a single turn (e.g., five). These measures are 
appropriate for determining CURRENT INVOLVEMENT 
because they correlate with a significant change in the 
fortunes of a player in the game, and thus to times when 
player interest is likely to be greatest. 

EXAMPLE 

Two-Player Sports Game 
0146 In another embodiment, the game is a two-player 
sports game on a console (2PSG). The 2PSG has two players 
competing at a simulated Sports game. There is continuous 
action with occasional breaks from the nature of the rules of 
the game (e.g. after a goal is scored). Typically a 2PSG uses 
a third-perSon perspective to present the field of play, as well 
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as Sub-Screens to present alternate views (e.g., a field "radar’ 
View). An example of this type of game is International 
Super Star Soccer for the Sony PlayStation. 
0147 In this embodiment, the simulation engine main 
tains State variables representing the State of the Simulated 
game, including the Score of each player's team, the location 
of the ball, whether the ball is “in play,” which team has 
possession of the ball, and the location of the various 
players. Referring now to FIG. 7, the CURRENT 
INVOLVEMENT of the game may be calculated as follows. 
First, it is determined whether the ball is (a) not in play, (b) 
in the six yard box, or (c) not possessed by either team (Step 
700). If any of these is true, the CURRENT INVOLVE 
MENT is set to be zero (step 705). If none is true then the 
distance D from the ball to the defending team's goal (in 
meters) is computed and the CURRENT INVOLVEMENT 
is initially set to 120/D (step 710). (D may be adjusted to that 
it is never below 1.0 to prevent extremely high values for 
CURRENT INVOLVEMENT). The CURRENT 
INVOLVEMENT is then adjusted based on the number of 
players behind the ball, by dividing the CURRENT 
INVOLVEMENT by a factor of the number of defending 
players between the ball and the defending team's goal (e.g. 
by 1/3 that number) (step 715). The CURRENT INVOLVE 
MENT may then also be adjusted by based on the relative 
score (step 720). Thus, if the defending team is currently 
leading the CURRENT INVOLVEMENT could be multi 
plied by 1.25 whereas if the defending team is currently 
losing, the CURRENT INVOLVEMENT could be multi 
plied by 0.75. Thus, the current involvement function basi 
cally calculates how far the ball is from the defending goal, 
modified by number of defenders “behind” ball and relative 
Score of the two teams. These values are correlated to the 
likelihood of a player Scoring, and of a trailing player tying 
the Score, both of which are significant changes in player 
fortunes, and thus are relevant to the intensity of player 
interest in the game. 

EXAMPLE 

Online Chess Game 

0.148. In another embodiment, the game is online chess 
between two players (OC). OC displays the current board 
position to each player, and has a text area for chatting and 
other commands. An example of this type of game is the 
Free Internet Chess Server at freechess.org. The CURRENT 
INVOLVEMENT of this game is determined by whether 
either player is in “check.” If a player is in “check', the 
current involvement is ten, otherwise it is Zero. Since putting 
a player in check often results in a change in the relative 
fortunes of players in the game (e.g., by forcing a player to 
lose a piece), it creates greater player interest in the follow 
ing move, and thus is an appropriate determinant for CUR 
RENT INVOLVEMENT 

EXAMPLE 

Mobile Telephone Game 
0149. In another embodiment, the game is played on a 
mobile telephone. Here the user input 105 is the telephone's 
keypad and the output display 110 is the telephone's Screen. 
An example of this type of game is the Snake game on Nokia 
mobile telephones. In this embodiment, the advertising file 
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library 400 may be stored in the telephone, or elements of 
the library may be downloaded into the phone via the 
telephone network to which the phone is connected. In the 
example Snake game, every time the Snake eats food, it 
grows in length by one, and points are Scored. The Snake 
cannot hit the edge of the Screen, any walls, or its own tail. 
The game keeps track of the current Score and the high Score. 
Also, there is a food points number that represents how 
many points are gained for each piece of food that the Snake 
eats. In this embodiment, the CURRENT INVOLVEMENT 
is based on getting close to the high Score. PlayerS derive 
psychological Satisfaction from beating their own prior high 
Score, and thus are likely to be more interested in the game 
if doing SO is likely If the player will exceed the high Score 
with the next piece of food eaten, this is an intense moment 
appropriate for advertising insertion. 
0150. In a mobile telephone game, the content of the 
advertising message may be modified based on the location 
of the user, which may be made available to the cellular 
telephone by the telephone network with which it is asso 
ciated. (Such networks must be aware of the location of the 
user for billing purposes). For example, the content of the 
advertising message could determined to include a message 
from a business that is local to the user's location. Alterna 
tively, the content of the message could be based on the time 
and Social custom of the particular location where the user 
is located. For example, if it is dinner time in the particular 
location where the customer is located, the content of the 
message could be made to include information about dining 
choices at that location. 

0151. In another embodiment, the content of the message 
can be determined based on information from a user profile 
previously filled out by the user containing, e.g., user 
interests. 

0152. A number of embodiments of the invention have 
been described. Nevertheless, it will be understood that 
various modifications may be made without departing from 
the Spirit and Scope of the invention. Accordingly, other 
embodiments are within the Scope of the following claims. 

1-45. (Cancelled). 
46. A method for displaying messages in a mobile net 

worked device comprising: 
(a) determining the location of the device; 
(b) Selecting a message for display based on the location 

of the device; and 
(c) displaying the message on the device. 
47. The method of claim 46, wherein the message com 

prises an advertising message. 
48. The method of claim 47, wherein the device comprises 

a mobile telephone. 
49. The method of claim 47, wherein the device comprises 

a personal digital assistant. 
50. The method of claim 47, wherein the advertising 

message comprises an advertisement for a business in the 
Same location as the device. 

51. The method of claim 47, further comprising deter 
mining the local time in the location of the device and 
Selecting the message based on the local time. 

52. A method for displaying a message on a mobile 
networked device comprising: 
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(a) Selecting a message for display based on previously 
Stored information about the user; and 

(b) displaying the message on the device. 
53-55. (Cancelled). 
56. A computer program product, tangibly Stored on a 

computer-readable medium, for displaying messages in a 
mobile networked device, the product comprising instruc 
tions operable to cause a programmable processor to: 

(a) determine the location of the device; 
(b) Select a message for display based on the location of 

the device; and 
(c) display the message on the device. 
57. A computer program product, tangibly Stored on a 

computer-readable medium, for displaying messages in a 
mobile networked device, the product comprising instruc 
tions operable to cause a programmable processor to: 

(a) Select a message for display based on previously 
Stored information about the user; and 

(b) display the message on the device. 
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58-60. (Cancelled). 
61. A data processing System for displaying messages in 

a mobile networked device comprising: 

(a) means for determining the location of the device; 

(b) means for Selecting a message for display based on the 
location of the device; and 

(c) means for displaying the message on the device. 
62. A data processing System for displaying messages in 

a mobile networked device comprising: 

(a) means for Selecting a message for display based on 
previously Stored information about the user; and 

(b) means for displaying the message on the device. 


